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PREFACE 


Initially I wrote up this guide for personal use because I’m an idiot and kept forgetting how to do 
specific things. Lately ’ve been adding to it to cover as many topics as possible relevant to 


making a typical new lands mod for The Elder Scrolls V: Skyrim. 


I’m JonxOr and I made the Wyrmstooth mod which ts available for download on Nexusmods, 
Steam, and Bethesda.net. As of this writing Pd estimate that Pve spent roughly 2000 hours 
working on the mod since May 2012. 


This tutorial outlines the way I approached making a new lands mod, which, as a disclaimer, may 
not necessarily be the best way to do it anymore. When I started modding in 2012 there wasn’t 
much out there to follow in terms of guides and tutorials, so a lot of this was learned through 
trial and error. Mostly error. ?m far from being some sort of mod expert and this document is a 
work-in-progress so if you spot any mistakes, know a better way to do something, or would like 
me to cover additional topics please let me know. I’ve tried to make the instructions as easy and 
as straightforward to follow as I could, but let me know if I need to reword or clarify anything. 
Maybe at some later stage [ll consider recording this tutorial as a series of YouTube videos but 
right now Id just like to make sure I have as many relevant topics written down first. 


Anyway, with that said, I hope someone finds this at least remotely useful. 


- JonxOr 
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Introduction 


INTRODUCTION 


In this tutorial Pll be covering the general process of creating a new lands mod using the 
Creation Kit and various other tools. 


Pll be using the Creation Kit for the Legendary Edition of Skyrim which is available from Steam, 
but you can follow along with the Creation Kit for Special Edition as well. You might also find 
some of the information or workflows useful for other Creation Engine games such as Fallout 4. 
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Figure 1 -_A custom world space loaded in the Creation Kit. 


While there are a lot of topics to cover in this guide, it’s far from being an exhaustive look at all 
facets of modding. For the sake of brevity I’m only going to be covering the topics relevant to 
the development of a new lands mod and environment art. Dll be referring to Wyrmstooth in 
numerous examples to show practical implementations of what ’m talking about. 


This tutorial assumes you have the Creation Kit already installed and are somewhat familiar with 
using it. There are also certain actions that may cause the Creation Kit to crash and I’ve tried my 
best to highlight the cases where that might occur. 


Alright, let’s get started. 
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Before we begin 


BEFORE WE BEGIN 


Firstly, if you plan on working with a group of developers, see the section 
for steps on setting up version control. 





This might seem a bit obvious but I figure I should mention it anyway. Before making a start on 
your mod, ?'d recommend setting up a project folder. 


This should include a copy of your mod’s assets from your Skyrim\Data or Skyrim Special 
Edition\Data folder and only the assets related to your mod. 


As you work on your mod and generate new files, be sure to copy them to your project folder. 
This will come in handy later on when you’re ready to package your mod for release. 
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Figure 2 - Prozect files. 
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Before we begin 


You should also keep incremental backups of your .esp or .esm file in a folder as you work on 
yout mod in case you need to roll back to a previous version. 
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Lil This PC B A56- 


The Elder 
MM Desktop A5?- nstooth-added wyrmstooth paper map.esp 20/07/2021 9:13 PM The Elder 
FB Documents ‘vrmnstooth-refectory adventurer changes.esp 21/07/2021 8:42 Pl The Elder $ 


= Local Disk (C3 
em Local Disk (D:) 


-WWyrmstooth-added legate hamlin lines.e 22/07 /, The Elder Scroll: 


& & & 


60-\Wyrrnstooth-fixed giants club.esp 23/07 /% The Elder Scrolls C... 
srmnstooth-howl load of trouble fixes.esp 26/07/202 The Elder Scrolls C... 
@m, Local Disk (D:) 


a Network 


‘vrrnstooth,-lurius red wave secondary location.esp 27 2 The Elder 
istooth-added gjalrunn and glendora.esp 29 27:11:11 Al The Elder 
stooth-a bunch more fixes, faelor animations, fort valus, vulthurkrah disable player controls.esp 3 2 3 The Elder 
stooth-lots more fixes, boss improvements, mcm additions.esp : 2 The Elder $ 


Bee SS 


tooth-reworked vulthurkrah scene at ancients ascentesp f 21 10:11 PM The Elder 


& 


tooth-finished reworking vulthurkrahs scene, added states to scripts.esp 29/06/2021 12:54 PM The Elder Scroll: 
mstooth-marauder camp can be entered.esp 2f 2 07 PM The Elder Scrolls C... 
stooth-fixed some marauder gate quard dialogue.esp 3, 2:03 AM The Elder 
3/08/2021 9:34 Ply The Elder 
2021 3:01 PM The Elder 
21 8:40 PM The Elder 
2021 6:56 PM The Elder $ 
° c é 7/08/2021 7:20 PM The Elder Scroll: 
2021 7:35 PM The Elder Scrolls C..., 
The Elder Scrolls C.., 


= 


477-Wyrmstooth- final esp for release.esp 8/2021 10:08 AM The Elder Scrolls C..., 
478-Wyrmstooth-started 1.19,6.esp 1/10/2021 7:04 PM The Elder Scrolls C... 





135 items | 1 item selected 27.2 MB | 
Figure 3 - Keeping incremental saves. 


I'd also recommend routinely backing up your project folder to a cloud service like | 
in case you experience hardware failure (this did in fact happen to me once). 





CH | @& Bill | BH ww BW ser | @ Co | @ Cai | @ Lis Sk: sy Ch Fal @ bo @& x 


@ drive.google.com/drivefolders/1_zOBhAm oDf26AB4ZQZugY7zQpY4FlvF 1 





a Drive Q. Search in Drive z= (?) fe} 233 1B? 
4 sia My Drive > Wyrmstooth Backup A © ED 


Name ‘4 Owner Last modified File size 


b (4) My Drive 


> [4 Computers 


ae 


Qe Backups me 8:05 Pl = 


Data me 2:31 Pl _ 


© 


o> i 
cay = Shared with me 


© Recent 
wy sSttarred 


0} Trash 


Data_1 me 2:31 PM — 


© 





ae 


Source me 2:90 Phy _ 


CY Storage 


Videos me 8:05 PM — 


© 


10.13 GB of 15 GB used 








aS 
cS 
BB Graphics me 8:05 PV - 
a 
& 
ba 


Voice Acting me 9-05 Phy = 


a8 


Wyrmstooth.bsl me Aug 12, 2021 600 KB 


ae 





ae 


Wyrmstooth.esp me 2:29 Pl 27.3 MB 


WyrmstoothPlanner.txt me 12:54 PM 6KB 








WyrmstoothReadme.txt me 2:01 PM 68 KB 





Figure 4 - Saving to the cloud. 
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Before we begin 


You should also set up a unique prefix for your mod in the Creation Kit before doing anything 
related to scripting. 


In the Creation Kit go to File > Preferences. 


de Creation Kit 
File Edit View World Wavhesh Character Garneplay Help 


7 ghoul ol 4 alglemialm 


ae 






Export > 


me 





Validate Loaded Data Users | Moc 
Create Archive UOOOO01E 0 0 
Upload Active Plugin and 4rchive to Stearn Se U 
Exit 
bee LeveledCharacter 
~~ Perk 
3 - TalkingActiyator 
(+) Audio 


FI Character 
ee Association Type 


~ Equip Slot 
~ Faction 


= Relationship 
-~- SM Event Node 
-- WoiceT ype 


Figure 5 - File menu. 
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Before we begin 


Under the Scripts tab, set an extension in the ‘Fragment file prefix’ field. 
This prefix will be used when the Creation Kit generates papyrus fragment files. 
For example, when working on Wyrmstooth I use the “WT” prefix for just about everything. 


Preferences ~*~ 


Misc 


On double-click: | Edit properties 


Fragment file prefix: wT 


[4 character limit. Letters, numbers and underscores only] 





Figure 6 - Setting up an automatic prefix for papyrus fragments. 


You should also use this prefix when naming assets in your mod. For example, all NPCs in 
Wyrmstooth are prefixed with “WT” to differentiate them from NPCs from the base game. 


Important: When working on another mod with a different prefix, you will need to change the Fragment 
file prefix manually. 
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CHAPTER 1: WORLD 
SPACE 
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Creating a new world space 


CREATING A NEW WORLD SPACE 


Important: Before you begin, if you plan on starting with a height-map generated by a third-party 
program such as World Machine, refer to the Creating a height-map with World Machine section instead. 


This section will focus on creating a brand new world space manually in the Creation Kit. 
Typically this is the first thing you’re going to want to do when starting on a new lands mod. 


A wotld space is basically our overworld map. Unlike an interior cell, a world space is divided 
into cells to allow the game engine to load and unload assets based on the player’s proximity to 


them. 


Launch the Creation Kit. Go to File > Data, tick Skyrim.esm, click OK and let it load. 


Data 


Plugin’M aster Files 


Fe kin. GSM Master File 
LI Update. esm Master File 
CO Dawnrguard.esm Master File 
LI HearthFires. esr Master File 
LJ Dragonborn.esm Master File 


LO Unofficial Skyrim Lege... Master File 
OO wiyrmstooth-originalesp Master File 
OO TiringlsEverthing.esp = Plugin File 
LOO SkyUlesp Plugin File 
LO Paper World Map - Lig... — File 


TI O-Reear 4 i] fearl ha =. ‘ i] Fun aus Cc. L= 


i 


* 


Created B ee Parent Masters 


Bethesda Game Studios = Game Studios Filename 
SLIinrary 


Created Ore 1177/2020 1:28 PM 
Last Moditied: 11/7/2020 1:26 PM 


Set as Active File | Details... | | | oK | Cancel | 


Figure 7 - Plugin/ Master file loader. 
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Go to World > World Spaces. 


@ Creation Kit 
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| &}- Package 
Quest 
Race 
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SM Event 
+» YoiceT yp: 
tems 
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Armor 
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Leveledit: 
Miscltem 
Outfit 
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=): Magic 
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Enchantm 
LeveledSpen 
Magic Effect 
Potion 

4 Scroll 

i» Shout 

(+) Spell 
Word of Power 
=): Miscellaneous 
_ &)- AnimObject 
+). Art Object 
.- Collision Layer 
ColorForm 
CombatStyle 
FormList 
Global 
IdleMarker 
Keyword 
LandT exture 
LoadScreen 
Material Object 
-~ Message 
_ » TextureSet 
pecialE ffect 
WorldData 
HE: WorldObjects 
| Activator 

+}. Container 
Door 
+) Flora 
+]. Furniture 
Grass 
Light 
+): MovableStatic 
+}. Static 
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File Edit View World NavMesh Character Gameplay Help 


Regions... 
Cells... 


World LOD... 


World Testing And Reports 
View Render Test Failures... 


View BetaComment Data... 


Run Havok Sim Alt-H 
Update Lighting and Effects 

Landscape Editing H 
Object Palette Editing 

Heightmap Editing 


Create Local Maps 

Validate roorm/portal alignment 

Align tangent space at NIF intersection 
Generate LOS 


Generate Max Height Data For Current Cell 
Generate Max Height Data For World 
Generate Max Height Data For ALL Worlds 


RK CWDummyD aggerS ons 

KK CwDummyGreatS word! mperial 

KK CwWDummyGreatS word ons 
CwDummyM acelmperial 
CwDummyMaceS ons 
CwDummyS word! mperial 

K CwDummySwordS ons 

RK CWDummy\Warhammerlmperial 

KK CwDummyWathammerS ons 

RK CWDummy\Weapon HImperial 

KK CwWDummy\WeaponlHSons 

KK Cw DummyWeapon2H|mperial 
CwDummyWeapon2HS ons 
DA02D agger 

RC DAOSRuetuldxe 

RC DACBGiantClub 

KK DAOEHammer 

KK DA06Volendrung 

RK DAO?MehrunesRazor 

RC DASE bonyBlade 

RC DAOSRealE bonyBlade 
DAOSD awnbreaker 
DA10MaceofMolagB al 
DA10RustyMace 

KK DA14BrokenRase 

RK DA14DremoraGreatswordFire03 

RK DA14S anguineRose 

RC DA1SWabbajack 

RC DA16SkullofCorruption 

KK DaedricBattleaxe 
DaedricBow 


v 
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Form ID u 


I0034EB9 
JOO2F2F 4 
JOO58F5E 
J00424F7 
JOO58F60 
J00424F8 
JOO59F5F 
j00424F9 
IO0BA30E 
OOCDECS 
JO0S56B5 
IO07FEDF 
INIDECR4, 
100461DA, 
J0073FE5 
1002001 D 
30020155 
30020021 
30020156 
1002003D 
30020158 
30020165 
00020164 
00020041 
00020156 
00020043 
0002015D 
00020049 
000201 5F 
00020153 
00020160 
oo02004F 
00020161 
00020046 
00020162 
0007981D 
OO01C4E6 
OO00C334F 
000223FB 
O0024CD2 
000240D2 
0004438F 
OO0EA2SC 
OOO4E4EE 
000233E3 
00022F0F 
0001CB30 
00017288 
0001CB36 
OO02ACEF 
00035066 
00013984 
00013985 


Nm 


oo-"o-j"oO0coe0c”coo=?o-/(oO0O 0 0" N00 “Oo OM—NO"O3 SO OW ON OG "E 0 0e-acoeoooo = & 


n 


wlMaleS| <Q) WorldSpace a OOH G/F |E||%| al@| ClalO|m| alo} 


x 


SA 


Time of day —— —— 10.00 









Cell View 


World Space | Interiors a} 
xT vf Lao 


[~ Loaded at top 


No Cell Selected 


oo 





ASAD eleteWhenD oneT estJeremy TestT ony Interior 





aaaMarkers Marker S... Interior - 

AbandonedPrison01 Abandon... Interior Aba... 
AbandonedShacklnterior Abandon... Interior Aba... 
Alftand01 Alftand G... Interior Alfta... 
Alftand02 Alftand A... Interior Alfta... 
Alftand2Cell Alftand RP... Interior Alfta... 
AngarvundeO1 Angarvu... Interior Ang... 
Angarvunde02 Angarvu... Interior Ang... 
AngarvundeD3 Angarvu... Interior Ang... 
AngasMill4erisHouse Aeti's Ho... Interior Ang... 


Figure 8 - World menu. 
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WorldSpace: Wiyrrnstoaoth orld 


World Space 


EditorlD [Name 


Alftandyyorld 
Blackreach 
BlindCliffCave... 
BloatedM anstar... 
BluePalacew'in... 
BrinewaterGrott... 
Cw Siegel est... 
CWT estHold 
Darkwatenworld 
DeepwoodRed... 
Dimrost * 

EF astE mpire'W' ar... 
ElderglearmS an... 
FallowstoneCa... 
FallowstoneCa... 
FrostmereCrypt... 
Fe Lightworlds... 
JaphetsFolly.. 
KarthspreR eda... 
Katariah' orld 
Labyrinthiankt a... 
Labyrinthiart... 
Labyrinthiari'... 
Laburinthiarn... 
Markarth'orld 
MozsMotherla... 
Rede agleReds... 
Fiften' orld 
Shadowgreenl... 
Skuldatn'orld 
Solitude orld 


Southfringe orld 


Sovngarde 
Tamrnel 
WihiterunDraga... 
Wi! hiterurty' orld 
WiindhelmPityy. .. 
Windhelniorld 


Wiyrmetoothyy' a... 


Alftand Cathe... 
Blackreach 
Blind Cliff Cave 
Bloated Marr's... 
The Mind OF ... 
Brinewiater Gr... 


Avoidance Ex... 
Darkwater Pass 
Deepwiood Yale 
Dinnfrost 

East Ernpire C... 
Eldergleam 5... 
Giant's Grove 
Fallowstone C... 
Frostrere De... 
World of Fe Li... 
Japhet's Folly 
The Karthspire 
Ernperor's Gu... 
Shalidor's Maze 
Lost Valkuga 
Labyrinthian C... 
Labyrinthiar, ... 
Markarth 

Moss Mother ... 
Ried Eagle As... 
Riften 
Shadowgreeri... 
Skuldatn 
Solitude 
Southfringe 5... 
Soyvngarde 
Skyrinn 
Dragonsreach... 
Ww Riterun 

The Fit 
Wirndhelm 
Wurmetooth 


Duplicate 
Delete 





Creating a new world space 


Right-click in the empty space beneath the list of world spaces and select New. 


a 


Nannie ‘Wiyrmstooth 
Parent 
Worldspace | NONE | iz 


Sharable Data 
| a 


LOD Water Height 0.0000 
LOD ‘Water Type ‘DefaullW'ater ¥ | 


- Default Water Height 


Water | Default\water a 0.0000 


a Distant LOD Multiplier 1.00 


Climate /wWiprmstoothClimate +| ———_ JJ 
7 

Cloud : 

hadel |sky‘wwyrmstaothworldm Edit | in 


Camera Data 


Default Land Height 


| -1024,0000 


Usable Dimensions 
ve f 


Cell Coordinates 


Min Height [3200.0 

NW NW 
Max Height |50000.0 cele! © cell'y 
Initial Pitch [60.0 -a EE); |. EE 


World Map Offset Data 
Cell Offset 


| Hide Map Markers nooo0 


8 


Cell’ Offset 


.0000 


Cell Offset World Map Scale 


0.0000 1 000 


Canopy Shadowy | | Clear | 
ater Environment Mal | Clear | 


| No LOD Water | No Landscape | No Sky | No Grass 


| Can't Fast Travel From Here | Can't Wait 


Encounter = 

Music __NONE +| Fone | NONE | 

Location (WT \WiprmstoothLacation +| ee | NONE a | 
HD LOD Diffuse | Data Textures\LandscapesM ountaing\MountainSlabO2, Clear | 


HO LOD Normal | Data Textures\Landscape\ Mountains \MountainSlab02_ Clear | 
[ SmallWorld | Center Cell oi " [0 


Output Cell Ref Counts | 
cancel 


Figure 9 - World Spaces. 


Enter a form ID for your new world space and click OK. 


Mews Form Editor ID 4 


Testworld 


Cancel | 





Figure 10 - World Space form ID. 
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WorldSpace: Test'orld 


World Space 


E ditorlD [Name 


Alftand orld 
Blackreach 
BlindCliffCayve... 


Bloated aneGr... 
BluePalaceWir... 
BrinewaterGrott... 
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Brinewater Gr... 
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Dimfrost 
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Fallowstone C... 
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World of Fe Li... 
Japhet's Folly 
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Emperor's Gu... 
Shalidor's Maze 
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Labyrinthian C... 
Laburinthian, ... 
Markarth 

Moss Mother ... 
Red Eagle as... 
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Shadowogreen... 
Skuldatn 
Solitude 
Southfringe %... 
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Skyrim 

Test World 
Dragonsreach... 
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The Fit 
Windhelm 
Wiyrmetooth 





Creating a new world space 


Select your new world space in the list and give it a name. 


Test World 


Parent 
Worldspace | NONE -| is 


Sharable Data 
= a 


LOD Water Height 0.0000 
LOD Water Type | Detauly ater ¥ | 


Default Land Height 


f 024.0000 


= Default Water Height 


Water | Defaulty'ater = 0.0000 


a Distant LOD Multiplier 71.00 


Clirnate | SkyrimClimate + | ———J 
- 
Cloud ne 
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Camera Data 
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Nat Nhat 
Max Height |80000.0 cel! 9  ceny) 8 
eee SE SE 
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World Map Offset Data 
Cell * Offset 


| Hide Map Markers 0.0000 


Usable Dimensions 


yfo 


Cell’ Offset 


p o000 


Cell Offset World Map Scale 


.0000 [ 0000 


Canopy Shadow | Clear | 
sfater Environment Mal | Clear | 


|) No LOD Water | No Landscape | No Sky | Wo Graze 


| Can't Fast Travel From Here | Can't Wait 
Music [DEFAULT >] Encounter NgNE | 
Location (NONE | ae (NONE = + 
HD LOD Diffuse | | Clear | 


HO LOD Normal | | Clear | 
| Small'World | Center Cell [0 " fi 


Output Cell Ref Counts | 
cancel 


Figure 11 - World Space detatts. 


For now let’s just set the Climate to SkyrimClimate, set the Default Land Height to -1024 and 
untick Small World. Everything else can be left at its default values for now. 


Click OK to close. 
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Creating a new world space 


In the Cell View, change the current world space to the world space you just created. You should 
see a single Wilderness cell at the coordinates ‘0,0’. Double-clicking on this cell will load the new 
world space at that cell and will automatically generate cells around it. 
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3K CwDummySwordS ons LDirtPathO1 0 Landscape\DintP... fio 
4 CwDummy Warhammer mperia LDirtSnowPath01 it] Landscape\DitS... 100 
eK CwDummyWarhammerSons | 
RC CWDummyWeapontHImperia_ > Vertex Color 
CwDummyWeaponlHSons R fo R [2552] | 
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Figure 12 - The new world space. 


Right now everything will be underwater. You can use the “H’ hotkey to bring up the Landscape 
Editing tool. With the tool active, you can rotate the camera around by holding down the Shift 
key while moving the mouse to get a better view. Hold down the Spacebar while moving your 
mouse or hold down the middle mouse button to pan around. 
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Creating a height-map using World Machine 


CREATING A HEIGHT-MAP USING WORLD 
MACHINE 


In this section [ll be covering the process of generating a height map in World Machine that we 
can use to create a new world space for Skyrim. 


You'll need a copy of World Machine which you can download from their website. 


Install World Machine and launch it. 





Be) New Project - World Machine _ Oo x 


File Edit Views Project Commands Devices Macros Blueprints Help Purchase 
Rt im = it -& 
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Devices To view the texture applied to the geometry, use a Scene View 
Blue boxes for filters, brown boxes for natural moditiers like erosion, etc. device! Double click on the devices 
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ee ns - & 
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Action 


; Quick Texture 
News Project 


Project snapshots 
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+Create 





Click on a device or group to select it. +Ctrl to open settings. +4 to lock the preview, Right-Click for context menu 0.0 CPU 144MB 


Figure 13 - The World Machine default project. 


World Machine is a node-based height map generator. It can be used to create a height map 
from scratch and apply realistic erosion. 


Note: this section won’t be a deep dive into every facet of World Machine. I’m just going to cover the 
basic process of combining different nodes to generate a height map that we can expott. 


Later we'll be using TESAnnwyn to create a new .esp file using the height-map we create to 
shape our first world space. 
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Creating a height-map using World Machine 


I’m going to start by clearing out the existing nodes. Just click on everything and press Delete. 
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Deleted aroun: Texture & View 
Project snapshots 
Name 
+Create 


Click on a device or group to select it. +Ctrl to open settings. +4lkt to lock the preview. Right-Click for context menu 0.0 CPU 144MB 





Figure 14 - Blank project. 


So let’s say we wanted to create an island world space. Go to the Generator tab, click on the 
Radial Grad button and click on the workspace to place the node. 
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Figure 15 - Adding a Radial Grad node. 


Near the top-left you can see a small preview of what our landscape looks like so far. 
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Creating a height-map using World Machine 


Double-click on the Radial Grad node to open its properties. 


Reduce the radius to about 3.2 km then click Close. 
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Figure 16 - Reducing Radtal Grad radius. 


Click on Advanced Perlin and place a node next to your Radial Grad node. 
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Figure 17 - Placing an Advanced Perlin node. 
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Creating a height-map using World Machine 


Connect the two nodes by clicking and dragging on the Radial Grad’s primary output and link it 
to the Advanced Perlin’s Shaping Guide input. 
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Figure 18 - Linking the Radial Grad to the Advanced Perlin. 
In the preview you can see how both nodes are being combined. 
Double-click on Advanced Perlin to open its properties. 


For my example, I set the Feature Scale to 3 km, the Style to ‘Smooth Billowy’ and the Middle 
Elevation to 1 km. 
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Figure 19 - Advanced Perlin properties. 
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Creating a height-map using World Machine 


Tick ‘Show advanced settings’. 
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Figure 20 - Elevation control. 
Tick “Elevation control’ and set the Highest field to 1 km. 


Click Close. 
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Our central island mountain looks too conical, so let’s try and break that shape up. 


Creating a height-map using World Machine 
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Figure 21 - Height-map preview. 


Click on Voroni and place a node on your workspace. 
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Figure 22 - Adding a voronot node. 
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Creating a height-map using World Machine 


Double-click on the Voronoi node to open its propertties. 
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Figure 23 - Voronoi properties. 
Set Feature Scale to 1 km and Style to ‘Cellular F3”. 
Click Close. 


Connect the Voronoi node’s primary output to the Radial Grad node’s Mask Input. 
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Figure 24 - Connecting the Voronoi node to the Radial Grad node. 
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Creating a height-map using World Machine 


This should help break up that cone shape. 
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Figure 25 - Radial Grad with Voronoi. 


We can further change the overall shape of the island by combining two inputs and passing the 
output to the Advanced Perlin node. 


Right-click on the line between Radial Grad and Advanced Perlin and select “Delete wire’. 
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Figure 26 - Removing the link between Radial Grad and Advanced Perlin. 


Go to the Combiner tab and select Combiner. 
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Click in your workspace to add it. 


Creating a height-map using World Machine 
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Figure 27 - Adding a combiner node. 


Link the Radial Grad to the first input on the combine node, and link the combiner node’s 


output to the Advanced Perlin node. 
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Figure 28 - Linking the first set of nodes to the combiner node. 


Click on the Voronoi node to select it. Press CTRL+C to copy it and CTRL+V to place a copy 


of the node in your workspace. 
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Creating a height-map using World Machine 


Do the same for the Radial Grad node. 
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Figure 29 - Copied the Voronoi and Radial Grad nodes. 


Link the Voronoi node to the Radial Grad node and link the Radial Grad node to the second 
input on the combiner node. 
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Figure 30 - Linking the second set of inputs to the combiner node. 
Double-click on the second Radial Grad node to open its propetties. 


In my example, I offset its Placement to 3 km in both the X and Y fields. 
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Creating a height-map using World Machine 
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Figure 31 - Changing the Placement offset of the second Radial Grad node. 
Click Close. 


Now double-click on the combiner node to open it’s properties. 


Set the Method to Add and the Strength to 0.45. 


Add Properties 
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Figure 32 - Changing the combiner node's method and strength. 
Click Close. 
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Creating a height-map using World Machine 


Alright, so let’s change things up a bit more. 


Delete the link between the combiner and the Advanced Perlin node. 
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Figure 33 - Removing the link between the combiner node and the Advanced Perlin node. 
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Creating a height-map using World Machine 


Add another combiner node. 


Connect the output from the Advanced Perlin node to the first input on the new combiner 


node, then add the output of the first combiner node to the second input on the new combiner 
node. 
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Figure 34 - Second combiner node. 
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Creating a height-map using World Machine 


Alright, now we have a less regular island shape. Click on the 3D View button to get a closer 
look. 
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Figure 35 - Preview of our tsland so far. 


Click on the Device Workflow button to return to the workspace. 
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Figure 36 - Back to device workflow. 
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Creating a height-map using World Machine 


Open the properties of the second combiner node. 


Set the Strength to 0.25 then click Close. 
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Figure 37 - Second combiner node's properties. 
Under the Natural tab, click on the Erosion button to add an Erosion node. 


Link the output of the second combiner node to the input of the erosion node. 
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Figure 38 - Adding an erosion node. 
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Creating a height-map using World Machine 


Double-click on the erosion node to bring up its properties. 


I set the Duration to 165, the Rock Hardness to 0.4 and the Sediment Carry Amount to 0.95. 
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Figure 39 - Erosion properties. 
Click Close. 


The shape of the island should now look a little bit more realistic now that erosion is being 


applied. 





Be) New Lands Mod* - World Machine — O x 


File Edit Views Project Commands Devices Macros Blueprints Help Purchase 
a ’ ] 5 a ae em pei 
ae pw NS | AD ss-~ & ES G 


Project Sidebar w Om, eae 


Main Extents (1025 x 1025) 


St 
Display guides 
Sealevel ——= 1.15 km 
= 9 
Devices 
== Edit 
Voronoi 


=f Add 


Voronoi 


*  RadalGrd 


cfr Average 


History 
Action 


© Edited Erosion 


Modified Reconstructiont... 256 
Project snapshots 
Name From # 
+Create 


3D ¥Yiew: Left-drag to orbit, Middle-drag to track. Right-drag or wheel to dolly. WASD or arrow keys For movement, +SHIFT to accelerate, +CTRL to fine tune movement, 0,0 CPU 638MB 





Figure 40 - The island with erosion. 
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Creating a height-map using World Machine 


Now, let’s try and add some flat areas along the coast to give us some room to maybe build a 
settlement on. 


Under the Natural tab, click on Coast Erosion and add it after the Erosion node. 


Link the output of the Erosion node to the input of the Coast Erosion node. 
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Figure 41 - Adding a Coast Erosion node. 
Double-click on the Coast Erosion node to open its properties. 


For this example, I set the Sea Level to 350 m, the Beach Size to 250 m, and the Inland Height 
Influence to 150 m. 


Coast Erosion Properties 





Device Mame Presets: 1 available 
Coast Erosion (Current Settings] 
Sea level 
Set waterlevel to quide 


Beach Size 250 mi 


Inland Height Influence ~ 150 mm 


Underwater Smoothing 3 


jose 





Figure 42 - Coast Erosion properties. 
Click Close. 
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Creating a height-map using World Machine 


So the centre of the island still looks a bit steep, so ’m going to try and cut a bit more space out 
of the mountain range out with addition nodes. 


Break the link between the second combiner node and the Erosion node. 
Add a third Radial Grad node. 


Under the Filter tab, you'll find the Inverter node. Add it in and link the output of the third 
Radial Grad node to the input of the Inverter node. 


Lastly, add in a new combiner node. Link the output of the second combiner node to the first 
input of the third combiner node, and the output of the Inverter node to the second input of the 
third combiner node as per the screenshot below: 
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Figure 43 - Added a third combiner node. 


Open the properties of the third Radial Grad node. 
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Figure 44 - Third Radial Grad node properties. 
Click Close. 


Open the properties of the third combiner node. 
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Creating a height-map using World Machine 


Set Method to Multiply and set the Strength to 0.7. 


Multiohy Properties | x | 


Device Name Presets: 1 available 





Multiply (‘Current Setting * oq 


Method Multiply 


Strength 





Figure 45 - Third combiner node properties. 
Click Close. 


We should now have a bit of a crater in the middle of the island. 
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Figure 46 - Crater in the middle of the island. 
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Creating a height-map using World Machine 


Looking at the island from another angle, we can see a mountain pass as well. 
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3D ¥iew: Left-drag to orbit, Middle-drag to track, Right-drag or wheel to dolly. WASD or arrow keys for movement, +SHIFT to accelerate, +CTRL to fine tune movement, 0.0 CPU 1.5GB 
Figure 47 - The island from another angle. 


The main thing to consider is the fact that Skyrim doesn’t rely on the height-map to create 
mountain peaks. It uses static objects, so right now we’re more concerned with how much 
playable area there is in our world space and what kind of unique geological features we can riff 
off-of when we begin cluttering the world space. 


Looking around the height-map you'll likely see some sharp spikes sticking out. While we can 
easily smooth that out with the Creation Kit’s landscape edit tool, let’s try and save ourselves a 
bit of work by eroding those features in World Machine. 
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Creating a height-map using World Machine 


Under the Natural tab, click on Thermal Weathering and add it to the workspace. 


Connect the output from the Coast Erosion node to the input on the Thermal Weathering node. 
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Figure 48 - Adding a Thermal Weathering node. 
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Creating a height-map using World Machine 


Double-click on the Thermal Weathering node to open its propetties. 


Click on ‘Show advanced settings’ and set the Talus Size to 20 m. 
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Figure 49 - Thermal Weathering properties. 
Click Close. 
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3D ¥iew: Left-drag to orbit, Middle-drag to track, Right-drag or wheel to dolly. WASD or arrow keys For movement. +SHIFT to accelerate, +CTRL to fine tune movement, 0,0 CPU 1.5GB 


Figure 50 - The island after thermal weathering has been applied. 
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Creating a height-map using World Machine 


Go to Project > Project Settings. 


Set the Resolution to ‘Power of two’ and the dimensions to 1024 x 1024. 


Note: The free version of World Machine ts limited to 1024 x 1024. If you have a license for World 
Machine, set this to 4096x4096 to create a -64,-64x64,64-sized world space or larger. 
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Figure 51 - Setting the build resolution. 
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Creating a height-map using World Machine 


Lastly, let’s add a node to export our height-map. 
Go to the Output tab, click on the Height Output button and add it to your workspace. 


Connect the output of the Thermal Weathering node to the input of the Height Output node. 
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Figure 52 - Height Output node. 
Double-click on the Height Output node to open its properties. 


Set the File Format to 32bit Float RAW. 
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Figure 53 - Hezght Output properties. 
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Click Set. 





Set the location to save the file to and the name of the .r32 file. 
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Click Save. 
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Figure 54 - Setting the location to save the .r32 file to. 


Creating a height-map using World Machine 


Now click on the Write To Disk button. 
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Figure 55 - Height map successfully outputted from World Machine. 
Click OK to the confirmation pop-up. 
Click Close to the Height Output properties. 


Confirm that the .r32 file has been successfully saved to the directory you specified. 
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Importing a height-map with TESAnnwyn 


IMPORTING A HEIGHT-MAP WITH 
TESANNWYN 


TESAnnwyn can be used to create a new .esp containing a world space based on a height map 
created in a terrain tool such as World Machine. 


In this section ll be importing the 1024x1024-sized height-map we created in World Machine 
previously. 


TESAnnwyn ts available for download from the Oceanlightwave website. 
Extract the TESAnnwyn utility to a new folder and open a command prompt. 


In the command prompt, navigate to the folder you exported TESAnnwyn to. 


cs.| Command Prom pt 


Please see the associated Readme document for more detailed help. 
Usage: TESAnnwyn.exe [options] filename 
filename: The image filename you want to import or ESP/ESM to export. 


-i ¢num or name}: Import an image to a create a TES ESP (3 or 4 or S, or Skyrim, Fallout3, FalloutNy¥, Oblivion, 
Morrowind). 

-c: Import/Export the VCLR vertex colour image as a BMP called tesannwyn-vclr.bmp. 

-T €3 or 4): Import/Export a TES3 or TES4 texture placement map a BMP called tesannwyn-vtex3.bmp. 

-d ¢numxnum}: X and ¥ dimensions of import image. e.g. 2688x1344 (default is 1624x1924). 

-p (num): Type of image file ¢ 1 = RAW, 2 = BMP, 3 = CSY¥). 

-b €num)}: Bits per pixel of the input/output image RAW/BMP image file. For BMP, 8 bit implies Greyscale. 

-xX (num): The Bottom-Left cell X co-ordinate will start here (default 9). 

-y (num): The Bottom-Left cell ¥ co-ordinate will start here (default 9). 

-h €num): Offset height of land by this number of game units. 

-s (num): Scale land height by this number (floating point allowed). 

-l ¢num,num): Limit all imported height to within these lower,upper Limits (e.g. -2648,3 

-o ¢num-num}): Do not import land whose land is all between these heights (e.g. -2648 or -4696-1624). 

-g: Draw square cell sized grids on all image exports. 

-w (word): WorldSpaceName: The name of the Worldspace you want exported (TES4 only). e.g. Tamriel. 

-t ¢num/FormID): Texture the entire landscape in a texture number (TES3) or texture FormID (TES4). 

-F ¢€num): €TES4 Import only) Force the new worldspace to be created with this reverse byte FormID number (like t 
he LOD filenames). 

-r: (Greyscale 8-bit BMP only). Automatically rescale the Greyscale export between 8-255. (No parameter required 
Ie 

-g : Quiet mode: Outputs less so runs faster in a Windows Console. 

-v : Display current Version, then exit. 





D:\Projects \Modding\Sk yrim\Wyrmstooth\Utilities\TESAnnwyn>o 


Figure 56 - TES Annwyn options. 


With TESAnnwyn, you can generate an .esp file, creating a world space based on your height 
map with the following command: 


TESAMNWYNwexe =—i. Skyraim -o 1 =b. 32.=d 1024x1024 -—x -16 -y -16 -—h. =416000 =—s 
0.00005 "D:\Projects\Modding\Skyrim\Wyrmstooth\worldmachine output.r32" 


Replace the folder path and filename in quotes with the folder path and filename to your .r32 or 
.taw file. 
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Importing a height-map with TESAnnwyn 


Just a few words on the values I used in that command. 


The -h switch specifies the height offset of the height map. I set this to -416000 so the land 
intersects the ocean plane roughly where it’s supposed to. Without this switch, the height map 
would be far in the sky. You can adjust the height of the land and water in the Creation Kit 
under World > World Spaces manually, but I’d prefer to do this in TESAnnwyn at import 
instead. 


The -s switch was set to 0.00005 to limit vertical stretching. Finding this value takes a bit of trial 
and error. Too low and your landscape will be completely flat. Without the -s switch, the height 
map is most likely going to look like jagged spikes as per the screenshot below: 





Wilderness [Free camera, perspective] - M#: 2.19% (3.33 MB / 152.00 MB) 





Figure 57 - No height scaling. 


-x and -y set the origin cell to -16,-16. Seeing as though we’re working with a small height map 
exported from World Machine, the size of our world space ended up being -16,-16 to 15,15. 
Without -x and -y, the cells will start at 0,0. 


Note: You can always manually sculpt the terrain and add new cells if you want to expand the size of the 
island and the world space. 


Lastly, the -d switch specifies the dimensions of the height map we’re using. I set this to 
1024x1024 as this is the size of the height map exported by World Machine. While you can 
double this to 2048x2048 to create a -32,-32,32,32-sized world space or 4096x4096 to create a - 
64,-64,64,64-sized world space using a 1024x1024-sized height map, TESAnnwyn doesn’t seem 
to handle this particularly well and your height map will end up looking stretched on one axis. 


Important: If you want a -32,-32,32,32-sized world space, use a 2048x2048-sized height map. If you want 
a -64,-64,64,64-sized world space, use a 4096x4096-sized height map. 


For more information on the TESAnnwyn command line options, see the TESAnnwyn readme 


file. 
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Importing a height-map with TESAnnwyn 


When done, a new .esp file named ‘tesannwyn.esp’ will be created in the folder you extracted the 
TESAnnwyn utility to. 


cs.] Command Prom pt 


KJ WD ) 


gq) “J. 


~~] (ay lL AJ 
lt li “” & 
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on 
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(20,31) (21,31) 


“Optimized CEE eroups 


Some gradient overflows/underflows have been caught and blocked: 
Total Overflows: 477 
Total Underflows: -2111 


Highest point is 537 THU (4296 Game Units) = 61.218666 metres ' 
Lowest = LEIP f31.6660066 metres 


Finished! The imported ESP is called tesannwyn.esp and is 64 cells by 64 cells. 





D:\Projects \Modding\Sk yrim\Wyrmstooth\Utilities\TESAnnwyn>o 
Figure 58 - TES Annwyn finished. 
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Figure 59 - tesannwyn.esp. 
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Importing a height-map with TESAnnwyn 


Copy this file to your Skyrim\Data or Skyrim Special Edition\Data folder. 
You can rename this file however you like. 

Launch the Creation Kit. 

Go to File > Data. 


Tick the Skyrim.esm file in the Plugin/ Master Files list. 


Data ~ 


PluginMaster Files Created B — Parent Masters 
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DO) Paper World Map - Lig... Plugin File reated Un: 
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Set as Active File | Details... | | | OK Cancel | 


Figure 60 - Ticking the Skyrim.esm master file. 





Tick the .esp file created by TESAnnwyn and click ‘Set as Active File’. 
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Figure 61 - Setting the tesannwyn output .esp as the active file. 





Click on the OK button to begin loading it. 
Go to World > World Spaces. 
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Importing a height-map with TESAnnwyn 


You should see a TESAnnwyn world space listed. 





Alttandorld 
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Figure 62 - TES Annwyn world space. 
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Press ‘F2’ and rename this world space to whatever you like, then click OK. 
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Importing a height-map with TESAnnwyn 


In Cell View, select your world space then double-click on one of the cells to load it. 
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Figure 63 - Loading the world space. 


And there’s our height map in the render window. 





Wilderness [Free camera, perspective] - M#: 2.19% (3.33 MB / 152.00 MB) 





a 





Figure 64 - Height map in the render window. 


Note: If you see holes in your landscape, your height map may be too steep. Reduce the value in the -s 
switch in TESAnnwyn further to reduce the steepness of the mountains. 
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Sculpting a landscape with the landscape edit tool 


SCULPTING A LANDSCAPE WITH THE 
LANDSCAPE EDIT TOOL 


The landscape edit tool is the tool we’ll be using to manually sculpt the landscape in our world 
space. This tool can be used to raise or lower our terrain and flatten or smoothen slopes. Later 
on we'll also use it to paint landscape textures. 


Press ‘H’ to bring up the landscape edit tool. 
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The Landscape Edtt tool. 
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Texture: 


NONE 


Max Opacity 
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Sculpting a landscape with the landscape edit tool 


The Edit Radius shows the current radius of the landscape edit tool. This the red circle that 
appears around the mouse cursor in the render window when the landscape edit tool is enabled. 


The Edit Falloff represents the hardness of the brush. It’s like brush hardness in image editing 
programs. The lower the number the softer the edge. 





Wilderness [Free camera, perspective] - M#: 2.16% (3.29 MB / 152,00 MB} 





Figure 66 - Edit Radius. 
Set the Edit Radius to 9. 


Note: You can also use the ‘[‘ key to reduce the Edit Radius by one and ‘]’ to increase the Edit Radius by 
one. 
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Sculpting a landscape with the landscape edit tool 


In the following examples, Pll be picking up where I left off in the first chapter. 


At the moment our landscape is still entirely underwater. We'll need to see the landscape as we’re 
sculpting, so press ‘M’ to bring up the Show/Hide menu and untick Water to hide it for now. 


Shows Hide 


| Markers 
Pa 


iw Statics 
iw Ackors 


iw Drvnamics 


| Decals 


lose 





Figure 67 - Turning water rendering off. 


Let’s start by raising some land up from the sea floor. Left-click and drag the terrain up in the 
render window. 
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Sculpting a landscape with the landscape edit tool 


We should now have a bit of a mountain sticking up from the sea floor. 
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Figure 68 - Dragging terrain up. 


Note: If you see floating grass or rocks up in the sky, just ignore it. This is a bug. 
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Figure 69 - Ignore the floating rocks and grass. 
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Sculpting a landscape with the landscape edit tool 


If we turn water back on in Show/Hide, our render window should now look like this: 
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Figure 70 - A bit of land poking through the ocean. 


Let’s increase the size of our shoreline next. 
Important: If the Creation Kit crashes when editing your world space for the first time, make a small 


adjustment to the landscape first, then save your mod. If you press ‘B’ to show cell borders, but cell 
borders aren’t being overlaid on the landscape, you might be in for a crash. 
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Sculpting a landscape with the landscape edit tool 


Set the Edit Radius to 4 and tick ‘Flatten Vertices’. 


Landscape Edit settings 
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Figure 71 - Turning on Flatten Vertices mode. 
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Sculpting a landscape with the landscape edit tool 


Left-click and drag on the land poking above the water. 
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Figure 72 - We now have a bit of an tsland. 


When you left-click and start dragging with Flatten Vertices ticked, the height of the landscape 
you drag over will be set to the same level as the part of the landscape you began dragging from. 


Anything below the ocean will be raised up, similarly, any hills above the point where you began 
drageing from will be lowered. We can use Flatten Vertices to quickly create the outline of an 
island. 
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Sculpting a landscape with the landscape edit tool 


If we turn off water again, we'll see that the slope from the ocean floor to the top of our island is 
rather steep. 


So let’s smoothen that out a bit. 





Wilderness [Free carnera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 73 - Steep slopes from ocean floor to tsland surface. 
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Sculpting a landscape with the landscape edit tool 


In the landscape edit tool, tick “Soften Vertices’. This will automatically untick ‘Flatten Vertices’ 


and vice versa. 
Landscape Edit settings 


Height 
Edit Radius: 4 Set) | Flatten Vertices 
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Figure 74 - Turning on Soften Vertices mode. 
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Left-click and drag along the slope to reduce its steepness. 
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Sculpting a landscape with the landscape edit tool 


When softening the slope, try not to do it too evenly so it looks a bit more natural. 


Our island should now look a bit more like this. 





Wilderness [Free camera, perspective] - M#; 2.08% (3.16 MB / 152.00 MB) 





Figure 75 - Softened slopes around the shoreline of our island. 


Important: When sculpting with the landscape edit tool, I would not recommend setting the Edit Radius 
above 14. It might lead to issues panning around your scene and the edit radius indicator might disappear. 
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Sculpting a landscape with the landscape edit tool 
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Figure 76 - The island gets a bit bigger. 


In the screenshot above I added some flat areas near the shoreline around a central hill; enough 
room perhaps for a small town. Some tidal pools and small islands were added around the coast 
of our main island to help make the shoreline look a bit more natural. 


I also added some shallows for the player to stand in, before the landscape drops off to the 
ocean floor. 


To better understand the scale of your landscape as you sculpt it, you can toggle cell borders by 
pressing the ‘B’ key. 
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Sculpting a landscape with the landscape edit tool 


While sculpting your island, ’'d also recommend increasing the number of cells loaded. 





Go to File > Preferences and go to the Misc tab. 


Set the ‘Grids to Load’ to 9 then click Apply. 
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Figure 77 - Increasing Grids to Load. 


This will increase the number of cells loaded into the preview window. Just be careful with how 
high you set this value. 


Important: Setting Grids to Load too high may inadvertently crash the Creation Kit, especially with a 
fully cluttered landscape. 
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Adding landscape textures 


ADDING LANDSCAPE TEXTURES 


Landscape textures can also be added using the landscape edit tool. 


Important: If you want to learn how to automatically paint your terrain based on slope, altitude and 
object placement, see Region generated textures and objects. 


Press ‘H’ to bring up the landscape edit tool if you don’t already have it open and press ‘B’ to 
togele cell borders. 





Before we start adding textures to a landscape, it’s important to consider how each cell is divided 
and the texture limitations we’ll need to be aware of. 


Each cell consists of 4 quads. The screenshot below should help illustrate this: 
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Figure 78 - Quads in a cell. 


Important: Each quad can have up to 6 different textures. 
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Adding landscape textures 


Press ‘I’ when the landscape edit tool is active to see a list of textures that each quad of the 
currently loaded cell has. 


Land at Wilderness’ (-4 -1) Land at Wilderness’ (-4, -1) 


Quad 3 Textures Quad 4 Textures 


Texture Mame Yoo USE (sfass Texture Mame Sorta USE (arass 
LAND DEFAULT 5,66 1 0 LAND DEFAULT 100,000 
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Quad 1 Textures Quad 2 Textures 


Texture Wame Os i LSE! Grass Texture Mane oS USE rass 
LAND DEFAULT 100,000 LAND DEFAULT 100,000 





Figure 79 - Textures applied to each quad of the currently loaded cell. 


In the screenshot above, you can see that I currently have the cell ‘-4,-1’ loaded. Pve been 
painting Quad 3 with five different textures: LCoastBeach01, LCoastBeach02, 
LCoastOceanFloor01, LDirt02 and LFallForestDirt01. If we include the default landscape 
texture, that’s six separate landscape textures in quad 3. 
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Adding landscape textures 


If you try to add a seventh texture or more, you'll simply be painting with the currently selected 
vertex colour which by default is black. And yes ’m aware there are seven slots in the texture 
quad screen. 
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Figure 80 - Painting vertex colour. 


In the example above, | tried painting with a seventh texture LFrozenMarshLichen01 in Quad 3 
which resulted in a flat black texture being painted instead. 
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Adding landscape textures 


We can fix this by right-clicking on LFrozenMarshLichen01 and selecting Delete. 
Land at Wilderness’ (-4 -1) Land at Wilderness’ (-4, -1) 


Quad 3 Textures Quad 4 Textures 
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LAND DEFAULT 55,661 LAND DEFAULT 100,000 
LCoastBeachol Oe 

LCoastBeacho? 16,904 

LCoaskOceanFloord 1 ¥. Fs 

LOirko? 7.959 

LFallForestDirtO1 #, 689 
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L4N0 DEFAULT 100,000 L4N0 DEFAULT 100,000 





Figure 81 - Deleting the seventh texture. 


Let’s start painting our landscape. 
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Adding landscape textures 


In the landscape edit tool, you can select the texture you want to paint onto your landscape in 
the Texture list. In the following example, Pll be painting with LCoastBeach01 to paint along the 
coastline of our landscape. 


Landscape Edit settings 
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Edit Radius: 3 Set) | Flatten Vertices [| Soften Vertices 
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Figure 82 - Selecting our texture and reducing Max Opacity. 





I also reduced the Max Opacity to 50. This will help us blend the LCoastBeachO1 texture with 
the existing default landscape texture. 


The size of your paintbrush is determined by the Edit Radius. 


To erase a texture from your landscape, you can either press CTRL + Z to undo or select the 
blank texture shown at the top of the Texture list which acts as an eraser. 
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Adding landscape textures 


Right-click on the landscape with the landscape edit tool active to begin painting with the 
currently selected texture. 


Remember: Left-click to sculpt, right-click to paint. 
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Figure 83 - Painting LCoastBeachO1 around the coastline. 


Rather than painting the landscape uniformly, I like to right-click here and there to try and blend 
the textures together in a kind of splotchy manner. 
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Adding landscape textures 


In the following screenshot, I painted a section of the coastline with a single texture, and as you 
can see, the tiling pattern of the texture that I used is glaringly obvious. 
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Figure 84 - Texture tiling. 


But we can use other textures to help break up that repeating pattern. 
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Figure 85 - Breaking up texture tiling. 
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Adding landscape textures 


Some textures such as LCoastBeachGrass0O1 or LRocks01 will also add grass or small rocks to 
yout landscape and will further help hide that tiling effect. 
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Figure 86 - Adding textures with grass and rocks. 
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Adding landscape textures 


If you chose the wrong texture, you can replace a texture in a quad by right-clicking on it and 


choosing Replace. 
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Figure 87 - Replacing a texture in a quad. 
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Adding landscape textures 


In the Select Form pop-up, choose the texture you want instead and click OK. 


OB Select Form on 


Filter | 


LElackreachD irk 

LUayveD rt 

LUoastbeachi 
LUoastBeachil2 
LUoastbeachbrass1 
LUoast0 ceanFloorl 

LUoast0 ceanFloorll NolGrass 
LO it 

LOO? 

LOirtPath01 

LOirtSnowPathi 

LOLCO1 SoullaimBones01 
LOLCO1SoulCarmD it 
LOLEO1 SoullaimQ itl Grass 
LOLCO1 SoullarmD itl 
LOLCO1 SoullairmD itis 
LOLCO1 SoulCarmD itl} 
LOLCO1 SoullaimPath01 
LOLCO1 SoulCaimmAock 01 
LFallForestD itl 


LFallForestGrassU1 
| PallPrrestsraccl AaPerr 


< 


Figure 88 - Choosing the texture we want to replace LCoastBeachO1 with. 
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Adding landscape textures 


When replacing textures, just be aware that you may create a texture seam, like the one in the 


screenshot below along the edge of the quad if you replaced the texture in one quad but not the 
other. 
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Figure 89 - A texture seam caused by replacing or deleting a texture. 
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CREATING TILEABLE LANDSCAPE TEXTURES 


In this section Pll be showing you how to create your own tileable terrain textures that you can 
paint onto your landscape. [ll be using Photoshop CS5 in my example. 


Note: For Photoshop you will need the NVIDIA Texture Tools Plugin which ts available on the 
NVIDIA website. 


Firstly, we'll need a source image. For this example, I just went to Google Images and searched 
for ‘dirt’, limiting my search results to images under a Creattve Commons license. 


The image below is free for commercial use with no attribution requirements. 
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Figure 90 - Source dirt texture. 
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Creating tileable landscape textures 


In Photoshop, go to File > New. 
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Figure 91 - Creating a new image file in Photoshop. 


For the sake of this example, I’m going to create a new 512x512 texture which is the same size as 


the default landscape textures in Skyrim. If you want to make it bigger that’s up to you, just make 
sure to double the size, e.g.: 1024x1024, 2048x2048, and so on. 
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Figure 92 - Size of new image. 
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Creating tileable landscape textures 


Click OK to create a new blank document. 


Drag and drop your texture into Photoshop and expand it to fill the height and width of the 
carivas. 
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Figure 93 - Importing the source image. 


I made some adjustments to the image, mostly out of personal taste. I desaturated the texture, 
reduced its brightness, shifted the hue slightly to make it less red, then ran a sharpen filter. The 
idea was basically to try and make it match the existing landscape textures in the base game 
which are all fairly dark and desaturated. 
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Creating tileable landscape textures 


Don’t worry, our texture will look a lot lighter in-game in day time lighting. 
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Figure 94 - Dirt image after some adjustments. 
Now to make the image tileable. 


Go to Filter > Other > Offset and change the Horizontal offset until the vertical texture seam is 
roughly in the middle of the image. 
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Figure 95 - Changing the horizontal texture offset. 
Ensure Undefined Areas is set to Wrap Around then click OK. 
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Creating tileable landscape textures 


In the screenshot below you can see the vertical texture seam running down the centre of the 
image. 
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Figure 96 - Vertical texture seam. 


Use the Healing Brush to remove the seam. If you hold down ALT your cursor will change into 
a crosshair. ALT left-click on a part of the image away from the seam to sample that part of the 
image, then left-click over the seam to begin replacing it with the part of the image you sampled. 
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Creating tileable landscape textures 


In the following screenshot, the vertical seam has been removed. 


= = im Py tomy Hiv ee | FSCS] DESIGN PAINTING >> | Of Sliver [Oo] =) eo 
File Edit Image Layer Select Filter Analysis 3D View Window Help 
bi ¥ | Mode: Normal ne | Source: (@)Sampled (_)Pattern: LH | [Jaligned Sample: | Current Layer eo RH | CA 


wtdirt01.psd @ 100% (dirt-947985_ 1920, RGB/8) * 






































LAYERS |(GHANNELS | PATHS: 





Normal 


Lock: [] of + @ 











=. 
ie 
4, 
2. 
P} 
g, 
a 
¥, 
/, 
dH 
Q, 
a. 
2. 
fT, 
k, 
—, 
2, 
S 
w, 
Q 


(= 
P 


C ih 








Figure 97 - Vertical seam removed. 
Go back to Filter > Other > Offset. 


This time, set a Vertical offset. Make sure the Horizontal offset is set back to O first. 
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Figure 98 - Setting a vertical offset. 


Again, make sure Undefined Areas is set to Wrap Around, then click OK. 
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Creating tileable landscape textures 


You should now see a horizontal seam running across the image. 
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Figure 99 - Horizontal seam. 


Use the Healing Brush tool to remove it in the same way you removed the vertical seam earlier. 
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Creating tileable landscape textures 


Again, go back to Filter > Other > Offset. 


This time, change both the Vertical and Horizontal offsets and just make sure no more seams are 
visible. If there are, use the Healing Brush tool to remove them. 
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Figure 100 - Making sure there are no more seams. 


Alright, our diffuse map is done. Time to export the image as a .dds file. 
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Go to File > Save As. 


Set the Format to ‘D3D/DDS’ and choose a location to save the .dds file to. 
Ps | save £5 
Save in: | GM This PC -| @2@ & Er 


- Folders (2) 


Quick access Zz Desktop Documents 


va Devices and drives (2) 


Desktop Local Disk (C1 Local Disk (Ds) 


= Mage 51.7 GE free of 249 GB Mage” 373 GE free of 1.57 TB 


Libraries 





File rarne: wit dds we 








Format | D3D/DOS (/.DOS*. DDS] 4 Cancel | 

















Save Options 

save: As a Copy Notes 
Slpha Channels Spot Colors 
Layers 


Use Proof Setup: ¥orking CMTE 
ICC Profile: sRGB IEC61966-2,1 


Thumbnail | Use Lower Case Extension 


| Fi File must be saved as a copy with this selection, 


Figure 101 - Saving our file as a .dds file. 
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Set the .dds format to DXT5. Make sure MIP Map Generation is set to “Generate MIP Maps’ 


then click Save. 


NVIDIA dds Format (v9.55.0709, 7 G00) 


DYTS ARGR & bpp | interpolated alpha ~ 
“D Texture ‘et 


MIP Map Filtering... Sharpening... 


Image Options... 


Fading MIP maps... Witte Contig... 


Read Contig... 


[| Save Flipped Vertically 





Comments to SOR Feedback@invidia. com 


Normal Map Settings... 


NIVUDIA. 


Cancel 
MIP Map Generation 
(®) Generate MIP maps 
() Use Existing MIP maps 
(No MIP maps 
20) Preview 30 Preview 


Retresh Preview! Preview Options... 


Profiles 


Set Profile Directory Save Profile 


Load Profile 


én profile loaded? 


Figure 102 - NVIDIA Texture Tools Plugin. 


Next, we need to create a normal map for our texture. For this, ?m going to use the njob utility. 
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Launch njob, go to File > Open and select your .dds texture file. 











njob a CL x 
File Edit Filter Help 





Figure 103 - Our texture loaded in njob. 


The first thing we need to do is convert our image into a height map. Go to Filter and select 
Diffusemap > Heightmap or press ‘0’. 





What you set the sliders to is up to your personal preference, but to try and bring out more 
eranular detail I’m going to reduce the Scale and Coarse Detail sliders. 


Diffuse to Height 
Fine Detail 
Mid Detail 


Coarse Detail 


Scale 


Cancel 





Figure 104 - Diffuse to Height. 
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We should now have a black and white image similar to the following screenshot. 


njob 


File Edit Filter Help 





Figure 105 - Our texture converted into a height map. 
Now we need to convert this to a normal map. 


Go to Filter and choose Heightmap > Normalmap. 


Height To Horrral 


Blur Peadius 


Scale 





Figure 106 - Hezght to Normal. 


I would recommend changing the Normal Estimation to “Crispy Bacon’ and increase the Scale 
slider a bit for a closer approximation to the normal maps used by default Skyrim landscape 
textures. If you take a look at the normal maps of existing textures, they all look pretty sharp. 


Click OK. 
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Now we have our normal map. 





njob a C x 
File Edit Filter Help 


SS ge 





ee eee 





Figure 107 - Normal map for the new landscape texture. 
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To expott it, go to File > Save As. 


Organize ¥ 


& OneDrive Folders (F3 


ME This PC 3D Objects P Desktop 
WY) 3D Objects | | va 


B cin Documents ss Gownloads 
a Documents 7 


4 Downloads 


J) Music ‘ Music = Pictures 


BS Pictures 

ma Videos : ala Videos 

iam, Local Disk (C4 

am, Local Disk (Ds) Devices and drives (23 
am, Local Disk (Ds) Local Disk (C1) Local Disk (D:) 


[ 
2 Network SS 51.8GB free of 249 GE SD 375 58 free of 15778 


File narne: 


save as type: | BMP files (*.brmp) 


#@ Hide Folders 





Figure 108 - Saving our normal map. 


Choose a location to save to. njob can’t save files in the .dds format so we’re going to have to 
save Our image as a bitmap for now. Normal map textures in Skyrim have ‘_n’ appended to the 
end of the file name so don’t forget to add that as well. 


Click Save. 
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Time to convert that bitmap to .dds format. 


Open the normal map in Photoshop. 


























Figure 109 - Our normal map in Photoshop. 
Go to File > Save As. 
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Choose a location to save the .dds file to. 


Ps | save £45 
Save: I Lal This PC tee 


- Folders (2) 


Quick access np Desktop 


va Devices and drives (2) 
Desktop - ecalpee Local Disk (Ds 

a Le SSS 
= Maye 51.9GB free of 249 GB Maye 379 GB free of 1.57 TB 


Libraries 


File narne: wot nedds we 
Format: ‘panvDDS 005.005) we | Cancel 


Save Options 
Save: [Jas a Copy Motes 


Alpha Channels Spot Colors 
Layers 





























Use Proof Setup: ¥orking ChTYE 
ICC Profile: sRGB IEC6h1966-2,1 


Thumbnail | Use Lower Case Extension 


Figure 110 - Saving our normal map as a .dds file. 
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Set the .dds format to DXT5. Make sure MIP Map Generation is set to “Generate MIP Maps’ 
then click Save. 


NVIDIA dds Format (v8.55.0109.1800) ea 
DXTS ARGE  & bpp | interpolated alpha ~ nee 
MIP Map Generation 
© Generate MIP maps 
MIP Map Filtering... Sharpening... () Use Existing MIP maps 
(No MIP maps 
Image Options... Normal Map Settings... 
Fading MIP maps... Witte Contig... 
20 Preview 30 Preview 
Read Contig... ; 
Retresh Preview! Preview Options... 
[| Save Flipped Vertically 
Profiles 
Set Profile Directory Save Profile 





NVIDIA, . 
Load Profile 


Comments toa SOR Feedback nvidia. com én profile loaded? 


Figure 111 - NVIDIA Texture Tools Plugin. 


Copy your diffuse texture and its normal map to the ‘Skyrim\Data\Textures\landscape’ folder. 
If the Textures or Landscape folders don’t exist under Data, create them first. 


F | > C:\Program Files 


File Home Share 
€<€ > vf FF Local Disk (C:) Program Files (x86) Steam steamapps common Skyrim Data Textures landscape 


Name Date modified Type Size 
w Quick access 
PPS wtdirtO1_n.dds 5/09/2021 5:58 PM Irfanview DDS File 
@& OneDrive PPR wwtdirtO1.dds 5/09/2021 5:24 PM IrfanView DDS File 
Lill This PC 
MY Desktop 
is] Documents 
jm Local Disk (C:) 


am, Local Disk (D:) 
= Local Disk (D:) 


_ Network 





2 items | State: BA Shared | 


Figure 112 - Our files in copied to the correct directory. 
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Alright, we’re almost there. 


Back in the Creation Kit, in the Object Window go to Miscellaneous > TextureSet. 


8 Object Windows 
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Figure 113 - Texture sets. 
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Creating tileable landscape textures 


Right-click on one of the existing texture sets and select New. 
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Figure 114 - Creating a new texture set. 
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Enter in a name for your texture set. In this example, I just called it LandscapeDirt01 and added 
the “WT” prefix. 


Texture set »* 


(WTLandscapeD intl [ Facegen Textures 
Filename 


Dittuse 
NormalGloss 
Environinnert ... 
(alow 

Height 
Environment 
Multilayer 
Backlight Mask 


Texture 
| Edit | 


jf Has specular map . Has model space normal map 


Decal Data 


Min width (8.0000 Max Width [32.0000 


Min Height [8.0000 Max Height [32.0000 
Depth [32.0000 
Shininess [4.0000 


Alpha 
[ Blending [ Testing 


Parallax 


Scale li O00 Passes [4 


[4 Subtextures 


Lancel | 


Figure 115 - Naming the new texture set. 





Click on Diffuse then click on the Edit button to the right of Texture. 
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Select your diffuse map located under ‘Skyrim\Data\Textures\landscape’ and click Open. 


od F common Sky FIT Jati Textures Tale biet- Tal 


Organize ¥ New folder 


™ Quick access 
& OneDrive 
ME This PC 
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Figure 116 - Diffuse map selected. 
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Repeat those steps to add your normal map to Normal/Gloss. 


Texture Set >» 


(wTLandscapeD itt [ Facegen Textures 
Filename 
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NormalGloss 
Environment ... 
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Height 
Environment 
Multilayer 
Backlight Mask 


Texture 
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Figure 117 - Diffuse map added. 
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You should now have a diffuse and normal map added to the texture set as per the screenshot 


below. 


Texture Set 
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mm 
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Figure 118 - Both diffuse and normal maps added. 


Click OK to close out of the TextureSet properties. 
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Back in Object Window go to Miscellaneous > LandTexture. 


Object Window 
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Creating tileable landscape textures 


Right-click on one of the existing land textures and select New. 
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Figure 119 - Adding a new land texture. 
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Set the Texture Set drop-down to point to the texture set you created. For my example, ’'m 


going to set the Material Type to ‘MatertalSand’, the Friction to ‘2’ and the Restitution to ‘0’. 








To get the right values, ’d recommend taking a look at a similar existing texture. 


ID 


Material - 
Type Materials and 


LandTexture 


Havok Data 


WTLDirtO1 





Friction 2 


Restitution 0 


Texture Specular Exponent | 30 


Potential Grass 


Grass 


Texture Set 











Figure 120 - Setting Land Texture properties. 


[WT LandscapeDirt01 ¥ | 


Let’s say we also wanted to add grass or rocks as we paint with our new landscape texture. 


In the Object Window, browse to WorldObjects > Grass. 
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Figure 121 - Grass. 


into the Potential Grass field. 
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You can drag and drop multiple selected grass types at a time. 





LandTexture 


ID }WTLDirtO 


Havok Data ) 
Friction 2 
Material 
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Texture Specular Exponent | 30 
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Cancel | 


Figure 122 - Potential Grass added to our landscape texture. 


Click OK. 


Now we can start painting with our new landscape texture. 


Important: The Creation Kit may crash after adding grass to a landscape texture, so make sure you save 


immediately and relaunch the Creation Kit. 
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And there’s our new texture painted on the landscape, with grass. 





Wilderness [Free camera, perspective] - M#: 2.19% (3.33 MB / 152.00 MB) 





Figure 123 - Our new texture painted on the landscape. 


Click on the “Toggle Grass’ button in the toolbar or press ‘8’ to toggle grass off to see the 
textured landscape without it. 





Wilderness [Free camera, perspective] - M#: 2.19% (3.33 MB / 152.00 MB) 





Figure 124 - Our new texture with grass toggled off. 
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ADDING LAKES AND RIVERS 


Lakes and rivers can be added to your world space in a couple of different ways. 


In this first example, ’m going to use a water plane. Water planes are useful for adding small 
lakes or rivers that are either above or below sea level. 


In the Object Window, go to WorldObjects > Activator and filter by ‘water’. 
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Figure 125 - Water planes. 


I’m going to use Water1024Murky in this example because it doesn’t flow in any particular 
direction, which is more realistic for filling a small pond. 


Drag and drop the water plane into the render window. 
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Here you can see the water plane floating above the small pond I sculpted into the terrain. 


To raise or lower the plane, hold down *Z’ while left-click dragging the mouse to lock movement 
to the Z axis. 


Note: The water transparency may not update immediately after moving a water plane up or down, so 
press ‘F5’ to refresh the render window. 


As you can see. the water plane is too small. So let’s resize it so that it fills up the pond entirely. 
y : Pp Pp P y 





Wilderness [Free camera, perspective] - M#: 5.45% (8.29 MB / 152.00 MB) 





Figure 126 - Water plane added to our world space. 


Double-click or right-click on the water plane and select Edit. 
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In the Reference properties, go to the 3D Data tab and change the Scale. In my example, I’m 


going to set the Scale to 3.0000. 
Reference mm 
Reference 
Editor ID): | USC5COCB)F 
Re | ‘water 024Murky' (OOO62460 F dit B | 
Object: ater urky' | seb 
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“One 
aD Data | Ownership | Evtra | Fieflects | Water Lights | Water Cum 4 | d | 


Position Aotation Reset | 
x | 2847. 0046 1.000¢ x | 0.0000 1.0000 


| 1072.5995 =| 1.000¢ | 0.0000 1.000¢ 


2 | 802.5575 /1.000¢ 2 | 0.0000) 1.000¢ 
“ Test 
Scale: | 40000 0.100¢ PF adis | 0.0000 


x | |nacceszible | Reflected By Auto Water 
- |) Open By Default | Ignored By Sandbox 
7 | ls Full LOD 
| itil Disabled - | Dorit Havak Seattle 
Hidden Frorn 


Local Map iw Respawn 


cael | 


Figure 127 - Changing the scale of the water plane. 


Click OK to close out of the Reference propertties. 





Note: Unlike increasing the scale of an object, increasing the scale of a water plane won’t affect the scale 


of the water texture. 
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In the following screenshot, you can see that the water plane now fills the pond entirely. 


Wilderness [Free camera, perspective] - M#: 5.45% (8.29 MB / 152.00 MB) 


Figure 128 - The water plane now reaches the edge of the pond. 


Another way to fill a pond would be to turn on ‘Snap to Grid’ by pressing ‘Q’ and snap multiple 
water planes together. This may work better for ponds that are irregular in shape. 


Wilderness [Free carnera, perspective] - M#: 5.53% (8.40 MB / 152.00 MB) 


Figure 129 - Snapping multiple water planes together instead. 
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Another thing we can do 1s change the water type of the ocean layer on a per cell basis. Generally 
you'd want to do this for large bodies of water like lakes or swamps. 


In the Cell View, right-click on the cell you want to change the water type for and select Edit. 





Cell View 


World Space [WwyrmstoothWorld | Wildemess (8, 11) Objects 
x yi | Go | 


. Loaded at top 


aoa 












Edt Form | Type | 





EdtoiD _| Name_| | Coords_| Loz.. 


Wildemess WI. NavMesh (512 Tris} * 03246D6B NavMesh 
Wldemess View 2.13 MT... NavMesh (4 Tris ISLAND) * 03267CDC NavMesh 
Wilderness “ 28,15 WT... aa Land ; 031F2E6F ined 
Wildemess * [es 11, -21 WT... sit a, = 
Wilderness * alan 15, -21 WT... <i DirtCliffsO1 FrozenMarshGrass01 * O31F 4124 Static 
Wilderness * ¥_| 7,13 WT... <x FrozenMarshlceFloeChunkS01 * O31F40D6 Static 
Wildemness * Duplicate Cell 27, -17 WT... $9 FrozenMarshlceFloeChunkSOt * 031F40DD Static 
Wildemess 17.19 WT... $9 FrozenMarshlceFloeChunkS02 * 031F40D5 Static 
Wilderness * Use Info 9, -21 WT... a . 
fadeness * g -21 WT...  FrozenMarshlceFloeChunkS 03 031F 4104, Static 
Wilderness * 14,27 WT... <t FrozenMarshlceFloeChunkSO3 * O31F40DB Static 
Wildemess * -26, 32 WT... red FrozenMarshlceFloeFrastS01 * 031F410D Static 
vexemess : 2 J vo GF FrozenMarshlceFloeFrostS01 * O31F40D4, Static 

iIderness * : ue : . 
wildemess 15, 22 WT, v |S FrozendarshlceFloeFrosts02 chives aa — 
< > < > 





Figure 130 - Editing cell properties. 
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Adding lakes and rivers 


Change the Water drop-down. In my example I set it to MurkyWater. 


Cell 


World Space |Wwyrmstaathwarld ¥ | Common data | 


Location Default NONE + 


NONE Acoustic Space 
Editor? || Name | LJ Coo... | Loc... Music type | DEFAULT ~| 


vy 


Height o Water | RTTESRETEy 


Linear Yelocity Angular Velocity 


x | 0.0000 x | 0.0000 
Y | 0.0000 y | 0.0000 


7 | 0.0000 Reset| Ee | 0.0000) Reset| 


Images pace | DEFAULT ~| 


Force Hide Land 
| = Quad 1 | Quad 2 |) = Quad 3 | Quad 4 


[ No LOD Water [ Hand Changed = [7 Cant Travel 
From Here 


Cancel | 


Figure 131 - Changing the water type of a specific cell. 





Click OK. 
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Adding lakes and rivers 


And here’s a screenshot of a cell with its water type changed: 





Wilderness [Free camera, perspective] - M#; 69,95% (106.33 MB / 152.00 MB) 





Figure 132 - Water type for cell has changed. 


Note: If your lake or river spans multiple cells, you'll need to change the water type in each cell. 
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Adding lakes and rivers 


If your river or lake borders the ocean, you'll need to be a bit creative with how you cover up the 
transition from the water type you’re using to the default ocean water type. 





Wilderness [Free camera, perspective] - M#; 69,95% (106.33 MB / 152.00 MB) 


A ~ 





\) a aN 7 . bs > . a 


a Ae r >. 


Figure 133 - Where two different water types meet. 


In the screenshot above, I added some ice over the top of the cell border to cover the visible 
seam between two different water types. 
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Adding lakes and rivers 


Here’s that screenshot again, but with the ice objects removed to show you what that seam 
between two different water types along the cell border looks like: 





Wilderness [Free camera, perspective] - M#: 46.17% (70,18 MB / 152.00 MB) 


as rs ee é 2 
a © m So —_ ~ - 
- . 
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Figure 134 - Ice removed. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 109 


Adding lakes and rivers 


You can also change the height of the water in cell properties. 
In the following example, I set Height to -6000. 


Cell 


World Space |Wyrmstaathwarld ¥ | Common data | 


Location Default NONE + 


NONE Acoustic Space 
Editor || Name | L..) Coo... Music type | DEFAULT ~| 


7 


Height 6000 Waker | Default ater ¥ | 


Linear Yelocity Angular Velocity 


x | 0.0000 x | 0.0000 
Y | 0.0000 | 0.0000 


7 | 0.0000 Reset| 7 | 0.0000) Reset| 


Images pace | DEFAULT ~| 


Force Hide Land 
|) 6 Quad 1 |) Quad 2 |) 6 Quad 3 | Quad 4 


[ No LOD Water [ Hand Changed = Cant Travel 
From Here 


Cancel | 





Figure 135 - Lowering a cell's water. 


By lowering a cell’s water below the default sea-level, I can have areas of the map that are below 
sea-level but are not underwater. 
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Adding lakes and rivers 


For example, on the left hand side of the following screenshot, I have a deep pit that the player 
can walk down into. This pit is below sea-level so I had to reduce the cell’s water height by -6000 
units. 





Wilderness [Free camera, perspective] - M#: 51.54% (78.34 MB / 152.00 MB) 





Figure 136 - An area of the map below sea-level. 





Wyrm stoothHaetarsCaveExterior [Free camera, perspective] - M#: 51.54% (78.34 MB / 152.00 MB) 





Figure 137 - The pit from another angle. 
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Setting up water flow and currents 


SETTING UP WATER FLOW AND CURRENTS 


Skyrim.esm includes several water planes for creeks and rivers for different flow directions, e.¢.: 


Water1024CreekFlow, Water1024CreekFlowSE and Water1024CreekFlowSW. 





Wilderness [Free camera, perspective] - M#: 5.76% (8.75 MB / 152.00 MB) 


= 





oF ee 
- 


Figure 138 - Water planes with different flow directions. 


But what if we need a water plane to flow in a very specific flow direction, or with a stronger 
current? We'll need to create our own. 


Note: In this section ll be talking about water flow and currents. Just so we’re on the same page, when I 
mention water flow ’m talking about the direction of the water shader on the surface of the water plane. 
When I mention current I’m talking about the direction that NPCs or physics-enabled objects would be 
pulled in if they fell in. 
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Setting up water flow and currents 


To do so, firstly browse to WorldData > WaterType. 





A Object Window Ps 
Fiter fo Users 
=) Actors g Blackreachyy ater OU4eL28 U 4 
: g Clearniteniony atenankleH eights till QU0CE11F U | 
+). Audio 
- Character g Creek aberFlow 00015425 U 0 
ae liam g Creek aterFlowSE 001 06420) U ce 
Fa Magic g Creek! aberFlowS wv O01 Dba 4 U crn 
| Miscellaneous y DeepwoodRedoubly ater OOOE 3512 U ? 
ae 5 pecialE ffect g Defaultlreek Water OOO 42? U t 
EI YW onldD ata g Defaultlatyy aternkleH eights till QUOC EY U 12 
| a Climate j Cetaultlntty ater aistH eightFlow OOOS3SD4 ? U 11 
= Encounter “one g DefaultlntvatervyaistH eights till OOOCCYE4 0 E 
~~ Lighting Template y Default arsh'ater O01 05CC3 O 73 
4) Location ¢ DefaultMarshyaterT ransition onoscc4 = 20 
~~ Location Ref Type | DefaultRiverwiater OOOSCE1 a 4 
Shader Particle Gec [000 5 etaultyolcanicWwater woorisc4 =i 43 
fee  Defaultw'ater ooo001g «=o 43 
mi aerate j DefaultwaterCold OPOIcIg =o 1 
gy. WorldObjects g Default aterColdDUPLICATEOOO Of 002932 0 | 
. =All g Default aterk.atanahy orld O07 OCCSE U Z 
g Default ater 001 0639F 0 a 


Figure 139 - Default water types. 


For this example, I want to specify the direction of a flowing creek. 





Wilderness [Free carnera, perspective] - M#: 12.30% (18,70 MB / 152.00 MB) 





Figure 140 -_A sample creek, with water flowing from right to left. 


Right now, in the example above, ’m using Water1024Creek. The water flows from right to left, 
but I want to change this direction. 
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Setting up water flow and currents 


Right-click on CreekWaterFlow and select Duplicate. 






8) Object Window 


Filter creek 


‘Actors 
- Audio 
- Character 
- [tems 
‘Magic 
‘Miscellaneous 
‘Speciale ffect 
WorldData 

a Climate 

7 Encounter “one 








+): Location 


Editor ID 





dey 
bil Creek aterFlowSE | 
bil Creek aterFlowS'w Edit 
| ww Detaultlreek ater Duy pli rate : 


= Lighting Template 


= Location Hef Type 
=~ Shader Particle Gec 





— Form lD | Count 














Delete 


Create New Object Window 


Use Info 








Figure 141 - Duplicating an existing water type. 
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Setting up water flow and currents 


Rename your water type. In my example, I just named it CreekWaterFlow with a ‘WT’ prefix. 





Object Window 4 


Filter [creek JEdtr ID —s rr Count | User 
- Actors 







































1 ver Creek aterFlow 00015425 U 0 





Audio aterF low O3C5CE... Pee a 
-Character bit Creek'aterFlowSE 007 06420 0 2 
‘teme ww Creek WaterFlowS WwW O01 ObA24 U 30 
-Magic we Detaultlreek ater OO01 S427 U ? 


‘Miscellaneous 
‘Speciale ffect 
WorldData 

~~ Climate 

7 Encounter “one 

2 Lighting Template 
f]- Location 

- Location Hef Type 
7 Shader Particle Gec 

















Figure 142 - Renaming our new water type. 
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Setting up water flow and currents 


Go to the Noise Propetties tab. 
Set the Wind Direction slider for Noise Layer One to 360. 


Waterlype 


ID | WT CreekiWaterFlow [ Causes Jo damage per second 
Spell effect NONE ~| Name 
Imagespace Modifier |UnderwaterImagespace ~| 


Color Properties | Water Properties | Specular Properties Moise Properties | Fog Properties | De 4 | » | 


Noise Properties 
Texture Select 


Noise Layer One ~| 


Wind Direction 


0 360,0000 
Wind Speed 
0,0350 
0,3840 
£100,000 


a0, 0001 


Datal Textures |W iater| Defaultyater, dds Select Noise | 


Cancel | 


Figure 143 - Noise Layer One direction. 
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Setting up water flow and currents 


Set the Texture Select drop-down to Noise Layer Two. 
Set the Wind Direction to 300. 


Waterhype 


ID | WT CreekiWaterFlow . Causes fo damage per second 
Spell effect NONE ~| Name 
Irnagespace Modifier |UnderwaterImagespace ~| 


Color Properties | Water Properties | Specular Properties Moise Properties | Fog Properties | De 4 | » | 


Noise Properties 
Texture Select 


Noise Layer Tyo ~| 


Wind Direction 


00,0000 


0.0620 


0.3676 


942, 0000 


a0, 0001 


Datal Textures Water Defaultyater,. dds Select Noise | 


Cancel | 


Figure 144 - Noise Layer Two direction. 
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Setting up water flow and currents 


Lastly, set the Texture Select drop-down to Noise Layer Three. 
Set the Wind Direction to 300. 


Waterhype 


ID | WT CreekWaterFlow | Causes [0 damage per second 
Spell effect | NONE +| Name | 
Irnagespace Modifier UnderwaterImageSpace ¥ | 


Color Properties | Water Properties | Specular Properties Moise Properties | Fog Properties | De 4 | a | 


Noise Properties 
Texture Select 


| Noise Layer Three ¥ | 


Wind Direction 


Oh _ | 00,0000 


Wind Speed 


= (0.1780 


Amplitude Scale 


es (0.4492 


UY Scale 


| 652, 0000 


Noise Falloff 


SSE 3770, 0001 


| Datal Textures Water Defaultyater,. dds Select Noise | 


Cancel | 


Figure 145 - Nozse Layer Three direction. 





Click OK to close the WaterType properties. 
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Setting up water flow and currents 


Next, we need to create a new water plane activator. 
In the Object Window, go to WorldData > Activator. 
Filter by ‘creek’. 

Right-click on ‘Water1024Creek’ and select Duplicate. 






B) Object Window * 


Filter ‘creek 






















+) Ack ea: 
ia cae. | hy ater U24CreekFlow New q \ 
#]- Character | oh JU ater O24CreekFlows Edit q A 
1 Items hil water! 024CreekFlaws seni a. 
G+] Magic jel WaterCreekDeeplnteric 0 VA 
fH Miscellaneous | Delete 

| Special fect | Preview 

El WorldData Recalc Bounds 

: =~ Chmate 


Taggle On Map 









a Encounter “one 
a Lighting Template 
[- Location | 
a Location Hef Type Use Info 
-~ Shader Particle Gec 

~~ Visual Effect 

a Walterl ype 

Wwf eather 


Create New Object Window 


Figure 146 - Duplicating Water1024Creek. 


For my example, I just named it Water1024CreekFlow with a ‘WT? prefix. 






Object Window 4 




















Filter [reek Users | 
OAc rl water! 024C reek o0015428 40 oO ¥ 
+ Audio ob afatert O24 Creek Flow UOT OAD 2F 3 U MA 
Gi} Character ob afatert U24CreekFlowSe O01 06421 12 U ‘A 
Items | AU water! O24Creek Flows OOIO6A25 = 2B O A 
M4 agic Joh Wy 'aterCreekDeeplnteriorl1 UUU41 6 40) b U ‘A 
F- Miscellaneous Reo YT Water 24 reek Flow i 
F|- SpecialEffect | 

=I: WorldData 

| = Climate 


-~- Encounter Zone 

a Lighting Template 

[- Location 

a Location Ref Type 

a Shader Particle Gec | 
Visual Effect 

a YW aterl ype 
‘Weather 


Figure 147 - Renaming the water activator. 
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Setting up water flow and currents 


Click on the water plane in the render window and press CTRL+F to bring up the Search & 
Replace screen. 


search & Replace 


single Form Replace | Wildcard Replace 


search for | Water] U4 Creek Flaw ¥ | 


Replace with | 


i/¥ Same base object type only 





|) Curent'*Wold Onl = = [Current Cell Only M Selection Only 


_ Cancel | 





Figure 148 - Changing the water plane. 


In the ‘Replace with’ drop-down, choose the water plane you just created. In my example that’s 


soing to be WT'Water1024TestCreekFlow. 
Click OK. 


search/Replace Done = 


Replaced 1 Object 





Figure 149 - Search/ Replace Done. 
Click OK again to the Search/Replace Done pop-up. 


Press ‘F5’ to refresh the render window. 
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Setting up water flow and currents 


Obviously it’s a bit hard to tell from a static screenshot, but the direction of the creek has now 
reversed and is flowing from left to right. 





Wilderness [Free camera, perspective] - M#: 12.55% (19,08 MB / 152.00 MB) 





Figure 150 - Creek is now flowing in the opposite direction. 


Now that our water activator is in place, go back to WorldData > WaterType in the Object 
Window. 


We can make further adjustments to the water type properties and use the Apply button to see 
out changes update in the render window without having to close the properties or use “F5’ to 
refresh. 
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Setting up water flow and currents 


For example, if we decrease the Fog Amount in the Fog Properties tab to 0.3000 and click 
Apply, our creek will now appear a lot clearer in the render window. 





Wilderness [Free camera, perspective] - M#: 12.55% (19.08 MB / 152.00 MB) 





Figure 151 - The creek with a reduced Fog Amount. 
Alright, so let’s say we want our creek to run a bit faster. 
Go back to the Noise Properties tab. 
For Noise Layer One, set the Wind Speed to 0.0680. 
For Noise Layer Two, set the Wind Speed to 0.1090. 
And for Noise Layer Three, set the Wind Speed to 0.1090. 
Press Apply. 
You should see the speed of the creek water update in the render window. 


For more information about each field, check out the WaterType article on the Creation Kit 
wiki. 
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Setting up water flow and currents 


Now that we’ve changed the direction our creek is flowing, let’s also change the direction of the 
current. 


In this example ’'m using a water plane to create the creek, so double-click or right-click on the 
water plane and select Edit. 


Go to the Water Current tab. 
Reference me 
Aeterence 
Editor ID: | OSCSCOC6]F 
Base 
Object | WT Water] U24CreekFlow (OsCSCOCS) Edit Base | 
Encounter NONE . 
One 
Ownership | Extra | Fieflects | Water Lights ‘ater Current | Linke _4 | » | 


Linear Velocity Rotational Yelocity 


“| 1.7500 “| 0.0000 
| 1.7500 | 0.0000 


7 | 0.0000 Reset| = | 0.0000 Reset| 


ia | |naccessible | Reflected By Auto Water 
- |) Open By Default | Ignored By Sandbox 


Bl Ieifcle Diecie | Js Full LOD 
te alarkeama te T | Don't Havok Settle 
Hidden From 


Local Map iw Respawn 





Figure 152 - Setting a water current. 


For my example, under Linear Velocity, ?m going to set X to ‘1.7500’ and Y to *-1.7500’ to make 
the water current flow in the same direction as the waves. 


The higher the numbers you set under Linear Velocity, the stronger the current. 


Generally speaking you shouldn’t modify the Z value under Linear Velocity. 
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Setting up water flow and currents 


Determining what values to set might take some trial and error, but you can use the move gizmo 
as a guide. With the water plane selected, press ‘E’ to bring it up. 





Wilderness [Free camera, perspective] - M#: 13.07% (19.87 MB / 152.00 MB) 
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Figure 153 - World coordinates on the water plane. 
So basically I want the water current to move from left to right, same as the water flow. 


To do this I set X to 1.7500 because it’s pointing towards the direction I want the water to go, 
and Y to -1.7500 because it’s pointing away from the direction I want the water to go. 


These two values are combined to make the current travel in the right direction. 
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Setting up water flow and currents 


Finally, I tested the water current out in-game and confirmed I was floating down the creek in 
the right direction. 





Figure 154 - Floating down the creek. 
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Setting up water flow and currents 


If you wanted to change the current of the cell water instead, right-click on the current cell in 
Cell View and select Edit. 





Cell View 

World Space [Testworld = Wilderness (0, 0) Objects 
water 

xf yf Go| | 

[~ Loaded at top 








fEditoID = ———sSSsdidT (Nm =~ L.] Cords ~=—S—sd[ ow A SO Editor ID —“—*i‘“‘;‘;*™S™SSCC~—C~sdYCSCSSSFem DT Type 
Wilderness * i Landscape * 03C41BCB Land 
Wildemess “ View 10, 2 LW WT Water! 024CreekFlow * O3C5CDCE Activator 
Wilderness * 20, 4 . 

widemess= | Edit ang 

Wilderness * Delete 24,19 

Wilderness * ; 18,17 

Wilderness * Duplicate Cell 12, 23 

Wilderness * 1, -21 

Wilderness * Use Info 12, 32 

Wilderness * 24, 25 

Wilderness * 18, 2? 

Wilderness * 12, 29 

Wilderness * 6. 31 - u 

Si tildarnaaan x nin 

< > < 





Figure 155 - Editing a cell's properties. 
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Setting up water flow and currents 





Like the Water Current tab in a water plane reference’s properties, you can set the direction and 
streneth of the water current under Linear Velocity. 


Cell 


World Space ‘Testworld ¥ | Common data | 
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Figure 156 - Setting a current on the cell water. 





Then click OK to close the cell’s properties. 
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Adding regions 


ADDING REGIONS 


Regions are a collection of world space cells. They can be used to create separate biomes with 
different weather types and ambient sounds, and so on. 


For example, in Wyrmstooth I created “WyrmstoothRegion’ to act as a border region to prevent 
players from swimming out too far into the ocean. This is the region with the red border in the 
screenshot below. Within ‘WyrmstoothRegion’ I also defined ‘WyrmstoothForest’, 
‘WyrmstoothMarsh’ and ‘WyrmstoothSteampools’ to cover the different biomes in my world 
space. 


Regions can also be used to automatically populate parts of your world space with static objects. 


Region Editor 


‘WyrmstoothwWarld +| General | Objects | Objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
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WY wyrmstocthForest ‘i 
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Figure 157 - An example of a world space with multiple regions. 
Important: Every cell in your world space should be in a region. 


The size of your border region should be defined in multiples of 8. For example, -32,32 to 32,- 
32, ot -64,64 to 64,-64 depending on how large you plan to make your world space. 
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Go to World > Regions. 
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Figure 158 - Regions in the World menu. 
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In the drop-down at the top-left of the Region Editor, select the world space you want to create 


a new region for. 
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Figure 159 - Selecting the world space in the Region Editor. 
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Right-click on one of the regions listed and select New Region. 
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Figure 160 - Creating a new region in the Region Editor. 


Under the General tab, enter a Region Name. 
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Figure 161 - Naming the new region. 
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Below the cell properties is the cell view. The white squares represent existing cells the Creation 
Kat has already created automatically when you loaded your world space in the render window. 
The black squares represent sections of your world space for which no cell has yet been 





generated. 


We'll need to create a world space sized in a multiple of 8 for the sake of later on generating our 


land LOD, so let’s start by defining a border region. 


You can pan around the cell view by holding down the Spacebar while moving your mouse 


around. The cell you’re currently hovered over will be shown at the bottom left. 


In the black area, find cell -32,32 and left click. You should see a small ‘x’ appear. 
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Figure 162 - Marking cell -32,32. 
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Adding regions 


Next, find cell 32,32 and left-click on it to place another ‘x’. A line should be drawn between the 
two. 
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Figure 163 - Continuing the region border. 


Continue down and left-click on 32,-32 then to the left and left-click on -32,-32. Finally, to close 
our square, left-click once again on -32,32. 
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Adding regions 


Click Apply. To refresh the view, click on another region in the list then go back to your region. 
The cell view should now show new cells generated in-between the points we defined. 
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Figure 164 - New cells created within the defined border. 
Click on the Border Region tickbox to mark this region as a border region. 


Click Choose Colour and give your region a colour to differentiate it from other regions we’ll be 


adding. 
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Figure 165 - Region colour. 
Go to the Weather tab and tick “Enable this type of data’. 
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Adding regions 


If your region is nested within another region, tick ‘Override’. Since we’re working on a border 
region it isn’t necessary. 
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Figure 166 - Enabling region-specific weather. 
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Adding regions 


To start adding weather types, choose the Weather Type you want to add in the drop-down 
menu and click Add. For this example ?m adding SkyrimCloudy. 
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Figure 167 - SkyrimCloudy weather type selected. 


When you add a weather type, the Select Form window pops up. We can just close it, no need to 
select anything. 
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Figure 168 - Just ignore the Select Form window. 
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Region Editor 
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Adding regions 


Double-click on the weather type in the list to modify its chance in the Chance column. 
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Figure 169 - Modified the chance of a specific weather's regional occurrence. 
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Figure 170 - Added more weather types. 
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Adding regions 


Go to the Sound tab and tick “Enable this type of data’. 


Note: If your region is nested within another region that already has sound data enabled, the ‘Enable this 
type of data’ tickbox should already be ticked but will appear greyed out as per the screenshot below. 


To add new sounds, in the Object Window navigate to Audio > Sound Descriptor and search 
for the sound you want to add, such as AMBrWindForestPineGustB01, then drag-and-drop it 
into the sound list in the Region Editor. 
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Figure 171 - Adding regional ambient sounds. 
The screenshot above shows the list of sounds I added to the WyrmstoothForest region. 


You can modify the chance of hearing a sound by double-clicking on its chance value to bring 
up the following form: 


~o Chance of occurrence per second 


Cancel | 


Figure 172 - Modifying the chance of hearing a sound. 





Similarly, you can mute certain sounds during specific types of weathers by double-clicking on 
the “X’ in the corresponding column to make it disappear. For example, in the screenshot above 
I had muted the AMBrWindForestPineGustA01 sound during pleasant weather. Otherwise, 
during other types of weather, it has an 8% chance of being played each second. 
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Next, go to the Map tab and tick ‘Enable this type of data’. 
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Figure 173 - Region map name for save files. 


For the Map Name field, enter in the name of the region. The Map Name defined here will be 
shown when loading a save in the load save menu if you saved in a wilderness cell. 
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Adding regions 


Let’s create another new region. For this example I just called it TestWorldForestRegion. 
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Figure 174 - Added a second region. 


Draw the region borders for the new region in the cell view. Make sure it’s a closed shape. 
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Figure 175 - Drew the border of the second region. 
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Adding regions 


Go to the Weather tab. Add the weather types you want this region to experience and enter in 
their °% chances. 
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The cells within the border of the new region should change colout. 
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Adding regions 


You can add extra points to the shape of the region border by holding down CTRL and left-click 
drageing on the red border to add or subtract cells. 
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Figure 177 - Region border redrawn. 
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Region generated textures and objects 


REGION GENERATED TEXTURES AND 
OBJECTS 


Automatic texture painting and object generation is a fairly complicated topic. In this section ’m 
going to walk you through a few simple examples to give you enough of an idea how all of this 
works 


The Objects and Objects (more) tabs can be used to automatically texture and/or clutter a 
region with objects such as trees, bushes and rocks based on conditions like slope and height. 
Objects and textures can be parented together to quickly form islands of detail, such as clustering 
small rocks around large boulders, or clustering thickets and bushes around trees. 


Note: To be perfectly honest I would recommend texturing and cluttering your world space manually. 
Despite how tedious that sounds, you’re most likely going to need to rework the positions of most of 
these automatically generated objects and textures. Still, you might find these steps useful as a place to 
start off from. 


Let’s have a look at auto-texturing our landscape first. 


For this first example I created a small region (-4,-4 to 4, 4) and named it 
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Figure 178 - TestWorldAutoTexture region. 
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Region generated textures and objects 





For reference, here’s what our landscape looks like without any textures applied. 





Wilderness [Free camera, perspective] - M#; 2.08% (3.16 MB / 152.00 MB) 





Figure 179 - Sample landscape without textures. 
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Region generated textures and objects 


Go to the Objects tab and tick ‘Enable this type of data’. 


Region Editor 


|testworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
IY) sudiotntoungeonCatacombss 
i 4udioIntbungeonCaved 1 DUP! 
AudioIntoungeonlayvelcedl 


BB sudictntOungeonDwemerdt Density: 0.0000 Clustering: 


I Enable this type of data Priority; | 50 I [ Override 
Object Name Generated Objects 


o — 

OY) sudiotntbungeonFortoi Min Slope: c =] Radius: 

BB sudicIntbungeonMinent Radius wrt 

BF sudiotntmarshInteriorShack Max Slope: = = Parent: 
4udioIntTempleorkynarethcr Min Height: Max Height: 

WP sudiomenuskillsRegion ls tee 


BM etHelgensttack 
wil: FO Is a Huge Rock Copy Objects From Other Region | Generate Now | Up | Down | 
MB Regionia Obliterate Mow | 


WB Regioni127 


WB Regiont3 


WB Recionie 

WW Testiworld4utoTexture ee 
i testworldborderRegion 2 
< 


Daa View 
I¥ Objects 
4 Weather 
Iw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View! Wome | 


Cell: (-4, ¥) 





Figure 180 - Enabling object generation. 


We'll get into automatic object population shortly, but for now let’s concentrate on adding 
textures first. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 144 


Region generated textures and objects 


In the Object Window go to Miscellaneous > LandTexture and select a texture to add to our 
region. 














8) Object Window a 
Filter | Editor IL! Users | Texture ”& 
aud LFieldDirtGrass0 0007 3487 0 0 
+] Act 
ee aaj LFieldGrass1 oonad2e og 0 
4) Aud 
I Character aud LFieldGrass01 Nolrass DOO24E 46 U U 
F- Items aud LFieldGrass02 0001 3424, 0 0 
&]- Magic aed LFieldGrass02NoGrass OOO4FR99 =O i 
EI idiscellaneous aud LFrozenMarshDirtSlopes(1 OOO "5070 0 0 
i AnimObject ae LFrozenMarshGrassil O00 S06," U 0 
[]- Art Object Pe LFrozenMarshGrass01 NoGrass OOo SE BC Poo | a | | 
fe Collision Layer aud LFrozenMarshlcel O00 /506E 0 0 
~~ ColorForm aed LFrozenMarshLichent1 o0075069 0 0 
~ Lombats tyle rozenhlarshLichenUl NoGrass 
Combatstyl LF MarshLichent] NoG O004,9E 6B 0 0 
~~ FormList aed LGrassSnow0l oooo0ss4 = og 0 
aise! ae LGrassSnowONoGrass OOOSBOIE sO 0 
= lglemaieer aed LMineFloorD intl OO04COFA =o c 
7 sia dae LPineF orest(1 oOn37ce =o Ui 
eee els aid LPineForest2 OOMSa7cc OD 0 
~ Loads creen Ml Dina aract Bla race ini S41 FA n n 


Figure 181 - Selecting a texture to automatically paint on our landscape. 


For this example I’m going to add LFrozenMarshGrass01NoGrass. 
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Region generated textures and objects 


Drag and drop the landscape texture into the Generated Objects list in the Region Editor. 


Region Editor 


|estworld ~| General Objects | Objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name a 
# Enable this t F dat Priority’: [50 = Oo id 
IY) sudioIntOungeonCatacombss cere - i ecleaas — [| Gvernids 
JE Nemec Generated Objects 


BF sudictntOungeonCavel 1 DUPI [LFrozenMarshGrass0iNoGrass.=~=~S~*~<“<*‘*~*S 
LFrozenMarshiarass01Notrass LFrozenMarshGrass01NoGrass 


AudioIntoungeonlayvelcedl 


BB sudictntOungeonDwemerdt Density: 30,000 Clustering: 


0 = 
a -2] Radius: 
BF sudiotntoungeonMinen! medrese wrk 
BF suciotntmarshinteriorShack Max Slope: _ SI Parent: 
SudicIntTempleOrkynarethct Min Height: jo.0 Max Height: j 200000.0 


WP sudiomenuskillsRegion leaiee 


BM etHelgenattack 

wil: | Is a Huge Rock Copy Objects From Other Region | Generate Now | Up | Down | 
MB regionio Obliterate Mow | 

WB Regioni27 

WB Regioni3 

WB Recionie 

WW Testivorld4utoTexture ee 

WW testworldBorderRegion 2 

< 


WY) sudiotntbungeonForto1 Min Slope: 


Data view 
I¥ Objects 
4 Weather 
Iw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View) Wome | 


Cell: (1, 64 





Figure 182 - Landscape texture added to Generated Objects list. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 146 


Region generated textures and objects 


Set the Density to 80, the Max Slope to 20 and the Min Height to -200000. 


Region Editor 


|testworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name a 
# Enable this t F dat Priority’: [50 = Oo id 
IY) sudiotntoungeonCatacombss cere - i ecleaas — L | Gverrids 
JE Nemec Generated Objects 


WF sudicIntOungeonCavel 1 DUPI [LFrozenMarshGrass0iNoGrass=~S*~“<S*‘S*S 
LFrozenMarshiarass01Notrass LFrozenMarshGrass01NoGrass 


AudioIntoungeonlayvelcedl 
BB sudictntOungeonDwemerdt Density: 60.0000 Clustering: | 0 : 


OY) sudiotntbungeonFortoi Min Slope: [iq Padius: 

BF sudiotntoungeonMinent | - medrese wrk 

BF sudiotntmarshInteriorShack Max Slope: | 20 : Parent: 
SudicIntTempleOrkynarethct Min Height: | -200000,0 Max Height: | 2000000 

WP sudiomenuskillsRegion Bes 


BM etHelgensttack 
wil: [Is a Huge Rack Copy Objects From Other Region | Generate Now | Up | Down | 
MB Regionia Obliterate Maw | 


WB Regioni127 


WB Regioni3 


MB Resionie 

WW Testivorld4utoTexture ee 

i testworldBorderRegion 2 

< * 


Daa View 
I¥ Objects 
4 Weather 
Iw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View) Wome | 


eh se 5 aul 





Figure 183 - Setting the generation parameters for LFroxenMarshGrass01NoGrass. 
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Region generated textures and objects 


To see what this looks like so far, click on Generate Now. 


Region Editor 


|estworld ~| General Objects | Objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name a 
# Enable this t F dat Priority’: [50 = Oo id 
IY) sudioIntOungeonCatacombss cere - i ecleaas — [| Gvernids 
JE Nemec Generated Objects 


BF sudictntOungeonCavel 1 DUPI [LFrozenMarshGrass0iNoGrass=~S*~“<S*‘S*S 
LFrozenMarshiarass01Notrass LFrozenMarshGrass01NoGrass 


AudioIntoungeonlayvelcedl 
BB sudictntOungeonDwemerdt Density: 60.0000 Clustering: 


WY) sudiotntbungeonForto1 Min Slope: a Radius: 


oO - 

BB sudicIntbungeonminent | - Radius wrt 

BR sudiotntmarshinteriorShack Max Slope: | 20 S Parent: 
SudicIntTempleOrkynarethct Min Height: | -200000,0 Max Height: 200000.,0 

WP sudiomenuskillsRegion Bes 


BM etHelgenattack 
wil: [Is a Huge Rock Copy Objects From Other Region | Up | Down | 
MB Regionia Obliterate Mow | 


WB Regioni27 


WB Regioni3 


WB Recionie 

WW Testivorld4utoTexture ee 
WW testworldBorderRegion 2 
< 


Data view 
I¥ Objects 
4 Weather 
Iw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View! Wome | 


Cal se, aol 





Figure 184 - Generate Now. 


Click Yes to the confirmation pop-up. 


Are You Sure? 


Generation time depends Upon the area of the region. Large areas 
could take avery long time, 


Continue: 





Figure 185 - Are You Sure? popup. 
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Region generated textures and objects 


Click OK to the Generation Complete pop-up to dismiss it. 


Generation Complete = 


Objects Generated: 0 


Mot Generated: 
Due to Height: O 
Due to Slope: oO 
Due to Bounds: Oo 
Due to Texture: 0 
Due to Bad Data: 0 





Figure 186 - Generation Complete pop-up. 


Here’s what our landscape looks like now: 





Wilderness [Free camera, perspective] - M#: 2.19% (3.33 MB / 152,00 MB) 





Figure 187 - Landscape automatically painted. 
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Region generated textures and objects 


Despite setting a Max Slope, it looks like it painted the entire landscape. So what gives? The 
problem here is that we only defined one landscape texture. 


If you open the Landscape Edit tool and press ‘T to look at landscape textures, you'll see what I 


mean. 


Land at ‘Wilderness’ (2, -1) Land at ‘Wilderness’ (2, -1) 


Quad 3 Textures 


Texture Wame 
LFrozenMarsharass..., 


Quad 1 Textures 


Texture Wame 
LFrozenMarshorass..., 


Oe LSE! 
100,000 


Os LSE! 
100,000 


Grass 


(nhass 


Quad 4 Textures 


Texture Marne 
LFrozenMarsharass... 


Quad 2 Textures 


Texture Marne 
LFrozenMarshorass..., 





Figure 188 - Landscape textures. 


Oe USE 
100,000 


Oe USE 5rPas5 
100,000 


LFrozenMarshGrass replaced LAND_DEFAULT, and seeing as though LAND_DEFAULT 


covers the entire landscape by default, LFrozenMarshGrass ended up covering the entire 


landscape too. 


Important: Each cell needs at least one texture! 
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Region generated textures and objects 


To rectify this, we need to specify a base texture that will be painted below everything. 


For this example I added LDirt01. I moved it above LFrozenMarshGrassO1NoGrass by 
highlighting it in the Generated Objects list and clicking on the Up button. I set Density to 100, 
Min Height to -200000 but left Max Slope at 90. 


Region Editor 


testworld + | General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
Enable this type of data Priority: |} 50 — | Override 
| a | 
IY) sudiotntoungeonCatacombss Shrek Met: eT op Se 


WF sudicIntOungeonCavel 1 DUPI 
LOirtO1 ~~ LDirtO1 


AudioIntbungeonlayvelceol 


BB auciotntOungeonbwemero1 Density: 100.0000 Clustering: 0 a . LFrozenMarshGrass01NoGrass 
Y) sudiotntbungeonForto1 Min Slope: a Z Radius: | 


BB sudiotntoungeonMinen! | : echue wark 
BF suciotntmarshInteriorShack Max Slope: | 90 : Parent: | 


SudioIntTempleOrkynarethct Min Height: | -200000.0 Max Height: /200000.0 


WY sudiomenuskillsRegion Blac: 
BM etHelgensttack 


wil: | Is a Huge Rock Copy Objects From Other Region | =: Down | 
WB Regiont0 Obliterate Now | 


WB Regioni127 
WB Regions3 
MB Recionie 


WW estiworld4utoTexture is 
WW testworldBorderRegion ij 
< * 


Daka view 
Ivf Objects 


i Weather 
Iw Map 

ivf Landscape 
Ii? Grass 

Ii Sound 

| No Daba 


View 4ll | 
View) Wome | 


Celli (8, 54 





Figure 189 - LDirtO1 added to Generated Objects list. 


Click Generate Now again to regenerate landscape textures. 


Note: The Obliterate Now button won’t remove landscape textures. Landscape textures will be repainted 
when we click Generate Now. 
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Region generated textures and objects 


Here’s our landscape after adding LDirt01. 





Wilderness [Free camera, perspective] - MH: 1.97% (2.99 MB / 152,00 MB) 





Figure 190 - Landscape after adding LDirt01. 


As you can see, LDirt01 is now covering 100% of the landscape with 
LFrozenMarshGrass01NoGtrass painted on only the flat areas. 


Let’s add one mote texture to only the steeper slopes. 
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Region generated textures and objects 


I added LRocks01NoRocks but this time set Min Slope to 40 and left Max Slope set to 90. 
Density was also set to 100 to ensure it covers LDirtO1 on steep slopes. 


Region Editor 


|testworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
# Enable this t F dat Priority: [50 = Oo id 
IY) sudiotntOungeonCatacombss lee - a leaals i — L/ Overrids 
Jech belie Generated Objects 


i 4udioIntbungeonCaved1 DUP! 
LRocksO1NoRocks ~~ LDirtO1 


AudioIntbungeonlayvelceol 
BF sudictntOungeonDwemerdt Density: -~ LRocksO1NoRocks 


100 O 2] 
WY) sudiotntbungeonForto1 -~ LFrozenMarshGrass01NoGrass 
Min Slope: 4 -2] Radius: aay 
90 -2] 


Clustering: 


BB sudiotntoungeonMinent | ects ark 
BF sudiotntmarshinteriorShack Max Slope: Parent: 


SudioIntTempleOreynarethct Min Height: | -200000.0 Max Height: j 200000.0 


WP sudiomenuskillsRegion Bees 


BM etHelgenattack 

wil: [Is a Huge Rack Copy Objects From Other Region | Down | 
MB eecioni0 Obliterate Mow | 

WB Recioni27 

WB Regions3 


WB Recionie 


WW Testiworld4utoTexture ss 
i testworldBorderRegion 2 
< * 


Data view 
I¥ Objects 
If Weather 
lw Map 
I¥ Landscape 
I Grass 
i“ Sound 
[ No Data 


View 4ll | 
View) Wome | 


Cell: (-6,5) 
Figure 191 - LRocksO1.NoRocks added to Generated Objects list. 


Again, click Generate Now to regenerate landscape textures. 
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Region generated textures and objects 


As you can see, LRockO1NoRocks was painted on the steep hill sides. 





Wilderness [Free camera, perspective] - M#: 1.97% (2,99 MB / 152.00 MB) 





Figure 192 - Landscape after adding RockO1NoRocks. 


To try and break up these textures and add some visual variety, we can add child textures by 
nesting them within the textures we’ve already added. We just need to be mindful of the number 
of landscape textures we’ve already added. 


Remember: We shouldn’t add more than 6 landscape textures. 
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Region generated textures and objects 


If you drag and drop a new texture onto an existing texture in the Generated Objects list, it’ll 
nest it as a child texture. 


So in the following example I nested LFrozenMarshLichen01NoGrass below 
LFrozenMarshGrass01NoGtrass, so wherever LFrozenMarshGrassO1NoGrass is painted, 
LFrozenMarshLichen01NoGtrass will have a chance to be painted as well. 


To ensure it doesn’t completely overwrite the parent texture, I reduced its density to 50 but kept 
the same Min Slope and Max Slope values as the parent. 


Region Editor 


|testworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
# Enable this t F dat Priority’: [50 =] Oo id 
IY) sudiotntoungeonCatacombss cal ees p — L/Gverrids 
JEcE NeMs Generated Objects 


AudioIntD Cavell DUP 
EB : = eee | LFrozenMarshLichenOI NoGrass ~~ LDA EC 


AudioIntbungeonlayvelcedl 
-~ LRocksO1 MoRocks 


BB sudictntOungeonDwemerdt Density: 50,000 Clustering: =] 
[| AudioIntoungeanFortot PS oe _...] 1 LFrozenMarshGrasst) INotarass 
Ue hiaseas ag LErozenMarshLichen0l NoGrass 


BB sudiotntoungeonMinent ectne cart 
BB sudiotntmarshinteriorShack Max Slope: Parent: 


SudioIntTempleOreynarethct Min Height: — O Max Height: j 200000.0 


WP) sudiomenuskillsRegion ne 


BB etHelgenattack 
wil: [ Is a Huge Rock Copy Objects From Other Region | up | Down | 


MB Regionia __Obliterate Now | Now! 
WB Region127 
WB Region13 


MB Recionie 


WW Testiworld4utoTexture us 
WW testworldBorderRegion 2 
< * 


Data View 
I¥ Objects 
4 Weather 
lw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View) Wome | 


Cell (0,54 





Figure 193 - LfrozenMarshLIchen01NoGrass added to Generated Objects. 
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Region generated textures and objects 


And here’s our end result: 





Wilderness [Free camera, perspective] - MA; 1.97% (2.99 MB / 152.00 MB) 





Figure 194 - LfrozenMarshLichenO1NoGrass blended with LFrozxenMarshGrass01NoGrass. 


As you can see, LFrozenMarshLichen0O1NoGrass is being painted over 
LFrozenMarshGrass01NoGtrass, blending with the parent texture. 
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Region generated textures and objects 


To paint the child texture in a blotchier manner, we can increase the Clustering value. 


In the following example I increased Clustering to 50. 


Region Editor 


|estworld ¥ | 


General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 

IY) sudiotntOungeonCatacombss 

ie 4udioIntbungeonCaved 1 DUP! 
AudioIntoungeonlayvelcedl 

BB sudicIntOungeonbwemerdt 

WY sudiotntbungeonFortoi 

BF sudicIntbungeonMinent 

BF sudiotntmarshinteriorshack 
AudioIntTemplestkynarethCr 


I Enable this type of data 
Object Name 


LFrozenMarshLichendiNocrass 


Density: 


50,000 

Min Slope: o =] 
Manx Slope: 20 =] 
Min Height: -200000,0 


[ Override 


Priority’: [50 = 
Generated Objects 
~~ LDrktd 
~~ LRoocks01NoRtocks 
EI LFrozenMarshGrassO1NoGrass 

... LFroagzenMarshLichent NoGrass 


[50 = 
Radius wrk a 
Parent: 

Max Height: j 200000.0 


Clustering: 


Radius: 


ID sudiomenuskillsRegion 

BB etHelgenattack 

wil: 

MB Regionia 

WB Regioni127 

WB Regiont3 

WB Recionie 

WW Testiworld4utoTexture = 

0 testworldborderRegion - 

< * 


[ IsaTree 
Copy Objects From Other Region | Up | Down | 


[ Is a Huge Rock 
Obliterate Mow | 


Data view 
I¥ Objects 
4 Weather 
a Map 
I¥ Landscape 
IY Grass 
i¥ Sound 
[ No Data 


View All | 
View) Wome | 


Cell (1,54 





Figure 195 - Increasing the Clustering value. 
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Region generated textures and objects 


As you can see, LFrozenMarshLichen01NoGrass is now spread around more randomly. 





Wilderness [Free camera, perspective] - M#; 1.97% (2.99 MB / 152.00 MB) 





Figure 196 - LfrozenMarshLichenO1NoGrass with Clustering set to 50. 


We can think of increasing the Clustering value as being the same as reducing the size of a 
random noise mask. The higher the value the noisier the distribution of the texture will be. 
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Tl be looking at how we can generate objects randomly across our sample region next. 


Region generated textures and objects 


Note: I’d recommend starting with a small region first to test out the density and distribution of auto 
generated objects. You can always expand that region afterwards once you're satisfied with how objects 


are being populated then generate again to fill a wider area. 


In the Object Window, go to WorldObjects > Static. 


For this example I’m going to start by dragging and dropping RockL01, RockL02 and RockL03 


into the Generated Objects list in the Region Editor. 











B) Object Window 4 
Filter {rock Users A 
= Actors red Soule a UOU224EB soe U Dunges. 
G1} Audio it CavelaRockLilice QUUAo46 4 U Bunge. 
I Giersctes 4 CaveGRockLol SnowT EMP OO026 795 U U Dungen. 
=. Cave RockLile OOU2ZA4EF Ol? U Durngen. 
o i ey CavelaRockLelce UUU4BBE2 q U Bunge. 
G]- Miscellaneous <a CaveGRockLus OOU224ES 8156 U Dungen. 
Fa ¢ pecialEffect <a LaveGRockLU3ice OOO AST | U Dungen. 
WorldData 8 CaveGRockLO4 00022469 «382s Dungen. 
EI YWorldO bjects <a CaveGRockLidice OO0/As4D 3 U Dungec. 
| Gl Activator 4 CaveGRockL05 O0024EA 219 0 Dungea. 
- Container ei CaveG AockLOdice O00 Addr 1 U Dungec. 
Hl Door BF CavelRockLo goo2c299 «73 0  Dunges. 
- Flora SF CavelRockLoz oo0eC294 182 0 Dungea. 
#]- Furniture OF CavelRockLo3 oo02c29B =A? 0  Dunges. 
HI Grass 98 CavelRockLo4 ooo2c29c 167 0  Dungeo. 
fl: Light 9 CavelRackLO5 qo02C2eF «= «BSCS Dung. 
i — — }. | RockLon O01 8199 banece: 


OOULS1 BB a5 U 


#8 RockLOl_Falmer 
re 


-~ Static Collection Landsc.. 


Figure 197 - Static rocks. 
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Region generated textures and objects 


For each rock, set Min Height to -200000, tick ‘Is a Huge Rock’ then click on Generate Now. 
Note: ‘Is a Huge Rock’ will allow smaller objects to be populated on top of it. 


Region Editor 


|testworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name a 
# Enable this t F dat Priority’: [50 = Oo id 
IY) sudioIntOungeonCatacombss cals - ess i — L/Gvernids 
Jee Heme Generated Objects 


a 4udioIntbungeonCaved 1 DUP! 
RockLO3 ~~ RockLO! 


RockLoz 


AudioIntbungeonlayvelcedl 


BB sudicIntOungeonDwemerdt Density: / 30.000 Clustering: Jo =] 
WY) sudiotntbungeonFortoi Min Slope: fo = poe [28 


0 - 
BB sudicintbungeonminent 

- Radius wrk 
BR sudiotntmarshinteriorShack Max Slope: 20 ~=] Parent: 


SudioIntTempleOreynarethct Min Height: | -200000.0 Max Height: j 200000.0 


WY) sudiomenuskillsRegion Cites ies 


BM etHelgenattack 

wil: IW Is a Huge Rack Copy Objects From Other Region | Generate Now | Up | Down | 
MB pegionio Obliterate Mow | 

WB Region 27 

WB Regions3 

WB Recionie 

WW Testiworld4utoTexture = 

WY testworldBorderRegion ‘i 

< 


Data view 
I¥ Objects 


If Weather 
a Map 

I@ Landscape 
IY Grass 

i“ Sound 

[ No Data 


View 4ll | 
View) Wome | 


Cell: (-10, 2} 





Figure 198 - Populating the region with three different types of rock. 


Click ‘Yes’ to the confirmation pop-up. 


Are You Sure? 


Generation time depends Upon the area of the region, Large areas 
could take a very long time, 


Continues 





Figure 199 - Auto generate confirmation. 
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Region generated textures and objects 


Here’s what our distribution looks like with these default settings: 





Wilderness [Top view, perspective] - M#: 5.42% (8.24 MB / 152.00 MB) 





Figure 200 - Object distribution. 


You'll notice that all the objects are facing the same direction. We’ll fix this shortly but for now 
let’s take a look at the different ways we can control the distribution of objects in the region. 


Click Obliterate Now to remove the objects generated in this region. Click “Yes’ to the 
confirmation pop-up. 


un-qeneration 


Would you like ta clear out the objects that were generated by this 
region? 





Figure 201 - Auto generate obliteration confirmation. 
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Region generated textures and objects 


Let’s look at increasing the Density of RockL02 next and see what that looks like. Click on 
RockL02 in the Generated Objects list to select it and set the Density field to 60. 


Region Editor 


|estworld ~| General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Region Name 
# Enable this t F dat Priority: [50 = Oo id 
IY) sudiotntOungeonCatacombss lene - cil aia i — L/ Overrids 
Jecr heme Generated Objects 


i 4udioIntbungeonCaved1 DUP! 
RockLo2 ~~ Rocko 


AudioIntbungeonlayvelceol 
BB sudicIntOungeonDwemerdt Density: 60,0000 Clustering: ~~ RockLoz 
= eockLogs 


WY) sudiotntoungeonForta1 Min Slope: fo =f Radius: TT 
BB sudiotntoungeonMinen! co mechs: a 


BF sudiotntmarshinteriorShack Max Slope: Parent: 


SudioIntTempleOreynarethct Min Height: | -200000, O Max Height: j 200000.0 


WP) sudiomenuskillsRegion Bees 


BB etHelgenattack - ; 

ails Iv Is a Huge Rock Copy Objects From Other Region | Up | Down | 
MB Regionio Obliterate Now 

WB Region 27 

WB Regions 


WB Recionie 


WW festiworld4utoTexture ss 
WW testworldBorderRegion 2 
< * 


Data view 
I¥ Objects 
If Weather 
lw Map 
I¥ Landscape 
I Grass 
i“ Sound 
[ No Data 


View 4ll | 
View) Wome | 


Celli (4,54 





Figure 202 - Increasing RockLO2 Density value. 


The Radius for RockL02 by default is 399. This field determines how close this object could 
potentially be placed next to other instances of itself. 
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Region generated textures and objects 


Reduce the Density value on RockLO1 and RockL03 to 10 then click Generate Now. 


Region Editor 


|testworld ¥ | 


Region Name 

IY) sudiotntoungeonCatacombss 

i 4udioIntbungeonCaved 1 DUP! 
AudioIntoungeonlayvelcedl 

BB sudictntOungeonDwemerdt 

OY) sudiotntbungeonFortoi 

BB sudicIntbungeonMinent 

BE sudiotntmarshinteriorShack 
AudioIntTemplestkeynarethcr 


I Enable this type of data 
Object Name 


RoockLos 


Density: 14,0 
Min Slope: o 


Max Slope: | 90 
Min Height: | -200000.0 


General Objects | objects (more) | Weather | Map | Landscape | Grass | Sound | 


Priority: | 50 2) [ Override 


Generated Objects 


~~ RockL02 
:.. PlockLos 


Clustering: 


Jo =] 
Radius: | 288 
Radius wrk rr 
Parent: 
Max Height: j 200000.0 


WP sudiomenuskillsRegion 


BM etHelgensttack 
i uils I 15 a Huge Rock 


MB Regionia 

WB Regioni127 

WB Regioni3 

MB Resionie 

WW Testivorld4utoTexture ee 

i testworldBorderRegion 2 

< * 


T Is a Tree 


up | vom 


Obliterate Wow 


Copy Objects From Other Region | 


Daa View 
I¥ Objects 
4 Weather 
Iw Map 
I¥ Landscape 
I Grass 
i¥ Sound 
[ No Data 


View 4ll | 
View) Wome | 


Celt? 54 





Figure 203 - Decreasing the RockLO1 and RockLO3 Density value. 


Important: Ticking the Override tickbox will force this region’s object generation settings to take 
precedence over the object generation settings from other regions that a cell may also be within. 
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As you can see there are now a lot more instances of RockLO2 than RockL01 and RockL03. 





Wilderness [Top view, perspective] - M#: 5.42% (8.24 MB / 152.00 MB) 





Figure 204 - More instances of RockL02. 


To control the likelihood that an object will be placed close to another instance of its type, 
increase the Clustering value. 


By default the Min Slope is set to 0, allowing an object to be placed on flat surfaces. The default 
Max Slope is 90 meaning the object may be generated on steep cliff faces. 


Min Height controls the lowest elevation this object may be populated at. By default that’s 0.0. 
Since our landscape is technically below the ocean surface, we need to reduce this number which 


is why I set it to -200000. 


Similarly, Max Height controls the maximum elevation that an object can be populated at. The 
object won’t be populated above the height set in this field. By default that will be 200000.0. If 
you only want an object to be generated below the ocean surface you would need to set this field 


to 0.0. 
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Next let’s look at setting up child objects. 


From the Object Window Pm going to drag and drop RockS01, RockS02 and RockS03 onto 
RockL02. For this example I’m going to remove RockL01 and RockL03 for now. 


Set the Min Height on RockS01, RockS02 and RockS03 to -200000 and the Density to 10. 
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Figure 205 - Adding child objects. 
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To get a better idea of what’s going on ’m going to reduce the Density of the parent object 
RockL02 to 5 before generating. 
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Figure 206 - Reducing the Density of RockL02. 
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And here’s what we get. As you can see, the small rocks are being automatically populated 
around the large rocks. 
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Figure 207 - Small rocks generated around the large rocks. 
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Radius controls the minimum distance this object can be from another instance of its type. 


On the other hand, the “Radius wrt Parent’ field controls how far away from the parent the 
children object can be generated. 


For RockS01, RockS02 and RockS03 set “Radius wrt Parent’ to 1024 then generate again. 
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Figure 208 - Increasing the Radius wrt Parent field. 
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So as you can see this has increased the distance from which child objects will be generated from 
the parent, which has also resulted in many mote child objects being generated. 
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Figure 209 - More child objects generated around parent. 


Here’s a look from a closer angle: 
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Figure 210 - A closer look at the auto generated rocks. 


All these rocks look too uniform so let’s do something about that next. 
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To add some random variance to these objects we’ll need to switch over to the Objects (more) 


tab. 
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Figure 211 - Objects (more) tab. 
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To add some random rotation on the Z axis I set Z to 180. 


I also set the Size Variance field to 0.400 allowing the scale of the object to randomize in a 


similar manner. Ticking the ‘+/~-’ button will allows negative values, i.e.: -0.4 to 0.4 instead of just 


O to 0.4. 
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Figure 212 - Added Angle and Size variance. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 171 


Region generated textures and objects 


After generating, we can see that each object is now facing a different direction and object 
scaling isn’t as uniform as before. 
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Figure 213 - Objects with a little bit of variance. 


Sink controls how far into the ground a generated object will be placed at, with Sink Variance 
adding some randomization to this amount. 


Conform To Slope rotates the object in correlation to the slope it’s placed on. 
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Let’s try adding some trees next for more variety. 
In this example I added TreeAspen01 and TreeAspen02. 


I set the Min Height to -200000, increased their Density to 60 and reduced the Radius to 128. I 
also ticked ‘Is a Tree’ on both of them. 
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Figure 214 - Added aspen trees to Generated Objects list. 
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After generating here’s what we have: 
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Figure 215 - Aspen trees generated on landscape. 


The landscape looks a bit bare beneath them so let’s add some thickets next. 
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From the Object Window I nested TreeThicketO1 beneath each tree. 
I set Min Height to -200000, Density to 60 and Radius wrt Parent to 1024. 
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Figure 216 - Adding thickets. 
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You should now see thickets appear around the trees. 
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Figure 217 - Thickets appearing around the trees. 


To fix the uniformity, let’s try adding some variance next. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 176 


Region generated textures and objects 


Set the Angle Variance for Z to 180, and the Size Variance to 0.200 then generate again. 


Region Editor 
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Figure 218 - Adding variance to the aspen trees and their thickets. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 177 


Region generated textures and objects 


Interestingly, while the scale variance affected the aspen trees and the thickets, it does not appear 


that the angle variance had any effect. The angle variance is, however, still affecting RockL02 and 
the RockSO1, RockS02 and RockS03 child objects. 


Note: This might be a bug? If anyone can let me know, I would appreciate it. 





Fioure 219 - Scale variance works on trees, but angle variance doesn't for some reason. 
J 


It also seems like Obliterate Now sometimes doesn’t fully obliterate all parent trees... 
y Pp 





Figure 220 - Aspen trees not being fully obliterated. 
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Lastly, let’s have a look at nesting textures below objects. 


Nesting a texture below an object will cause that specific texture to be painted around instances 
of the parent object upon generation. 


Important: Don’t nest objects under textures. 


To test this out ’m going to set the landscape texture LFallForestLeaves01 as a child of both 
aspen trees. ’m also going to paint LRocks01NoRocks beneath every instance of RockL02 by 


nesting it below RockL02. 
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Figure 221 - Nesting landscape textures as children of parent objects. 
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After generating, our landscape looks like this: 
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Figure 222 - Nested landscape texture. 
We can control the size of the texture radius by adjusting the “% of Radius’ slider. 


By default the “% of Radius’ slider is set to 0. 
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The percentage that the “% of Radius’ slider is comparing against is the radius of the parent 
object. The closer to 100%, the smaller the radius of the texture. 
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Figure 223 - % of Radztus. 
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After setting the ““% of Radius’ slider to 100% for LFallForestLeaves01 and LRocksO1NoRocks 


the textures beneath the parent objects no longer extend as far out. 
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Figure 224 - Smaller texture radius around parent objects. 


Increasing this value above 100% will again increase the radius of the texture around the parent 
object. 


Important: You can combine this technique of nesting textures below parent objects with landscape 
texture generation discussed at the start of this section, just make sure you stick to 6 different types of 
textures or less otherwise you’re going to end up painting vertex colours. 


As far as I can see, none of the base game regions of the Skyrim world space have any textures 
ot objects set up to auto populate, though they might’ve removed them from the Region Editor 
after generation. 


For more information on what each field does, refer to the Regions article on the Creation Kit 
wiki. 
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SETTING UP LOCATIONS 


Locations are also used by the radiant quest system. They can be used to attach radiant markers 
and NPCs with radiant flags to a specific location. 


Generally speaking, for each settlement, bandit camp, animal den, dungeon, etc. that we create, 
we'll need to create a location record for it and assign it to the interior and/or exterior cells 
relevant to that location. 


In the Object Window, go to WorldData > Location. 


To create a new location, right-click on one of the existing locations and select New. 
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Figure 225 - Creating a new location. 
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Enter in the location ID. For my example, ?m going to use this location for a town named 
Stonehollow, so [ll set the ID to StonehollowLocation with the “WT” prefix. 
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Figure 226 - Location properties. 


I set the Name field to Stonehollow and the Unreported Crime Faction to 
WTCrimeFactionWyrmstooth which ts the crime faction I use for the Imperial controlled 
locations on Wyrmstooth. For enemy-controlled dungeons you generally won’t need to set an 
unreported crime faction. 
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Keywords are used by radiant quests and random encounters and are used to describe that 


location. 


To add a keyword, right click in the keywords list and select Add. 
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Figure 227 - Adding keywords. 
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Select the keyword and click OK to add it to the keywords list. Most keywords you'll want to 
assign are prefixed by “LocType’ so filter your search by that. 
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Loc] ype ail 

LocT yoeLCemetery 
LocT ypeCastle 

LocT yoeT emple 
LocT yoeb aracks 
LocT ypelnn 
LocTypeStore 

LocT yoeHouse 

Loc] yoeShipwreck, 
Loc] yoeLumberMill 
LocT yoeMine 

Loc] yoeF arn 

< 


a 


ol 


Figure 228 - Keywords list. 
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For my example, I added LocTypeHabitation, LocTypeHabitationHasInn and LocTypeTown. 
These keywords are used by most small settlements in the base game such as Riverwood. 


I would recommend taking a look at the keywords added to locations similar to the one you’re 
setting up to see what kind of keywords you may need to assign if you want the radiant quest 
system to use your new location. 


Important: If you want your location to be clearable, add the LocTypeClearable keyword. Without this 
keyword, your location won’t be flagged as ‘cleared’ on the map screen even if every boss NPC associated 
with that location has been defeated. 


Location 


ID WT StonehollowLocation Location Ref Types | Celle Actors 


Marnie Stonehallow 


F t 
eek WT WrmstoothLocation = 
World Location Marker Ret 
Select Reference 
World Location oc — 


Radius 
Horse Marker Ret 


Select Horse Marker | 
Music a | DEFAULT +| 
Unreported Crime Faction wT CrimeF acton'yrmestooth ¥ | 


Keywords 


Editor ID 

LocTypeH abitation 

LocT yoeH abitationH aslnn 
LocTypeT own 


Select | 


Cancel | 





Figure 229 - Keywords added to location. 
Click OK to exit out of the location propetties. 


Now to assign our new location to a cell. 
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Setting up locations 


Firstly, if you haven’t already, you can rename a Wilderness cell by left-clicking on a cell you’ve 


highlighted or by pressing ‘F2’, 





Cell View 


World Space [\WwyrmstoothWarld >| Wildemess ('22, -30) Objects 





map 

x Li | Go | 

l Loaded at top 

(EditoID sd Name ~~ L.| Cords =f loc. AO Editor ID ——“—*~s*s*s*s—s—s~s—s—s—s—CCSYCCCécrm IDS] ST ype 
Wilderness * -26, -11 WT... i Landscape O3C69E71 Land 
Wilderness * 32, -19 WT... 

Wilderness * -32, -32 WT... 





Wilderness 3 -22, -30 WT... 





Wilderness * 12, -28 WT... 
Wilderness * -2,-26 WT... 
Wilderness * 32, -25 WT... 
Wilderness * -32, -22 WT... 
Wilderness * -22, -24 WT... 
Wilderness * 12, -18 WT... 
Wilderness * -2,-20 WT... 
Wilderness * -6, 29 WT... 
Wilderness * -14,-5 WT... 
\alildernacs * Nn .3 To 
< > < > 





Figure 230 - Renaming a wilderness cell. 


In the Cell View window, right-click on a cell you want to assign to the new location and select 
Fadit. 




















Cell View 


World Space [wyrmstoothworld = WyrmstoothStonehollow [-2, 3] Objects 
map 
x ii | Go | 


l Loaded at top 





Editor ID Form ID Type 





WyrmstoothRuinedHomestead * = WT... ad Landscape * 03000080 Land 
WyrmstoothS aeglopurF armE xterior * Y | 3,4 WT... rel MapMarker * 03002837 Stain 
WyrmstoothS altyKnave * 3.4 WT... . 
WymstoothSecondDwemerLift * 5-3 WT... $8, WT WyimstoothM ap OSBEDES static 
WyrmstoothS outhroadPass * 3,6 WT... 

WyrmstoothStendarrsOutpost * 12.5 WT... 






WurmstoothStonehollow * 


WyrmstoothStonehollow01 View 3 

WyrmstoothStonehollow0z i2 WT... 

WyrmstoothS tonehollow0= Sas —___—__~| 4 WT... 

WyrmstoothStonehollow04 Delete L2 WT... 

WyrmstoothS tonehollow0E 1 WT... 

WyrmstoothStonehollow0Ee Duplicate Cell 2 WT... rF 

\furrmetanthS tanehalleiaid? 3 WIT 

< Use Info ? < ? 


Figure 231 - Editing a cell. 
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You can specify a location in the Location drop-down. 


Cell 


World Space |Wwyrmstaathworld ¥ | Common data | 


Location Default (NONE — | 
= a eae Acoustic Space ae 
Music type | DEFAULT ~| 


Height o Waker | Default ater ¥ | 


Linear Yelocity Angular Velocity 


se | o.0000 ¥ | 0.0000 
" | o.0000 | 0.0000 
7 | 0.0000 Reset| Ee | 0.0000) Reset| 


mo oy Lae 


. 1 : fa Cu. 
1 oo ao : 
on : 


Images pace | DEFAULT ~| 


Force Hide Land 
| = Quad 1 | Quad 2 |) = Quad 3 |) Quad 4 


-] 
a, 
5 
b. 
a 
2; 
a. 
O. 
14 
t. 
a. 
-] 
qd. 
“3 
ce 
a. 
“3 


—L 


Ga 4 fo Ga Po Ba po Ba eG 


[ No LOD Water [ Hand Changed = [7 Cant Travel 
From Here 


HaaeaweaK 
oa mW hn eo hs ee Po oo oo 


a 2 

as ee 
oo a o- 
mm: Vp A 


do cn eZ 
CO n= 


Cancel | 


" 
4 
a 





Figure 232 - Location assigned to cell. 


If your location spans multiple cells, assign your location to those cells as well. You can assign a 
location to multiple cells including exterior world space cells and interior cells. 


Click OK to close out of the Cell properties. 
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Setting up locations 


Locations can be nested by setting the Parent Location. 


For example, Hulgard and Svenja’s house is part of the Stonehollow settlement, so the Parent 
Location drop-down is set to WTStonehollowLocation. Internally, 
WTHulgardSvenjaHouseLocation will be treated as part of WTStonehollowLocation. 


Location 


ID WT Hulgard$ venjaH ouseLocation Location Ret Types | Cells | Actors | 


Marne Hulgard and Syverja's House 
Loc Ret Type | Editor 1D i 


LocationCenterl arker eM arker (02006 3FB) 


Parent 


Location WT StonehollowLocation 


World Location Marker Ret 


Select Reference | 
World Location 0 


Fadius 
Horse Marker Ret 


Select Horse Marker | 
Music = | DEFAULT +| 
Unreported Crime Faction wT CrimeF acton'yrmestooth ¥ | 


Keywords 


Editor ID 
LocTypeD welling 
LocT yoeHouse 





Select | 





Cancel | 


Figure 233 - Hulgard and Svenja’s House location. 
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Setting up locations 


If you go back to the Location properties for the location you just created, you should now see a 
list of assigned cells in the Cells tab and a list of any NPCs in those cells in the Actors tab. 
Location 


ID WT StonehollowLocation 


Marnie /Stonehallow 
Editor ID ID Location ref type 


Parent 
Location WT WrmstoothLocation a 


World Location Marker Ret 


Select Reference | 
0 


World Location 
Fiadius 


Horse Marker Ret 


Select Horse Marker | 
Music =| | DEFAULT +| 
Unreported Crime Faction wT CrimeF action yrmestooth ¥ | 


Keywords 


Editor ID 
LocTypeH abitation 


LocT yoeH abitationH aslnn 


LocTypeT own 


Figure 234 - Tabs are now populated with data from assigned cells. 


Select | 


WT LalaineLaenius 
WT YontusL aenius 
WT LeoneLaenius 
WT Ase 

WT Jorg 

WT Sigur 

WT Thelma 

WT Gildan 

WT Malian 

WT Hroldar 

WT Hulgard 

WT Sverja 

WT Signy 

WT Speaks any... 
WT Plants itherS... 
WT SaldierD aySh... 
WT SaldierD aySh... 
WT SaldierD aySh... 
WT SaldierNight5... 
WT SialdierNight5... 
WT SialdierN ight... 
WT Randombire... 
WT RandomMine... 
WT Randombine... 
WT RandombMire... 
WT RandomMine... 
WT Bazrob 

WT Lorumend 

WT 4nkeE bonhand 
WT Holman... 
WT HolmarS olitude 
< 
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(037 24E 6D | 
(031 24E 968) 
(031 2722F] 
(03004036) 
(03004034) 
(3004030) 
(03004052) 
(031 24DEF] 
(031 240ED) 
(03126010) 
(O3006F 45) 
(03009522) 
(03009533) 
(037 24046 | 
(031240 4F] 
(OS00C4E 2) 
(O300C4E 3) 
(O300C4E 4) 
(OS00C4E 5) 
(O300C4E 6) 
(O300C4E +) 
(O36FEF4E] 
(OS6FEFAD | 
(OSF OF 73?) 
(03707 788) 
(03707 8B) 
(03220641 ] 
(O3005F 3D] 
(03521 060) 
(O35C 7458) 
(0376-586 B | 


WT LaenivsHou... 
WT LaeniusHou... 
WT LaeniusHou... 
WT THeHermitl... 
WT TheHermitl... 
WT TheHermitl... 
WT Longhousec... 
WT lalionGilda... 
WT NalionGilda... 
WTHallOFT hed... 
WT HulgarndS ve... 
WT HulgarndS ve... 
WT Hulgarnds ve... 
WT ArgonianHa... 
WT ArgonianHa... 
WT BarracksLo... 
WT BarracksLo... 
WT BarracksLo... 
WT BarracksLo... 
WT BarracksLo... 
WT BarracksLo... 
WT MinersHous... 
WT MinersHous... 
WT MinersHous... 
WT MinersHous... 
WT MinersHous... 
WT MinersHous... 
WT TheHermitL... 
WT TheHermitL... 
WT Stanehollow. .. 
WT Stonehollow... 


Cancel | 
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SETTING UP ENCOUNTER ZONES 


Encounter Zones are generally used to define the minimum and maximum levels of levelled list- 
generated enemies at a specific location. They can also be used to set a location to never respawn 
and to automatically set NPC or faction ownership of all items and containers in cells assigned to 
the location specified. 








I created encounter zones for each clearable location on Wyrmstooth, such as dungeons, caves, 
or enemy controlled camps. 


To create a new Encounter Zone, in the Object Window go to WorldData > Encounter Zone. 


Right-click on one of the existing encounter zones and select New. 











Object Window * 
Filter | A 
AbandonedPrisonzone OOOE CFAB U | 
ceo Fr AlchemistsShackZone NOOD566E oO 0 
+) Audio 
Gl Character [2] AlttandZone OOOSEBES 0 4 
+): Items [Wal AngarvundeZong | EE See) 
S. Magic BAngisCamp New 0 0 
H) Miscellaneous [kcal AnisesCabir Edit 0 1 
oe Specialc ffect [?]) Ansilvund U 2 
5): WorldData PlarcwindPo) = Duplicate 0 0 
 . Climate [2] Autumnsha Delete 0 0 
 .. Encounter Zone [2] Avanchnze u 4 
= Lighting Template [2] AcurasStar Create New Object Window q q 
"Location Ret Type [imlegrerncs __Use Inf As 
gulchMi..--..- ne 
~~ Shader Particle Gec | (9) pjsckreachZone OOO3EBED sg cy 
Visual Effect [2] BleakcoastCaveZone OOO3EBEE son 1 
= Nha [2] BleakFallsBarrowZone O00384B1 oO 2 
oh. WorldObjects [lea] Bleakwind6 asinone OOUSEBEF U U 
| Activator [2] BleakwindBlutf@one OOOSEBFO U U 
aContainer [lea] BlindClitfCave“one OOUSEBF1 0 2 
ae ane [2] BlizzardRest“one DOD4 3855 U U 
E- Flora [lea] BloatedM anzGrotto“one OOOSE BF? U | 
[I Furniture [lea BloodletT hroneone OOO1 BFS? U | 
[I Grass [2] BluePalacey ing<one OUDSE BF 4 U | 
[- Light [lea] BonechillPassageone OOOUFDAS ? U | 
EI- MovableStatic [ral Boulderfallbaveone OOUFS206 U | 


Figure 235 - Creating a new encounter zone. 
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Setting up encounter zones 


Set the encounter zone ID. For my example [Il be creating an encounter zone for a cave called 
Coldwave Crescent. 


Encounter “one 


Min Level: | E Max Level: | O 


[ Match PC Below MinimumLevel | Never Resets 
| Disable Combat Boundary 


Lacatiari wT ColdwaveCrescentLocatia * | 


Analyze Loot | ({-—— Level [ 


Ownership 
NPL Faction 


| MONE ~| | NOME ~| 
Required Rank, 


DE 
Cancel | 


Figure 236 - Encounter xone settings. 








I set the Minimum Level to 6. This will affect enemies spawned in using a levelled list. 


If you wanted to increase the difficulty of the enemies spawned in a dungeon, you could increase 
the Min Level. Alternatively, if you want to prevent a dungeon from becoming too difficult, set a 
Max Level. Bleak Falls Barrow for example has a Max Level of 20. Draugr deathlords start 
spawning in at around player level 30 meaning you should never see a deathlord spawn in Bleak 
Falls Barrow due to this Max Level cap. 


Set the Location drop down to the location you want to use this encounter zone fot. 


If you wanted to set ownership on all items and containers in the cells that use this encounter 
zone, you can specify that under the Ownership section. For my example, ’m going to keep 
these set to NONE as this cave will only contain hostile NPCs. 


Ticking ‘Never Resets’ will prevent any cells that this encounter zone is assigned to from 
resetting. These kinds of encounter zones are assigned to player homes to prevent containers 
from resetting. 


Diasble Combat Boundary allows hostile NPCs to leave this area to pursue the player if they are 
in combat with the player. 


Match PC Below Minimum Level allows enemies spawned in using a levelled list to match the 
player’s level if the player’s level is below the Min Level specified. 
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Setting up encounter zones 


Let’s look at assigning this encounter zone to a cell next. 


In the Cell View window, right-click on the cell you want to add the encounter zone to and 
select Edit. 





Cell View 


World Space [intense WyrmstoothColdwaveCrescent Objects 
map 
om | v | Go | 


[Loaded at top 





EditoID Name LL] Cords flo. A Editor IDCs Form ID] Type 0. 
WyrmstoothB arrowT ower * Wyrmsto... Interior WT... 

WyrmstoothB elonirB org * Belonir's ... Interior WT... 

WyrmstoothBlindR obbersB luff * Blind Rio... Interior WT... 

WyrmstoothBloodfrostBurrow * Bloodfros... Interior WT... 

WyrmstoothChalureelF arm * Chalureel... Interior WT... 

WyrmstoothChillwaterMillH ouse * Chillwate... Interior WT... 

WurrmestoothColdwaveCrescent * H Coldway |_| id 





WyrmstoothCommonHouse * View WT... 
WyrmstoothCragwaterCavern * 


WT... 
WryrmstoothDBS anctuary * a <7 WT... 


WyrmstoothD imfrost4nimonculatory * Helene WT... 

WyrmstoothD imfrostAularium * WT... 

WyrmstoothD imfrostB oilery * Duplicate Cell WT... 

\diirmetanthQimbrasth aletari:in * wT 

< Use Info > < > 





Figure 237 - Editing a cell. 
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Go to the Interior Data tab and set the Encounter Zone drop down to the encounter zone you 
created. 


Cell 


World Space | Interiors Common data | Lighting !nterior Data | Directional Ambient Lighting | 


Name | Coldwave Crescent 


Encounter 


Editerl’ || Name | L..J Coo... | Loc... | eee 
Palace - Vater Environment Mal 
Palace ... ne 
Palace ... - Pe Clear | 
Sadni's ... 


Wwindhel... as Owner MPC Owner Faction 
Temple . 


Viola Gi... 7 | NONE +| | NONE +| 
Ware... 
The ‘4h... 7 Lock, List Required Rank, 


The 4c... - (MONE + pe 
Arch-M... oe ae 

Hall of ... ve — 
Hall of 7 | Public Area | OFF Lirnits | Can't “ait 
Hall of t... 

The Mid... 

The Mid... 

The Chill 

Jarl's Lo... 

Kraldar'... 

Birria's ... 

The Fra... 

The Fra... 

Wholksku... 

Wolfsku... 

Abanda... 

Guard B... 

Wrest... 

Wiyrmat. 

Wrest... 

Wr yrerist... 

Wires... 

Wr yrerist... 

Belonitr's... 

Blind F... 

Bloodfra... 

Chalure... 

Chillwwat... 


Caoldwa... a Cancel | 


WT Coldwavelrescent omg 





Figure 238 - Adding an encounter zone to a cell. 
Click OK to close out of Cell properties. 


For more information see the Encounter Zone article on the Creation Kit wiki. 
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ADDING NAVMESH 


Navmesh is used to determine where NPCs can and cannot go. It also determines where NPCs 
can find cover during combat and allows NPCs to traverse between doots in interior cells and 
doots in exterior world space cells. 


Simply put, any surface that an NPC should be able to walk on or swim over needs to be 
covered with navmesh. 


Once navmesh has been added to a cell, it needs to be finalized before NPCs can use it. If you 
make any changes to any parts of the navmesh after finalization, you will need to finalize it again. 


Navmesh is made out of vertices, edges and faces. 





Wilderness [Free camera, perspective] - M#: 7.52% (11.43 MB / 152,00 MB) 





Figure 239 - Composition of a navmesh triangle. 
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Adding navmesh 


To enter navmesh mode, click on the Navmesh button in the toolbar. 


@> Creation Kit - [WWyrmstooth.esp] 5 x 
File Edit View World NavMesh Character Gameplay Help 


os | Gel eS] <2) | fae lie] lawl el) lala Ol BK) ala@lolola|t||5|E|a|m|%| al\@| Cla|o|mla|e| Time of day, ——~ |— 10.00 


NavMesh Mode (Ctrl +E) 
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Figure 240 - Navmesh mode button. 
When you enter navmesh mode, the navmesh toolbar will appear. 


Navmesh 





Figure 241 - Navmesh toolbar. 
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Adding navmesh 


Navmesh is made of vertices that join together to form triangles. To begin manually creating 
navmesh, hold down CTRL and begin right-clicking in places where you want to place vertices. 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 242 - A navmesh triangle. 


Once you’ve placed 3 vertices down they'll join together automatically while you’re holding 
down CTRL. 


You can move existing vertices, edges or faces around after placing them by left-click dragging 
the currently selected vertices, edges or faces. 


Selected vertices, edges or faces are highlighted in green. To deselect, click on a surface that isn’t 
covered by navmesh. 


You can select multiple vertices, edges or faces by holding down CTRL. 


To change the draw mode, press W. You can toggle between non-transparent, semi-transparent, 
and navmesh-only views. Non-transparent mode won’t show navmesh occluded by other 
objects, semi-transparent mode will allow you to see the navmesh through the level, and nav- 
mesh only mode will hide everything else except navmesh. 


For a list of navmesh shortcut keys, refer to the - 
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Adding navmesh 


If you keep right-clicking with CTRL held down, more triangles will be created automatically as 
you continue adding vertices. 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 243 - Adding more triangles to navmesh. 
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Adding navmesh 


You can join three separate vertices together to form a triangle by highlighting them all and 
pressing “A’, 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 244 - Joining separate vertices. 
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Adding navmesh 


You can also join four separate vertices together by selecting them and pressing ‘A’ to join them 
together. 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 245 - Joining four vertices. 
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Adding navmesh 


Important: Don’t overlap navmesh like this: 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 246 - An example of bad overlapping navmesh. Avoid doing this! 


There’s nothing wrong with having a navmeshed pathway like a bridge above navmeshed terrain, 
but navmesh that’s closely overlapping as per the screenshot above will result in errors and 


should be avoided. 
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Adding navmesh 


If you need to select an entire navmesh segment, click on one triangle and press ‘F’. This will 
select all adjoining faces. 





Wilderness [Free camera, perspective] - M#: 2.08% (3.16 MB / 152.00 MB) 





Figure 247 - A navmesh island selected. 
Note: You can move navmesh around like an object by left-click drageing highlighted vertices, edges or 
faces, but in most cases you won’t want to do that as navmesh will need to conform around objects and 


to your landscape. 


To delete the currently selected vertices, edges or faces, press Delete. 
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Adding navmesh 


Here’s an example of what navmesh around an object should look like. 





WyrmstoothTobusTurnicus [Free camera, perspective] - M#: 37.26% (56.63 MB / 152,00 MB) 





Figure 248 - Navmesh around a rock. 


When finalizing navmesh, sometimes extra vertices may be added automatically, splitting up large 
triangles, but try and be mindful of the complexity of your navmesh topology as it will affect the 
overall size of your mod. 


Important: Navmesh should conform to the surface that an NPC will be walking on. 


Also, make sure vertices are not placed in the air! This can happen if you try and navmesh over 
fog volumes. To bring a vertex, edge or face to the ground, select it and press ‘F’ to make it fall 
to the nearest surface. You can also manually raise or lower a vertex, edge or face by holding 
down Z as you left-click drag it to constrain it to the Z axis. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 204 


Adding navmesh 


When navmeshing a road, it’s important to keep the vertices to either side of the pathway. 
Having the topology of the navmesh flow with the road should help prevent NPCs tracking off 


the road when traveling to a particular location. 


Here’s an example of what a navmeshed road should look like: 





WyrmstoothStonehollow02 [Free camera, perspective] - M#: 93,75% (142.51 MB / 152.00 MB) 





Figure 249 - An example of a navmeshed road. 


The yellow navmesh over the road indicates a preferred pathway. You can turn a regular 
navmesh triangle into a preferred pathway triangle by selecting it and pressing ‘P’. The colour of 
the triangle should turn from red to yellow. 


NPCs traveling from one location to another will try and do so via the nearest preferred pathway 
if one exists. 
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To allow NPCs to travel from an interior cell into an exterior world space cell via door markers, 
you'll need to make sure a navmesh triangle is placed under each door marker. When you finalize 
the navmesh, the triangle under the door marker should turn green as per the screenshot below: 





WyrmstoothStonehollow0? [Free camera, perspective] - M#: 93.75% (142.51 MB / 152.00 MB) 





Figure 250 - A green navmesh triangle under a door marker. 


Important: You'll need to have a green navmesh triangle under both door markers. 
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Navmesh can’t across cell borders, nor can you join vertices together from different cells. To 
join the navmesh from two separate cells together you'll need to join navmesh vertices along 
both sides of the border before finalizing as per the screenshot below: 








WyrmstoothStonehollow0? [Free camera, perspective] - M#: 93.75% (142.51 MB / 152,00 MB) 





Figure 251 - Joining navmesh between world space cells. 


Navmesh edges that have been successfully joined together along a cell border will be marked in 
bright green after you finalize. 


Press ‘B’ to show cell borders in the render window. 
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Here’s a closer look at the navmesh at the cell border: 





WyrmstoothStonehollow0? [Free camera, perspective] - M#: 93.75% (142.51 MB / 152.00 MB) 





Figure 252 - Border vertices pulled apart. 


In the screenshot above I pulled apart the vertices along the border to demonstrate how the 
vertices of the navmesh vertices need to be closely overlapping. 


Important: If the vertices are too far apart, the navmesh edge along the border won't turn bright green 
when you finalize and NPCs won’t be able to cross that point from one cell to another. 
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WyrmstoothStonehollow0? [Free camera, perspective] - M#: 93.75% (142.51 MB / 152.00 MB) 





Figure 253 - Border vertices joined back together again. 


In the screenshot above, I moved the vertex back to where it was. 
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Navmesh beneath the ocean or a water plane should be marked as water triangles. To do so, 
select the faces beneath the water and press ‘O’ to turn them into water triangles. 


Water triangles appear blue in the render window. 





WyrmstoothDocks01 [Free camera, perspective] - M#; 93.75% (142.51 MB / 152,00 MB) 





Figure 254 - Water triangles at a coastline. 


Terrestrial NPCs should #7y to avoid pathing through water triangles when fleeing or pursuing an 
enemy. 


Creatures that live in the water, such as slaughterfish, should also avoid crossing into non-water 
triangles. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 210 


Adding navmesh 


Press the Find Cover Edges button in the navmesh toolbar to automatically mark navmesh edges 
that may provide NPCs with cover during combat. 





WyrmstoothStonehollow0? [Free camera, perspective] - M#: 93,59% (142.26 MB / 152.00 MB) 


. 





Figure 255 - Navmesh cover. 


Navmesh cover will be marked in blue. Edges near walls and fences are usually automatically 


flacged as cover edges. 


Note: You can manually define which edges are cover edges. Click on the navmesh edge to select it then 
press ‘E’ to bring up Edge Cover properties. 


Edge Cover 


Cover Value Ledge Cover 


[ LeFe Side Cover [ Right Side Cover 





¥ Compute Side Cover 


Cancel | 


Figure 256 - Manually defining cover. 








If you can’t select a navmesh edge, press “G’ to toggle edge selection on or off. 
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Before finalizing, it’s important to check for errors. You can do so by going to Navmesh > 
Select Triangle By Index. This will check the current cell for navmesh errors. 
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Figure 257 - Select Triangle By Index. 


Click ‘Check NavMesh’ to check for navmesh errors. 


select Triangle 
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Delete Warning Triangle Mest Warning 


Figure 258 - Select triangle. 


If a navmesh error is found, the offending triangle will be highlighted automatically and shown 
in the render window. 


You'll need to fix the error by hand, usually by deleting the bad triangle and recreating it. 
Sometimes you'll also need to remove some of the triangles around it too and rework the 
surrounding topology if the error persists. 
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Once the bad triangle has been fixed, click Next Warning and continue until no more warnings 
are found. 


Warnings 


Mo Warnings Found 





Figure 259 - No Warnings Found. 
Once all navmesh errors have been corrected, you'll see “No Warnings Found’. 


When the Creation Kit loads a mod, any navmesh errors found will be listed in the 
EditorWarnings.txt file, so it’s important to check that file after loading your mod in the 
Creation Kit whenever you’re working on navmesh. 
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Figure 260 - Finalizing navmesh. 


To finalize navmesh, click on the Finalize Cell button in the navmesh toolbar. 
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Important: There are several methods to automatically generate navmesh for a specific cell or even an 
entire world space, but to be honest I would actually recommend just navmeshing by hand despite how 
incredibly tedious that might sound. 


Automatic navmesh generation tends to create a lot of ‘navmesh islands’ which are sections of 
navmesh that aren’t joined to anything, and you'll need to spend time deleting them or joining 
them together so NPCs don’t end up getting stuck if they happen to somehow enter one. 


Automatic generation also tends to create a lot of inefficient sunburst vertices. A sunburst vertex 
is a single vertex that a bunch of navmesh edges connect to as per the screenshot below. You 
should delete these and retopologize your navmesh manually. 








Wilderness [Free camera, perspective] - M#: 36.45% (55.41 MB / 152.00 MB) 





Figure 261 - An example of an inefficient sunburst vertex. 
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The topology of your navmesh in open areas of your world space should be a bit more evenly 
distributed like this instead: 





Wilderness [Free carnera, perspective] - M#: 39.00% (59.28 MB / 152.00 MB) 





Figure 262 - An example of slightly better navmeshing. 
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While Auto Generate World Space does have a recast generation option, it lacks the same 
settings that Recast-Based-Generation has to control where exactly navmesh is automatically 
placed. The trade-off however is that you will need to run this manually in each cell of your 
world space that requires navmesh. 


Note: If you really need to automatically generate navmesh, P’'d recommend using Recast-Based- 
Generation on a cell-by-cell basis rather than Auto Generate World Space. 


Go to NavMesh > Generation > Recast-Based-Generation. 
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Figure 263 - Recast Based Navigation menu. 
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Keep the settings at their default, but change Agent Radius to 8.0000 before clicking OK. If too 
many small navmesh islands are created, try setting the Agent Radius back to 32.0000. 


Recast Wavrmesh Generation 
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Figure 264 - Recast Navmesh Generation. 
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ADDING OCCLUSION GEOMETRY 


Occlusion planes and occlusion cubes are used to improve performance by hiding objects. They 
are usually hidden within large structures such as buildings, castle walls, and sometimes within 
mountain ranges to cull objects that the player should not have direct line-of-sight to. 


There are two types of occlusion geometry; occlusion planes and occlusion cubes. Occlusion 
planes are two-dimensional and can only be resized on an x/y axis. Occlusion cubes on the other 
hand are three dimensional. 


In the following screenshot, the rock will be occluded based on the player’s current position and 
won't be rendered until the player moves around the occlusion cube and regains line-of-sight to 
it. 








Wilderness [Free camera, peripectrve] « M*: 2.60% (3.96 MB / 157.00 MB) 





Figure 265 - The rock is occluded based on the player’s current position. 


Note: The occlusion geometry itself is invisible to the player. 
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Occlusion geometry can be created around a selected object. In this example ’m selecting one of 
the town houses in Stonehollow. 





Wyrmnstooth Stonehollow [Free camera, perspective] - M#: 96.43% (146.58 MB / 152,00 MB} 





Figure 266 - The object to add occlusion geometry to. 


Next, click on the Occlusion Cube button in the toolbar to fit an occlusion cube around the 
object. The occlusion cube should show up as semi-transparent white cube in the render 
window. 
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If nothing appears, press ‘M’ to toggle markers. If the occlusion cube still isn’t showing, go to 
View > Show/Hide Window and make sure ‘Occlusion Planes’ is ticked. 
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Figure 267 - Show/Hide Window. 


The resize gizmo should be automatically enabled when an occlusion cube or occlusion plane is 
added, but if it isn’t, press ‘2’ to toggle it on or off. 


Wyrmstooth Stonehollow [Free camera, perspective] - M#: 96.43% (146.58 MB / 152,00 MB} 


* 





Figure 268 - Occlusion cube. 
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Important: Use the resize gizmo to resize the occlusion cube so that it’s hidden within the geometry of 
static objects. You should avoid having any part of the occlusion geometry sticking out. 


In my example below, I lowered the occlusion cube below the part of the house where the roof 
starts so it isn’t sticking out. I also extended it into the ground a bit to ensure ground-level 
objects behind the house are being occluded properly when the player walks around it. 





WyrmnstoothStonehollow [Free camera, perspective] - M#: 96.43% (146.58 MB / 152,00 MB} 





Figure 269 - Occlusion cube fitted to a farm house. 
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If I raise the house up into the air you can see how the occlusion cube was positioned. 


Wyrrnstooth Stonehollow [Free camera, perspective] - M#: 96.43% (146.58 MB / 152,00 MB} 





Figure 270 - House lifted up to show occlusion geometry. 


If we take a look under the ground plane, you can see how far down I extended the occlusion 
cube. 


Wyrmstooth Stonehollow [Free camera, perspective] - M#: 96.43% (146.58 MB / 152,00 MB} 





Figure 271 - Occlusion cube extended into the ground. 
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Occlusion geometry can be used in interiors as well to help occlude portions of a cell that are 
difficult to box in with roombounds. 


Important: Don’t add too many occlusion cubes or occlusion planes. The game needs to calculate what 
objects to occlude, so having a lot of occlusion geometry in a small concentrated area can actually be 
deleterious to performance. 


Once you’ve added occlusion geometry, ?d recommend walking around in-game with an FPS 
counter like Fraps to confirm FPS gains instead of losses. If performance is worse after adding 
occlusion geometry, you might need to rework it or remove it. 


In the next example you can see how I hid an occlusion cube within the walls of Fort 
Moonwatch to occlude geometry outside the walls when the player walks into the courtyard. 





Figure 272 - Fort Moonwatch wall. 
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And there’s the occlusion cube hiding in the fort’s walls. 





Wilderness [Free camera, perspective] - M#: 78.38% (119.13 MB / 152.00 MB) 





Figure 273 - Wall piece raised to reveal occlusion cube within. 
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CLUTTERING A WORLD SPACE 


The art of level design could be a separate book unto itself. For this section I’m going to try and 
keep things terse by showing you how I approaened this task during the development of 
Wyrmstooth with some specific examples. If you’re ae tor oeaasOm on how to set up 
region-based automatic cluttering, see the section on Region Generated Textures and Objects. 


Note: Personally I would recommend cluttering your world space manually by hand versus region-based 
automatic cluttering. Even though that means hand-placing every single object, in my opinion it’s easier 
to make a more organic-looking landscape. That said, you may find automatic cluttering useful for placing 
some initial objects down to help you get started. 


Before you begin, know what you want to achieve. Whether that’s from a rough sketch of the 
wotld space, a list of ideas, photos, and/or professionally drawn concept art. I would strongly 
recommend having something to reference from first. 


Important: Cluttering a world space is probably the most time-consuming part of making a new lands 
mod. The last thing you want to do is delete what you’ve already made because you changed your mind 
about the design or tone you're trying to achieve. 


Level design usually begins at the blocking out phase. Blocking out is the process of determining 
the playable area, shape and flow of a 3d map. In other game engines such as Unreal this is 
usually done with proxy geometry but in Skyrim we have the benefit of already having assets 
ready to be used. 


I would recommend you begin blocking out your world space by starting with the biggest pieces 
first. Start with mountain peaks and mountain cliffs, then work down in scale leaving the smallest 
objects to last. Lakes and rivers can also be useful in dividing up your world space. 


Wyrmstoothlmperiallanding [Free camera, perspective] - M#: 36.47% (55.43 MB / 152.00 MB) 





Figure 274 - Mountain peaks and mountain cliffs. 
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Cluttering a world space 


You should approach level design as a series of ‘passes’. Your first pass might involve placing 
mountain peaks, mountain cliffs, lakes and rivers to split up your world space into distinct 
regions. The next pass after that might involve making a start on the largest points of interest on 
your map such as cities, towns and villages - even if it’s only building placement at this stage. 
Then work down in scale from there. 


Important: By splitting up a seemingly insurmountable task into a series of subtasks, you make the work 
more manageable. 


If you’re working with a team of level designers, split your world space up into a series of regions 
first to divide the work between yourselves. Refer to the section titled Version Control and 
Merging Changes to collate your work back into a single master file. 


In the screenshot below you can see where I placed mountains to loosely separate the 
Wyrmstooth world space up into several distinct regions, such as the Western Forests, the 
Steampools at the center of the map, the Northern Marsh, the Eastern Glacier, and the ring of 
snow-capped mountains around the centre. 
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Figure 275 - Splitting a world space up into several distinct regions. 


Mountains will also help reduce the amount of overall cluttering you'll need to do by covering a 
lot of your map! © 
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Cluttering a world space 


Note: When placing mountain ranges, try and avoid straight lines. Try and be mindful of how your world 


space is going to look in the map screen once you’ve built LOD. 





Take some inspiration from real-world maps when working out the layout of your world space. 
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Figure 276 - Map of Reunion Island. 


For Wyrmstooth, I took some inspiration from real world volcanic islands such as Reunion 
Island. 
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Cluttering a world space 


Medium sized objects such as the MountainCliffSlope and MountainTrim variants can be useful 
for blending mountain peaks and mountain cliffs with the ground as per the screenshot below: 





WyrrnstoothCartStart [Free camera, perspective] - M#: 48.67% (73.98 MB / 152.00 MB) 





Figure 277 - MountainTrim and MountainChiffS lope variants used to cover the base of a mountain. 


Generally you’d want to cover the intersection between a mountain peak or mountain cliff and 
the ground layer. Rather than having mountains simply stick out of the ground, I like to 
surround mountains with smaller details to simulate erosion and rock falls. 


Over time, rocks and boulders would’ve broken away from cliff sides and mountain peaks, 
coming to rest in the valleys or plains below. MountainTrim variants are also useful for quickly 
adding smaller rock detail. 


Holding down the 2’, *X’ or ‘C’ keys while right-click dragging an object in the render window 
will constrain rotation to an axis. Giving these objects a little bit of rotation will help make them 
look a bit more visually distinct from each other. I would also recommend adding some random 
scaling. You can toggle the scale tool on or off by pressing ‘2’. 
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Cluttering a world space 





You can also change an object’s scale in its reference properties which you can get to by double- 
clicking or right-clicking on the object in the render view and selecting Edit. 


You can change the Scale value under the 3D Data tab. 
Reference ™ 
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ihe | 'MountainT rim] Rocks (00060820 F lit B | 
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Figure 278 - Changing the scale of an object. 





I would avoid increasing scale beyond 2.0000 to prevent stretching the textures too much. 
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Cluttering a world space 


Next let’s have a look at adding roads. 
In the Object Window, filter by ‘road’. 


When adding roads, I like to start with the larger pieces first, such as RoadStraight02, 
RoadCurveLong45RO1 or RoadSCurveRO1. Leave some gaps in between these pieces. 


Once those are down, fill the gaps in-between with smaller road pieces such as RoadChunkL03, 
RoadChunkMO1 and RoadChunkMO03. 


This will help make the road look like it has been worn down with time. 


Road pieces are very flat so you might have trouble winding a road over a hill with the larger 
road pieces. Use the smaller road pieces for that instead. 





Wilderness [Free camera, perspective] - M#: 64.47% (98,00 MB / 152,00 MB) 





Figure 279 - Old worn road. 


Use the landscape edit tool to raise the landscape up over the sides of the road to make the seam 
between the land and the road less regular. 
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Cluttering a world space 


One trick for hiding the seam between the landscape and the road is to place rocks, thickets or 
bushes over it to make it less noticeable. 





WyrmstoothBarrowExterior03 [Free camera, perspective] - M#; 35.83% (54.46 MB / 152.00 MB) 
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Figure 280 - The road to Wyrmstooth Barrow. 


In snowy landscapes, you can even cover portions of the road with the landscape itself to 
simulate snow accumulation. 
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Cluttering a world space 


Now that we’ve divided our landscape up a bit, let’s start filling the wilderness in-between. 


The main technique I use for doing this is to develop ‘islands of detail’. Maybe start with a big 
object like an old tree stump and surround it with smaller objects like rocks, bushes, thickets or 
smaller trees. 





WyrmstoothWanderersCamp [Free camera, perspective] - M#: 85.97% (130,68 MB / 152,00 MB) 





Figure 281 - An island of detail around an old stump. 


You can then fill in the areas between these islands to blend them together. 





Wilderness [Free camera, perspective] - M#: 73.63% (111.92 MB / 152.00 MB) 





Figure 282 - An island of detail around a tree. 
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Cluttering a world space 


Large objects like DirtCliffsIsland01PineForest0O1 or TundraStreamBend01PineForest02 can also 
help seed islands of detail. 





Wilderness [Free camera, perspective] - M#: 51.26% (77.92 MB / 152.00 MB) 
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Figure 283 - TundraStreamBend01 PinePorest02. 


TundraStreamBend01PineForest02 is normally used to create small streams, but it can also help 
add variety to your landscape without water too. Maybe a stream once flowed here but dried up 


long ago. 


Important: Let the details you add to a landscape tell a story of their own. This concept is called 
Environmental Storytelling. 


Consider the fact that Skyrim isn’t a fast-paced game and players have the freedom to explore 
the world at their own leisure. Good environmental storytelling helps build the player’s 
immersion with your world space. 
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Cluttering a world space 


For coastlines I like to use TundraPond01Coast1 and blend it with the LCoastBeach01 texture to 
create these muddy pools where creatures such as mud crabs may reside. I also added driftwood 
along the shore, perhaps recently washed ashore by the tides. 





WyrrstoothDocks01 [Free camera, perspective] - MA: 70.38% (106.98 MB / 152.00 MB) 
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Figure 284 - Coastal pools. 


Some objects have several different variants with different textures or shader effects like snow or 
sulfur. For example, for placing rocks in water use the Wet variant. E.g.: RockLO1Wet. 





Wilderness [Free camera, perspective] - M#: 53.08% (80,68 MB / 152,00 MB) 





Figure 285 - RockL05 Wet. 
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Cluttering a world space 


Medium sized objects such as DirtCliffsIsland01PineForest02 can be useful for adding some 
unevenness to the landscape. The problem however is that grass is only populated on the 
landscape. 


To try and fix this you can use thickets to cover these bald areas. 





Wilderness [Free camera, perspective] - M#: 53.08% (80,68 MB / 152,00 MB} 
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Figure 286 - TreelhicketO1 covering DirtCliffslsland01 PineForest02. 





Wilderness [Free camera, perspective] - M#: 44,90% (68.25 MB / 152,00 MB) 





Figure 287 - Blending automatically generated grass with manually placed thickets. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 235 


Cluttering a world space 


Don’t forget to clutter the ocean floor if your world space has a coastline. 


Start with rocks and boulders like MountainTrim02CoastOceanFloor01, 
RockPileLO4CoastOceanFloor01 or MountainTrim01CoastOceanFloor01 then add smaller 
objects around then such as RockPileMO2CoastOceanFloor01 or 
RockPileLO2CoastOceanFloor01. 





Wilderness [Free camera, perspective] - M#: 79.36% (120.62 MB / 152.00 MB) 





Figure 288 - Ocean floor cluttering. 


In the screenshot above, I painted the LCoastOoeanFloor01 texture in between the rocks to 
place areas of kelp along the ocean floor. 


A few underwater shipwrecks can be found along the coast. Barrels and crates that were lost in 
these wrecks can also be found scattered along the ocean floor for the player to loot. Nordic 
barnacles can be found attached to the sides of these old wrecks, and slaughterfish use them to 
lay clumps of eggs in sheltered nooks. 
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Cluttering a world space 


Adding points of interest can help break up the monotony of the wilderness. These may be small 
camps, ancient ruins, remnants of houses that have been destroyed, and so on. 


Here are some points of interest I added around Wyrmstooth to give you some ideas: 





Wilderness [Free camera, perspective] - M#; 79.36% (120.62 MB / 152.00 MB) 





Figure 289 - A small dwemer ruin. 





Wilderness [Free camera, perspective] - M#; 79.36% (120.62 MB / 152.00 MB) 





Figure 290 -_A small dock and camp on the shore. 
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Cluttering a world space 


In the screenshot below, I repurposed WHshorttower to make a monument for a grave. 





Figure 291 - Grave of an unknown warrior. 


Don’t be afraid to repurpose existing assets. 


Wilderness [Free camera, perspective] - M#: 55.41% (84.22 MB / 152.00 MB) 





Figure 292 - A boat covering a make-shift shack. 
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Cluttering a world space 


As humid air is forced up the side of a mountain it condenses into clouds. We can simulate this 
effect by manually adding in these clouds. This can also be used to help exaggerate the height of 
the mountains, making them seem like they’re poking through the cloud layer. 


Filter by ‘INV_’ to get a list of all cloud shapes that you can manually place. 


Wilderness [Free camera, perspective] - M#: 12.66% (19.25 MB / 152,00 MB) 
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Figure 293 - Clouds along a mountain side. 


Clouds placed at ground level may look like a bank of thick fog, but it’s not a volumetric effect. 





Wilderness [Free camera, perspective] - M#: 76.78% (116.71 MB / 152.00 MB) 
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Figure 294 - Clouds at ground level. 
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Cluttering a world space 


Normally used in dungeons, you can repurpose the FX Mist variants to add a thin layer of 
eround-level fog. 


FXMist variants are found under WorldObjects > MoveableStatic in the Object Window. 


Wilderness [Free camera, perspective] - M#: 85.94% (130.63 MB / 152.00 MB) 





Figure 295 - FX MistLowSmokey01 HalfVts. 


To add a rolling fog effect, I scaled up a customized version of FX VolumeMist. FX VolumeMist 
is a generator that spawns ‘fog’ geometry as a particle effect. 





Wyrm stoothSaeglopurFarmeExterior [Free carnera, perspective] - M#; 85.94% (130,63 MB / 152.00 MB) 
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Figure 296 - FX V olumeMist. 
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Cluttering a world space 


To add birds to the sky I used FXbirdOPreyNoNestACT which is found under WorldObjects > 
Activator under in the Object Window. 





Wilderness [Free camera, perspective] - M#: 79.18% (120,36 MB / 152.00 MB) 
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Figure 297 - Birds. 


These are simple objects that follow the yellow outlined path. 


Wilderness [Free camera, perspective] - M#: 79.18% (120,36 MB / 152.00 MB) 





Figure 298 - More birds. 
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Cluttering a world space 


When placing waterfalls, build up the sides of the waterfall with rocks to help make them look a 
bit more believable. 





DimfrostSecondElevator [Free camera, perspective] - M#: 47.32% (71.92 MB f 152.00 MB) 
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Figure 299 - A waterfall in Dimfrost. 


This is to help simulate the fact that over the centuries, the force of the water would’ve begun to 
cut away at the cliff side. 


Use FXWaterfallSkirtTallFront to simulate the mist at the bottom of a waterfall. 





Wilderness [Free camera, perspective] - M#: 72.38% (110,02 MB / 152.00 MB) 





Figure 300 - FXWaterfallS kirtlallFront. 
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Cluttering a world space 


Important: As you clutter the world space, it’s important to test in-game fps. 


Just keep in mind: the more objects you add to each cell, the more geometry the game engine has 
to render, and the choppier your framerate will become. 


You can use a program like fraps to display an fps count. 


I aimed to keep in-game fps close to or at 60 fps. 
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Figure 301 - A screenshot from fraps showing the fps counter. 


There are ways to mitigate low framerates by hiding objects from being rendered if they are 
obstructed from view. 


See the sections on Adding Occlusion Geometry and Generating TVDT Occlusion for more 


information. 
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CHAPTER 2: MARKERS 
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Adding idle markers 


ADDING IDLE MARKERS 


We can use idle markers to influence an NPC’s idle behavior. Typically they’re used to set up 
patrol points or to make NPCs play idle animations at specific spots. 





A list of idle markers can be found in the Object Window under Miscellaneous > IdleMarker. 


Note: NPCs can use idle markers in two different ways; by being linked to one directly, or through a 
package. 


For example, NPCs with a sandbox package will randomly choose nearby furniture and idle 
markers to interact with. If we place a BrowseldleMarker marker in front of a shelf, an NPC that 
is sandboxing in that cell will eventually walk over to the idle marker, face the direction it’s 
pointing, and play the IdleExamine and IdleStudy animations that are assigned to that specific 
idle marker. 





Wyrrnistooth TheHermit [Free carmera, perspective] - M¥: 18.91% (29.70 MB # 157,00 MB} 





Figure 302 - An example of a BrowseldleMarker marker placed in an interior cell. 


Most idle markers are shown in the render window as a blue square with an ‘T and an arrow 
pointing in the direction that the marker is facing, though some may have a custom marker 
model indicating how an actor will be positioned when using it. 
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Adding idle markers 


Here’s an example of some more idle markers placed in an interior cell. 





Wyrmstooth TheHermit [Free camera, perspective] - M#; 18.91% (29,70 MB / 157.00 MB} 





Figure 303 - More idle markers in an interior cell. 


This scene contains a mix of WarmHandsIdleMarker to play the IdleWarmHands and 
idle_A_leg_shift animations, and SweepIdleMarker to play the idleLooseSweepingStart 
animation. 


By default, idle markers can be used by anyone. But you can add NPC or faction ownership to 
them to ensure they can’t be used by anyone else. 
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Adding idle markers 


Double-click or right-click on an idle marker in the render window and select Edit. 


Go to the Ownership tab. 
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Figure 304 - Setting ownership on an idle marker. 





In the screenshot above, only a specific NPC can use this particular SweepIdleMarker. 


Click OK to close the reference properties. 
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Adding idle markers 


Let’s say we spawned in a bandit and wanted the bandit to patrol between several different spots. 
We can do this by linking two PatrolldleMarker markers together then linking the bandit to one 
of them. 


In the screenshot below, I’ve placed an LvlBanditMelee1H and two PatrolldleMarker markers 
for the bandit to travel back and forth between. 





Wilderness [Free camera, perspective] - M#: 7.12% (10,82 MB / 152.00 MB) 





Figure 305 - An LvlBanditMelee1H spawner and two PatrolldleMarker markers. 
First we need to link the two PatroldleMarker markers together. 


Double-click or right-click on one of the PatrolldleMarker markers and select Edit. 
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Adding idle markers 


Navigate to the Linked Ref tab, right-click in the References list and select New. 
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Figure 306 - Adding a new linked ref. 


Click on ‘Select Reference in Render Window’ 


Choose Reference 
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Filter | 
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Figure 307 - Selecting the other PatrolldleMarker marker from the render window. 
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Adding idle markers 


This will bring up the render window and your mouse cursor will change to a crosshair. Use it to 
select the other PatrolldleMarker marker by double-clicking on it. 


Choose Reference 
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Figure 308 - Selected the other PatrolldleMarker marker. 
Click OK. 
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Figure 309 - The two PatrolldleMarker markers are now linked together. 
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Adding idle markers 


Click OK to close out of the Reference propetties. 





Figure 310 - Arrow showing two linked references. 


In the render window you should now see an arrow from the first PatrolldleMarker marker 
pointing to the marker it was linked to. 


Now we need to add the bandit to these patrol points. 


Double-click or right-click on the bandit spawner and select Edit. 
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Adding idle markers 


Go to the Linked Ref tab, right-click in the References list and select New. 
Reference 4 
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Figure 311 - Adding a new linked reference. 


Click on ‘Select Reference in Render Window’ and select one of the PatrolldleMarker markers 
then click OK. 


Choose Reference 
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Figure 312 - Linking the bandit spawner to one of the PatrolldleMarker markers. 
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Adding idle markers 


Confirm the PatrolldleMarker marker is listed in the References list then click OK to close out 


of Reference propetties. 
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Figure 313 - LvlBanditMelee1 A 1s now linked to a PatrolldleMarker marker. 
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Adding idle markers 


You should now see an arrow pointing to the PatrolldleMarker marker that the bandit was 


linked to. 





Wilderness [Free camera, perspective] - Mf: 7.12% (10,82 MB / 152.00 MB) 





Figure 314 - Our bandit now has patrol points. 
Right now, our bandit will walk back and forth between these two points without stopping. 


We can control how much time the bandit spends at a particular patrol point by adding some 
idle time. 


Double-click or right-click on one of the PatrolldleMarker markers and select Edit. 
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Adding idle markers 


Go to the Patrol Data tab. 


Let’s say we want the bandit to stand here for 5 seconds before moving on. Tick ‘Patrol Data’ 


and set the Idle Time to 5.0000. 
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Figure 315 - Adding some idle time to this patrol point. 





Click OK to close out of the Reference propertties. 





Repeat these steps for the other PatrolldleMarker marker if you want to. 
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Adding idle markers 


While technically defined as furniture, DragonPerchWordwall, DragonPerchTower and 
DragonPerchRockL02 can be used to let dragons land on objects. 


You'll find them under WorldObjects > Furniture. Just filter by ‘dragon’. 
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Figure 316 - A list of dragon markers. 


In the screenshot below, I added DragonPerchTower to the roofs of houses to let dragons land 
there. 


Wyrmstooth Stonehollow02 [Free carnera, perspective] - M#: 95.15% (144.62 MB / 152.00 MB) 
— al 
gor 





Figure 317 - DragonPerchTower added to the roofs of houses. 
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Adding idle markers 


The screenshot below shows an example of DragonPerchRockL02 in an exterior cell. 





WyrmstoothSecondDwemerLift [Free carmera, perspective] - M#: 95.15% (144,62 MB / 152.00 MB) 





Figure 318 - An example of DragonPerchRockLO2 added to an exterior cell. 


When placing dragon markers, it’s important to be mindful of where the dragon’s feet are going 
to be positioned when a dragon uses the marker. You'll want to avoid sinking the marker too far 
into the surface of an object below it so dragons don’t clip through. 
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Adding idle markers 


You can also find a few more idle markers listed under Furniture. For example, the screenshot 
below shows SoldierWallIdle. This marker can be placed against walls, wherever you want NPCs 
to stand in place against a wall with their arms folded. 





WyrrmstoothStonehollow02 [Free camera, perspective] - M#: 76.11% (115.69 MB / 152.00 MB) 





Figure 319 - SoldierWallldle marker. 


RailLeanMarker will make NPCs lean on a railing in front of them. Use the orange box to gauge 
where the NPC’s hands will go when they use this marker. 





WyrmstoothStonehollow [Free camera, perspective] - M#; 103.01% (156.57 MB / 152,00 MB} 


- ~! 





Figure 320 - RatlLeanMarker. 
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Adding idle markers 


The three markers selected in the render window in the screenshot below are 


Wounded01FloorMarker, Wounded02FloorMarker and Wounded03FloorMarker. 


They can be used to have an NPC lay on the ground and act wounded. 


WyrmnstoothStonehollow [Free camera, perspective] - M#: 102.60% (155.95 MB / 152,00 MB} 
‘ 





Figure 321 - Wounded markers. 


At the top right we can also see a HammerWallMarker which makes NPCs play a wall 


hammering animation. 
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Adding idle markers 


Animals can also use idle markers. Here’s an example of DogLayingDownIdleMarker which can 
be used to make dogs lay down at a specific spot. 





WyrmstoothStonehollow [Free camera, perspective] - M#: 102,60% (155.95 MB / 152.00 MB) 





Figure 322 - DogLayingDownIdleMarker. 


Another common one you'll see in dungeons is CreatureAlcoveMarker. Drauer can be linked to 
this marker to make them stand still in an alcove to ambush the player. 





Wyrm stoothDB Sanctuary [Free camera, perspective] - M##: 37.34% (58.63 MB / 157.00 MB) 





Figure 323 - CreatureAlcoveMarker. 
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Adding idle markers 


An alternative to CreatureAlcoveMarker is CreatureAlcoveBgMarker which makes drauer lay 
down on a flat surface instead. 





WyrmstoothBarrowCrypt [Free carnera, perspective] - MA; 75.95% (119.24 MB / 157.00 MB) 





Figure 324 - CreatureAlcoveBgMarker. 


For more furniture markers, just filter the Object Window by ‘marker’ or ‘idle’. 
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Creating a custom idle marker 


CREATING A CUSTOM IDLE MARKER 


Let’s say we wanted to make an NPC play a specific animation that’s not defined in one of the 
existing markers. We'll need to create our own. 


In the Object Window, go to Miscellaneous > IdleMarker. 
Right-click on an existing marker and select New. 


Set an ID for this marker. In the example below, I just called it CiceroDanceMarker and added 
the ‘WT? prefix. 


IdleWlarker 


| Child Can Use 
| |gnored By Sandbox 


ID WT CicernD anceM arker 


Marker Model | Edit | 


Idle Info 


Filter | 


Event Name 


Idle Timmer Setting 2.0000 


«| >> | f@ Random f° Run dn Sequence | Go Once 


Lancel | 


Figure 325 - Created a new idle marker. 





Right-click in the Idle Info list and select New. 
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Creating a custom idle marker 


Search for the idle animation you want an NPC using this marker to play. For my example ’m 
going to add IdleCiceroDancel. To add an idle animation, double-click on it. 


B Select Idle 4 


IdleCartPrisonerk... 


IdleCartPrisonerBl... 


IdleCartPrisonerk... 
IdleCartPrisonerl... 


IdleCartPrisonerCl... 


IdleCartPrisonerc... 
IdleCartPrisonerL... 


IdleCartPrisonerD |... 


IdleCartPrisonerL... 
IdleChair rite 
IdleChildlryingE nd 


IdleChildlryings tart 


IdleCicerAgitated 
IdleCiceroD ance 
IdleCiceroD ance? 
IdleCiceroD ances 
IdleCicercHappy 

Idlelivilyarlheer 


IdleCiviky! arS held... 


IdleCleanS word 


Idle 2Ceremoriy... 
IdlelO 2Ceremoriy... 
ldlelU2Ceremory... 
< 


OOO S920 
OOUBSC51 
OOTOBAE 4 
O00 75520 
OOO SC4F 
O01 OBAES 
O00 5525 
OOUE SCS? 
O01 OBAE 6 
O01 050 45 
0200250 4 
02002903 
O01 O3S655 
OOOF YOR, 
OOUF LS 
OO10S653 
O01 O3654 
OOUF Cec 
OO OF 4F 3 
OOUSEA SS 
OO0F 4331 
OOUF 4532 
OOOF 4333 


Preview! Actor 


| NOME +) 





Figure 326 - Adding IdleCiceroDancel to our new idle marker. 
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Creating a custom idle marker 


Confirm the idle animation has been added. 


IdleWlarker 


ID ‘WT CiceroD anceMarker . Child Can Use 
. Ignored By Sandbox 
Marker Model [eT E dit | 


Idle Info 


Filter | 


Event Mame 


IdleCiceroD ance IdleCiceroD ance 


Idle Tirner Setting /a.0000 


«| >> | f Random Run in Sequence . Do Once 


Cancel | 


Figure 327 - New animation added to our new idle marker. 
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Creating a custom idle marker 


I also added IdleCiceroDance2 and IdleCiceroDance3 by repeating those steps. 


IdleMWlarker 


ID WT CiceroD ance arker . Child Can Use 
Marker Model [eT E dit | 


Idle Info 


Filter | 


[Ignored By Sandbox 


Event Mame 


IdleCiceroD ance IdleCiceroD ance 
IdleCiceroD ance? IdleLicerdD ance? 
IdleCiceroD ances IdleCiceroD ances 


Idle Tirner Setting /a.0000 


«| >> | f Random Run in Sequence . Do Once 


Cancel | 


Figure 328 - Added a couple more animations to our new idle marker. 





Click OK to close out of the IdleMarker properties. 
We can now place our idle marker in the world. 


Wyrmstooth Stonehollow(02 [Free camera, perspective] - M#: 103,16% (156.80 MB / 152.00 MB) 





Figure 329 - Custom idle marker placed in our world space. 
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ADDING MAP MARKERS 


Map markers mark specific locations on the world map. 


Adding map markers 


In the Object Window, go to WorldObjects > Static. Filter by ‘mapmarker’. 


Filter mapmarker 


- Actors 

- Audio 

- Character 

- [tems 

- Magic 

- Miscellaneous 
- SpecialE fect 
WorldData 





Object Window 





red MapM arker 


a Climate 

a Encounter “one 

a Lighting Template 
[- Location 

a Location Ref Type 
a Shader Particle Gec 
~~ Visual Effect 

7 YW aterl ype 
‘Weather 


E)- WorldObjects 
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‘Activator 
‘Container 

‘Door 

‘Flora 

- Furniture 

‘Grass 

- Light 
-MovableStatic 
Static 

~~ Static Collection 


Figure 330 - Adding a map marker. 
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Adding map markers 


Drag and drop the MapMarker object into the render window at a spot that’s central to your 
location. 


The map marker will appear as a green square with an ‘M’ in it. 





WyrmstoothStonehollow [Free camera, perspective] - MA: 95.26% (144.79 MB / 152,00 MB) 





Figure 331 - The M map marker added to a location. 


Double-click or right-click on the map marker and select Edit. 
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Go to the Marker Data tab. 


Adding map markers 


The Name field specifies the name of the location that players will see on the map screen and 


when approaching the location for the first time. 


Reference 


Reference 
Editor ID: | 


4 


(Os300253 "FP 


ae ‘MapMarker' (COO0001 0) Pane | 
Encounter NONE = 
“one 


i Marker Data 


H ame Stonehollow 
Type Settlement ~| 


| Wisibhe |) Can Travel To 


& | |naccessible 
- | 
| Initially Disabled 


Hidden From 
Local Map 


- 
iw Respawn 





PU Show All" hidden 


| Reflected By Auto Water 
| Ignored By Sandbox 

| ls Full LOG 

| Don't Havok Settle 


Cancel | 


Figure 332 - Map marker data. 


The Type determines the map marker icon that'll appear on the world map and on the playet’s 


compass. 


Ticking Visible will make the marker appear in your map screen as soon as the game loads 
without needing to travel to it. If you tick Can Travel To you'll be able to fast travel to this 


location immediately assuming Visible is also ticked. 
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Adding map markers 


Go to the Extra tab. 


The Radtus field determines how far away from the map marker the player needs to be before 
they'll see the “<Location Name> discovered’ message. 


Reference 4 


Reterence 
Fiinip | 8002837 JP 
ae ‘MapMarker' (COO0001 0) Pane | 
Encounter NONE = 

“one 


Court P _Defautt_| Radiation] = __Default_| 


Health = | | Padiuz 5000.00 Default | 
Ch | 

aoe ae Head-tracking 1.0000 Default 
Time left | | weight | ee 


Alpha | Favor Cost 0.0000 Default 
cutottt _Defauit_| r 
Ose | 


Saul | | | | Sky Marker 


|| | |naccessible | Reflected By Auto Water 
B | | Ignored By Sandbox 
| | le Full LOG 
| ritially Disabled - =“ Don't Havak Settle 
Hidden Frorn 


Local Map i Respawn 


cael | 


Figure 333 - Setting the map marker radius. 








I increased this value to 5000.00 so players see the message as they pass through the town gate 
which is about 5000 units away from the map marker. 
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Adding map markers 


Under the Location Ref Type tab we can set the Location Reference Type to 
MapMarkerRefType. 


Reference mm 


Reference 
Fiinip | (02 50D 
deca ‘MapMarker' (COO00010) Bneeee | 
Encounter NONE = 
“one 


MultiBound Location Ret Type | Navkesh Import Option | Attach A 4 | id | 


Location Reference Type |S Rn Sbiaetiat=ia mel 


a | |nacceszible | Reflected By Auto Water 
- | | Ignored By Sandbox 
Initially Disabled | ls Full LOG 
Cumbeea [ | Don't Havok Settle 
Hidden Frorn 
Local Map iw Respawn 


cael | 


Figure 334 - MapMarkerRefType. 





Pll be covering Common Radiant Markers shortly, but setting this may allow certain radiant side 
quests to use the location containing this map marker, depending on the types of keywords 
assigned to the location. Specifically Jarl bounty side quests such as Kill the Giant or Kill the 
Bandit Leader. 


Click OK to close out of the map marker reference propetties. 
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Adding map markers 


The map marker radius can be seen in the render window as a yellow circle. 





WyrmstoothWanderersCamp [Free camera, perspective] - M# 77.91% (118.42 MB / 152,00 MB) 





Figure 335 - Map marker radius. 
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Adding common radiant markers 


ADDING COMMON RADIANT MARKERS 


Radiant markers are used by the radiant quest system to mark where quest objects or quest- 


related NPCs may be dynamically placed. 





In this section ’m going to go over the most commonly used markers, how they’re used and 


where they should be placed. 


For setting up these markers we'll mostly be using XMarker and XMarkerHeadinge. 


VWeyrenistoothHaolderCell [Top view, perspectrve] - Me 2.79% (3.96 MB 157.00 MBs 





Figure 336 - XMarker and XMarkerHeading. 


They’re basically interchangeable, however XMarkerHeading is usually used when an object or 
NPC needs to be placed facing a specific direction, hence the arrow. 
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Adding common radiant markers 


You can find them both in the Object Window under WorldObjects > Static. Just filter by 


‘xmarker’. 








Object Window * 
Fier |xmarker Editor ID 
meters OF Marker WUUUUUSE = 420 13 Marker... 
“Audio GF MarkerHeading WUUUOUS4 = Fas 3 Marker... 
Pisces OF MarkerSnow O00F%e8000 ] 0 Marker... 
Items 
Magic 


Miscellaneous 
‘SpecialE fect 
WorldData 

Wf onldO byects 
‘|: Activator 
‘Container 
Door 

Flora 
Furniture 
Grass 
Light 
HMovableStatic 


-- Static Collection 


[+]: 
es 
Fl 
FFI 
FFI 
Fl 
cl 


[+]: 
ch 
[I 
[I 
[I- 
[I- 
[- 
[- 
[+ 


Figure 337 - XMarkers in the Object Window. 
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Adding common radiant markers 


To set an XMarker as a specific type of radiant marker, double-click or right click on it and select 
Edit, then go to the Location Ref Type tab. 


Reference mm 


Reference 
Fdtio. |” 080283) 
Boge “Md arkerHeading' (O0000024 E dit E | 
Object: atkerHeading’ [ | it Base 
Encounter NONE = 

“One 


Enable Parent | E mittance | Multibound Location Ret Type | Navk_4 | d | 


Location Reference Type |§aya}ays + 


Ez | |naccessible ial 
- | Ignored By Sandbox 
; | | ls Full LOG 
x itil Disabled 7 ™ Don't Havok Settle 
Hidden Frorn 


Local Map iw Respawn 


cael | 


Figure 338 - Location Ref [ype tab. 





Set the radiant marker type by selecting it in the Location Reference Type drop-down. 
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Adding common radiant markers 


All radiant markers belonging to a specific location can be found under the Location Ref Types 
tab in the location’s properties. 


Location 


ID WT CragwaterCavernLocation Location Ret Types | Cells | Actors | 


Marne (Cragwater Cavern 
Loc Ret Type | Editor 1D ee 


BossLontainer |] TreasB anditthestBoss (021 53E4E ] 


Parent 
Location WT WrmstoothLocation a 


World Location Marker Ret 


Select Reference | 


World Location 
Fiadius 


— 


Bard4udienceLocation4 
Bard4udienceLocations 
Bard4udienceLocatione 
Bard4audienceLocation5 
Bard4udienceLocatiany 
Boss reasureM arker 
Boss 

FrendM arker 


CragwaterB ard4udienc... 
CragwaterB ard4udienc... 
CragwaterB ard4udierc... 
CragwaterB ard4udienc... 
CragwaterB ard4udienc... 


mM arker 


WT LylCragvaterM arau... 


mM arkerHeading 


(02021 249) 
(02021 240) 
(02021 247] 
(02021 244) 
(02021 245) 
(O24E ESC) 
(Q2469DF E] 
(O24EE S57") 


Horse Marker Ret 


Select Horse Marker | 
Music =| | DEFALILT +| 
Unreported Crime Faction NOME ¥ | 


Keywords 


Editor ID 
LocSetCave 
LocSetlayvelce 
LocT ypeB anditCamp 
LocT ypeClearable 
LocT ypeDungeon 
LocTyoelnn 

LocT ype ine 





Select | 


Cancel | 





Figure 339 - Location Ref Types tab in Location properies. 
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Adding common radiant markers 


LocationCenterMarker is generally used to mark the centre point of a location. Some quest 
packages (e.g.: random encounters) may make an NPC sandbox around this marker, or may 
spawn NPCs at this marker to wait for the player (e.g.: the courier). 





WyrmstoothFrostveinMine [Top view, perspective] - M#: 42.26% (66,35 MB / 157,00 MB) 





Figure 340 - LocationCenterMarker. 
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Adding common radiant markers 


BossTreasureMarker is placed on an XMarker. It’s generally used by radiant quests to mark the 
location of a quest item in your journal. 


It’s usually paired with BossContainer which is assigned to a treasure chest as per the screenshot 
below. This is the container that a quest item may be spawned into. 


WyrmstoothBloodstoneCamp [Top view, perspective] - M#: 50.95% (77.44 MB / 152.00 MB} 





Figure 341 - BossTreasureMarker and BossContainer. 
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Adding common radiant markers 


Boss is added to an actor that needs to be killed before a location can be considered cleared. A 
location can have multiple actors flagged as Boss, meaning they all need to be killed before a 
location is cleared. 


Important: The location needs to have the LocTypeClearable keyword assigned to it. 


WyrmstoothBloodstoneCamp [Top view, perspective] - M#: 50.95% (77.44 MB / 152.00 MB} 





Figure 342 - Boss. 


Important: Boss should only be assigned to actors. 
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Adding common radiant markers 


BardAudienceLocation1, BardAudienceLocation2, BardAudienceLocation3, 
BardAudienceLocation4 and BardAudienceLocation5 are used to mark 5 spots where NPCs may 
stand when a bard begins performing. 


Important: The location a bard performs at needs to have the LocTypeInn keyword assigned to it 
otherwise the performance will fail. 





Wyrmnstooth TheHermit [Top view, perspective] - M#: 18.91% (29.70 MB / 157,00 MB} 





Figure 343 - BardAudienceLocation. 
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Adding common radiant markers 


CaptiveMarker is used by the Companions Rescue Mission side quests. It marks the spot where 
an NPC is being held captive, typically in some sort of a jail cell. The NPC will stand at this spot 
until interacted with by the player. 





BlindCliffCavel [Top view, perspective] - M#: 31.32% (49.17 MB / 157.00 MB) 





Figure 344 - CaptiveMarker. 
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Adding common radiant markers 


FriendMarker is used by radiant quests involving NPCs that need to wait for the player at a 
specific location. 


Generally they’re placed at a safe spot, such as near the entrance to a dungeon or a camp 
situation away from enemy patrols. 





WyrmstoothCragwaterCavern [Top view, perspective] - MA: 52.64% (82.65 MB / 157,00 MB) 





Figure 345 - FriendMarker. 
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Adding common radiant markers 


OutsideEntranceMarker is typically placed at dungeons near the door marker in the world space 
cell. 


NPCs that need to wait outside the entrance to a dungeon may use this marker. 


This marker is also used as the spot to spawn dragons at when the next dragon event is 
scheduled to occur. The more you know. 





WyrmstoothBarrowExteriorQ2 [Top view, perspective] - M#: 31.63% (48.08 MB / 152.00 MB) 





Figure 346 - OutsideEntranceMarker. 
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Adding common radiant markers 


Similarly, InsideEntranceMarker 1s typically placed in an interior cell near the door marker 
leading outside. 


NPCs that need to wait inside the entrance to a dungeon may use this marker. 





WyrmstoothBarrowTemple [Top view, perspective] - M#; 85,58% (134.63 MB / 157,00 MB) 





Figure 347 - InsideEntranceMarker. 
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Adding common radiant markers 


TGRWealthMarker01, TGRWealthMarker02 and TGRWealthMarker03 are used to spawn items 
for the player to steal during the Thieves Guild The Sweep Job side quests. 


Typically they’re placed on shelves or on tables where there’s enough room for a goblet or vase 


to be placed. 


Important: Locations marked by the Thieves Guild should have the TGWealthyHome keyword. 





MarkarthOgmundsHouse [Top view, perspective] - MA: 17.09% (26.83 MB / 157.00 MB) 





Figure 348 - TGRWealthMarker. 
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Adding common radiant markers 
TGRWealthyHomeChest is used by Thieves Guild side quests to spawn items for the player to 
steal. 


Important: Locations marked by the Thieves Guild should have the TGWealthyHome keyword. 
Also, you should only flag containers with TGRWealthyHomeChest. 





MarkarthOgmundsHouse [Top view, perspective] - M¥: 17.09% (26,83 MB / 157.00 MB) 





Figure 349 - TGRWealthy HomeChest. 
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Adding common radiant markers 


HouseMainDoorRefType is applied to the front door object of a dwelling. It’s used by the 
Companions Animal Extermination side quest as well as the marriage side quest. 


There’s also a HouseBackDoorRefType but I don’t think it’s used by anything. 





WyrmstoothSaeglopurFarm [Free camera, perspective] - M#: 10.40% (16.33 MB / 157,00 MB} 





Figure 350 - HouseMainDoorRefl ype. 
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Adding common radiant markers 


HouseContainerRefType is applied to a chest in a dwelling where an item may spawn (not 
related to Thieves Guild side quests). It’s specifically used by the side quest That Was Always 
There. 


Important: You should only flag containers with HouseContainerRefType. 





WyrmstoothLaeniusHouse [Free carnera, perspective] - M#: 11.80% (18.52 MB / 157,00 MB) 





Figure 351 - HouseContainerReflype. 
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Adding common radiant markers 


LocationEdgeMarker is placed near the border of a cell belonging to a particular location. It’s 
mostly used by a bunch of civil war side quests, however random encounters do use it as well. 


It’s also used by the Blades Dragon Hunting and the Companions Escaped Criminal side quests. 


WhiterunExterior16 [Free camera, perspective] - M#: 74.31% (101.80 MB / 137,00 MB) 





Figure 352 - Location Edge Marker. 
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CHAPTER 3: SOUNDS AND 
MUSIC 
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ADDING SOUNDS 


Sound markers are generally used to play looping sounds at specific spots. 


If you’re looking to add ambient background sounds, see the section on Regions instead. 


Sound markers appear as green objects as per the screenshot below: 


Adding sounds 





Wilderness [Free camera, perspective] - M#; 60.53% (92,00 MB / 152.00 MB) 








Figure 353 - A sound marker. 


To see a list of sounds that you can add to your world space, in the Object Window go to Audio 


> Sound Marker. 


8) Object Windows 


Filter | | 





| Actors 
=| Audio 
| a Acoustic Space 
7 Music Track 
- Music Type 
a Heverb Parameters 
a Sound Category 
= Sound Descriptor 
.- Sound Output Mode 
f- Character 











che aaaah By ater nipsh adiush arker-DLP 
Bf AMBBats 

che AMBB atsWildernessE ncounter 

che AMBBirdT reeFluway 

eRe AMBBirdTreeLP 

cht AMBBonehawkFlack 

che AMEChargenE secution alla“ LP 

che AMBChargenE secutionallaR eact2D 
che AMBCrvik arb attleD istantLP 
che AMBCiviMY arb attheE xberiorLP 
GE AMBCivilW arB attleStart 


Figure 354 - List of place-able sounds. 
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Adding sounds 


To add a sound, drag and drop it from the Object Window into the render window. 


For example, in the screenshot below, I added AMBWaterfallRapidsMedium in places where 
rocks break the surface of the water. 





Wilderness [Free carnera, perspective] - M#: 60.53% (92,00 MB / 152.00 MB) 





Figure 355 - Sound markers placed along a river. 


But what if we wanted to add the sound of running water along a river? Or the sound of 
crashing waves along a beach. A better option for those cases would be to use a sound emitter. 
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To create a sound emitter, click on the Sound Emitter button in the toolbar. 


@> Creation Kit - [Wyrmstooth.esp]* 
File Edit View World NavMesh Character Gameplay Help 


Adding sounds 
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~~ WaterType <é AMBDungeonCaveDripBLP 00019897 6 0 
/ io Weather é AMBDungeonCaveDripsA2DLP 00019898) =s«107 0 
=|. WorldObjects é AMBDungeonCaveD ripsB 2DLP 00019899 82 it) 
ies Activator é AMBDungeonCaveD ripsC2DLP 00019894 62 0 
(4) Container é AMBDungeonCaveDripsCS mallRadius2DLP O0108E16 1 0 
a Door  AMBDungeonCaveWindRadius2DLP 00019896 232 it) 
: Flora QéAMBDungeonD wemerMachinenyA2ZDLP oooroco4 40 a 
(- Furniture é AMBDungeonDwemerMachineryB2DLP OOOFDCOS = 32 O 
Gl: Grass é AMBDungeonDwemerSteamLP OOOFDBF1 31 Q 
iF ; Sis Static é AMBDungeonFortwindR adius2DLP O00F992B 141 0 
ii Static <é AMBDungeonHowl42DLP 00108E99 3 0 
Static Collection é AMBDungeonlceDripRadius2DLP O00E32C1 110 it} 
be Thee é AMBDungeonlceWindRadius2DLP O00E3241 79 Q 
=All <éAMBDungeonMineWindRadius2D OOOFDS34 = 122 0 wn 
é AMBDungeonWindD oor olituded ailE xitLP oooFo473 1 0 view 
€ AMBDungeonWindrD oorLP OOOIEIA2 = 203 0 7 . 
p seri ropDebris Ooo1E68c Oo 195 World Space Wyrmstooth\orld ~ Wilderness [-7, -2] Objects 
& AMBDustD toplmpact O001E68D 1 0 
é AMBEvernightCryptRumble 02004261 0 2 si [ if = fea] 
é AMBExecutiorWalla012DLP O0108534 2 0 [Loaded at top 
é AMBExecutionwalla022DLP 00108538 = 2 0 [EditolD Name | Cords | Loe... Editon IDC Form ID] Type 
é AMBExecutionwallaOh 0010853D 1 0 Wildemess * 4,14 WT... NavMesh (495 Tris) * 03253E 76 NavMesh 
£ AMBLavaHiLPmarker O200513E 2 0D Wilderness * a | short WT... Landscape * 03001865 Land 
GéAMBLavaLoLPmarker 0200513F 1 0 celta a sl GE CritterLandinaMarker_Small * 032D94F5 Static 
Wilderness * 31725 WT... ! 9 = 
é AMBiFrogsForestfallNightLP OOWOFD2C 26 a Wildemess * 2,5 WT... G CritterLandingMarker_Small * O32D94F4 Static 
é AMBiFrogsForestPineNightLP OO10FD16 48 QO Wilderness * “3, -4 WT... o CritterLandingM arker_Small * 032D94F3 Static 
é AMBiFragsReachNight01RadLP oo0D4048 «= «20 0 Wildemess * 1-4 WT... @ Critter andingMarker_Small * 032D94F2 Static 
£ AMBrceLakeCracking 20-15 «= ots wiseress : a 3 Wie. GF CiitterLandingMarker_Small * 032D94F1 Static 
&é AMBilceWallCracking 0201 414E 0 19 ‘Wildemess * 4 : 3 WT. S CritterLandingMarker_Small * 032D94F0 Static 
&é AMBRopeBridgeCreaking 020141F0 0 12 Wilderness * Dave WT... eS CritterLandingM arker_Small * 032D94E0 Static 
QéAMBRumbleALP ooo1ci52 «197 o Wildemess # 2, 3 WT. be & CritterLandingM arker_Small * 032D 94DF Static 





Figure 356 - The sound emitter button. 


Next, click on a spot in the render window where you would like to place the sound emitter. 
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You'll see a Select Form pop-up. Use the Filter field to narrow down the list of sounds. 


OB Select Form 


x 


Filter ‘stream 


NEM, 
AME aterS team allsM ark.arthLP 
‘MEM aterS treamF allsS mallA adiusLP 
AMB\aterS teamUayhiterunLP 
AME aterS team mall hiterunLP 
AME aterS team] Wy hiterunLP 
AME aterS treamF alls_LP 
AMB\aterS treamU1 LP 


Figure 357 - Selecting a sound to place. 


Select the sound you want to add and click OK. 
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Adding sounds 


Sound emitters appear as white bars in the render window and can be resized using the scale 
tool. Usually the scale tool is toggled on when you place a sound emitter, but if it isn’t just press 
ue Xs 





Wilderness [Free camera, perspective] - M#; 66.53% (101.13 MB / 152.00 MB) 





Figure 358 - Resizing the sound emitter. 


In the example above, I stretched it to fit this section of the river. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 294 


Adding sounds 


In this example, sound emitters are used to play a loop of crashing waves along the shore. 





Wilderness [Free camera, perspective] - M#; 45.43% (69,06 MB / 152.00 MB) 





Figure 359 - Sound emitters along a beach. 


Lastly, let’s take a look at adding new sounds to the game. 
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There are a few websites that offer royalty free sound effects. The one I typically use is 
Freesound.org. 


> [ ‘ > c 


= & @ freesound.org 


reesound 


Random sound of the day 











rock the house 1.wav wewewrire | glennpét Welcome to Freesound 
this is a quick DJ drop thatis generic and can — July ?th, 2009 Fraesoundae cccullabaratiee cea 
be used by anyone.The siren sound is by 669 downloads : ; 
eg ne eee See a cocaawis of Creative Commons Licensed sounds. 
pepe) Sonsdebarcelona, ... seg Browse, download and share sounds. 
dj voice ab S 


Support Us. Get 
your Freesound T- 
Shirt! 


Freesound Blog 


Online workshop on composition with Freesound 
June 8th, 2021 sonia.espi Select your store: 
The Music Technology Group and Phonos will offer the workshop “Composing with 
Freesound” with Laura Llaneli & Frederic Font, from 12 to 16 July 2021 online. In this 
workshop, participants will explore in depth the possibilities of Freesound as a... 
Continue reading — Read Full Entry 









US Canada and Asia 


Issues with the search server [Fixed] 
June 4th, 2021 frederic.font Love Freesound? 
[EDIT: we’ve been able to stop some bots that were abusing the Freesound search Donate Now 





and now search is working for everyone again. We're implementing some measures 
to stop this from happening again.] Hi everyone, Yesterday we had some issues with 
.. Continue reading — Read Full Entry Active Forum Threads 


We just reached 500k sounds... and Freesound got 


Word association game 





faster! in Off Topic 
May 20th, 2021 frederic.font by outbeats, 1 hour, 25 minutes ago 
Hievervone Ta our rer 2020 inn ers most we nredicted ite = merit d alia: here pn th ildlife pA be 


Figure 360 - Freesound.org 
Just as an example, let’s say we wanted to add in a looping sound of a crow squawking. 


Search for ‘crow’ and look for a good sample. 


Ideally, it should have minimal background noise and should be recorded at a quality of at least 
44.1 KHz. 
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This one sounds good. 


Sin _ Ben ee ee ee ee C C 





@ freesound.org/people/UncleSigmund/sounds/138344/ 


JonxOr Messages Settings Log Out 
~WWfreesound 





Home 6a Sounds Forums People Help 


crow. wav 





= =UncleSigmund 


Downloaded 
10589 times 





4 crow squawking. 


Corvus-brachyrhynchos bird squawk crow ; ee 
This work is licensed under 


the Creative Commons 0 





License. 


Comments 


olafleflibustier 
i] Wave (.wav) 
Really great ! Thank you |! e 00:21:434 
Report spam/offensive & 3.6 MB 
k a 44100.0 H2 
msmac 
6 16 bit 
Nice, for using in a digital story about open spaces, for schoolchildren. e Stereo 





Report spam/offensive 


Figure 361 - Found a sample to download. 
Click on the Download button to download the sound file. 


To clean up the sound file, ’m going to use Audacity which you can download from their 


website for free. 
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Open the sound file in Audacity. 








& 138344_ unclesigmund_crow 








_ O x 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 
a t2¢ 
tl [> a i4 >I o 
- ' ! ' ' ' 1 ' ' ' ! 
-54 -48 -42-— Click to Start Monitoring —-18 -12 -6 0 
mai A ST za 51-48 = 39__36__33 27-24 24 4845 42 3 4 3 
@ | = ri 
MME v Ti, Digital- -In (Creative SB X- Fi) v||2 (Stereo) Tone Chann v oP (}) wale ‘mores SB X-Fi} v| 


| x|138344__unw) 1.0 
Mute | Solo 


0.5 


Project Rate (Hz) | Snap-To | "Start and End of Selection 


[aaron dior i GIERTGGoN GURoomcam |C OMMO OO OFF 


Stopped. 





Figure 362 - Importing the sound file into Audacity. 


The first thing we need to do is make this a mono track. 


Click on the file name in the track and select ‘Split Stereo to Mono’. 











& 138344_ unclesigmund_crow 



































= O x 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 
- tng 
il.,r 8 K€ PI i) 
54-48-42 Click to Start Monitoring 18-12-68 0 
1. 57 54 54 -48 -45 -42 -39 -36 33 -30 27 24 24 AS 45 “2 9 6 3 
+ - + 4 - + 
MME v| & Digital-In (Creative SB X-Fi} v | 2 (Stereo) Recording Chann v 4}) ‘Speakers (Creative SB X-Fi} a 
WV -10 0A 1.0 2.0 3.0 4.0 5.0 6.0 7.0 8.0 9.0 10.0 11.0 12.0 13.0 14.0 


| x|138344__unw] 1.0 


M 
= Name... 
—_— 
L Move Track Up 
_ 

Move Track Down 
St 
So Move Track to Top 


Move Track to Bottom 


Multi-view 
Waveform 


Spectrogram 
Wave Color 


Make Stereo Track 
Swap Stereo Channels 
Split Stereo Track 





P Format > 


and End of Selection 


4 Rate > hoOOmoo.000sr [oonoom2 114 43487 00 h 00 m 00 Ss” 


Stopped. Open menu... (Shift+M) 








Figure 363 - Split stereo to mono. 
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We should now have separate tracks for our left and right channels. 





& 138344_ unclesigmund_crow _ O x 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 


| FZ 








il [> GB 14 >! pe] 
kat —_|_|_|_} __ 
ce z 48-42 Click to Start Monitoring 1812-6 0. 
4) | = 54 54 -48 45 -42 -39 36 33-30 F 24-24 48 AS 42 9 6 3 
¥: of) Ho | KDC eae sia] @/4/Q1Q/Q] |b] 











MME v & Digital-In (Creative SB X-Fi) vy 2 (Stereo) Recording Chann v 4)) Speakers (Creative SB X-Fi) v 


Project Rate (Hz) | Snap-To _ Start and End of Selection 


44100 v|| of  » |[00h00m00.000s* [oOhoOOmo0.000s 0O0h00mO00 Ss: 


Stopped, 








Figure 364 - Separate tracks for left and right channel. 
Click ’x’ next to one of the channels to remove it. 


We should now be left with one channel. 


























& 138344__unclesigmund_crow _ O x 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 

I+ 

*k T [> B I4 >I ® 

a L 1 1 1 = ' : ' ' 1 1 1 

Y p -54 -45 -42-— Click to Start Monitoring —-18 -12 -6 0 

()) 57 54 54 -48 -45 -42 -39 36 -33 -30 27 24 24 48 45 42 9 6 3 

- - ’ 4 - 
% Lod) Bg KI el a esis] @/Q/Q1Q/Q) mh |r gt 
MME v & Digital-In (Creative SB X-Fi) v 2 (Stereo) Recording Chann v 4) Speakers (Creative SB X-Fi) v 


32-bit float 


< 


Project Rate (Hz) | Snap-To | Start and End of Selection 


44100 | | | Off L BERET SUSSIIGS OTEONETIOTS 0OhO0OmMO00s 








Stopped, 


Figure 365 - One channel. 
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If you play the track, you'll likely notice a fair bit of noise. We'll need to remove that. 





6 138344_unclesigmund_crow Add / Remove Plug-ins... = Oo x 
File Edit Select View Transport Tracks Generate Repeat Last Effect Ctrl+R 
Is7 oat 

a n> © KD ie 


Q +k Auto Duck... 














& 5-54-48 -42 Click to Start Monitoring -18- Bass and Treble... 
)) = 57 54 51 -48 -45 -4 Sane ee or 24 a 48 AS A2 4 6 3 
= " r Change Speed... 
MME v| & Digital-In (Creative SB X-Fi) Click Rernoval... cers (Creative SB X-Fi) od 
Compressor... 15 : ; 20 
Distortion... —_—— 
Mute iA 
+ | o5 Fade In 
Fade Out 
Filter Curve... 
Graphic EQ... 
Invert 


Loudness Normalization... 


Normalize... 
Paulstretch... 





Phaser... 
Repair 
Repeat... 
Reverb... 
Reverse 


: Sliding Stretch... 
Project Rate (Hz) | Snap-To _| Start and End of Selection Truncate Silence... 


fasio0 =| || =v || [OOOO M17 50367 — Waka. miss 


Stopped. Adjustable Fade... 











Figure 366 - Running noise reduction. 
Select a portion of the background noise and go to Effect > Noise Reduction. 
Click on “Get Noise Profile’. 


Moise Reduction 


step | 


select a few seconds of just noise so Sudacity knows what to filter out, 
then click Get Noise Profile: 


Get Noise Profile 2 


step 2 


select all of the audio you want filtered, choose how much noise you want 
filtered out, and then click ‘OF’ to reduce noise, 


Noise reduction (dB): 
Sensitripy 


Frequency smoothing (bands): 


Moise: (@) Reduce () Residue 


Previews 





Figure 367 - Setting our noise profile. 


Noise Reduction should close automatically. 
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Select the entire track, then go back to Effect > Noise Reduction. 


& 138344_ unclesigmund_crow 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 


> 8 I< a oe) 


' 1 ' ' ' 1 ' ' 1 1 

-54 -48 -42— Click to Start Monitoring —-18 -12 -6 0 
' ' ' ! ' ' ' ' ' ' ' 

-57 -54 -51 -48 -45 - -33 -30 -27 -21 -18 -15 


9 -39 a6! 24 . 
ta) " : 
20 io | XG Clim wn] elalaigi@ip/-— 


& Digital-In (Creative $B X-Fi) v2 (Stereo) Recording Chann v a) Speakers (Creative SB X-Fi) 


| x|138344__unw) 1.0 
Mute | Solo | 





0.5 


< 


Project Rate (Hz) | Snap-To —-|- Startand Endof Selection : “| 0 0 h 0 0 0 0 
00 || of ~=—v | [OO HOOmOO.OOOs* [00hO0m21.434 6" | mM Ss 


Stopped. 








Figure 368 - Entire track selected. 


Click Preview to listen to a snippet of audio with the current noise reduction settings. 


Moise Reduction 


step 1 


select afew seconds of just noise 30 Sudacity knows what to filter aut, 
then click Get Noise Profile: 


Moise Reduction 


SESE Previewing 


select all of the audia IS WOU want 


filtered out, and then) 9 


Elapsed Tirne: 00:00:05 


jllatise sechnediem (lett 
olse reduction (dB} Remaining Time: 00:00:02 L 


SErsithvipy 


Frequency smoothing 





Moise: Reduce ( ) Residue 


Figure 369 - Previewing noise reduction. 
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Increase the ‘Noise reduction (dB)’ slider to reduce the amount of noise. The idea is to reduce 
noise without distorting the audio too much. 


Moise Reduction 


step 1 


select a Tew seconds of just noise 30 Sudacity knows what to filter aut, 
then click Get Noise Profile: 


Get Noise Profile 


step 2 


select all of the audio you want filtered, choose how much noise you wart 
filtered out, and then click ‘QE’ to reduce notse, 


Hose reduction (dB): 000 


pensithity, 16,00 
Frequency smoothing (bands): | 1 


Moise: Reduce ( ) Residue 


Prewieuy 





Figure 370 - Changing noise reduction settings. 


When yow’re happy with the results, click OK. 
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File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 
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T [> a I4 >I ® 

Qk 

Oh 54 -43 -42 Click to Start Monitoring 418 42 6 0 

®): 57 54 5 -48 -45 42 39 -36 33 -30 2 24 a 48 AS 4p 9 6 3 

ae ot) He | KDC law sim] @/A/Q/9/Q)) b>) 

MME v| & Digital-In (Creative SB X-Fi) v2 (Stereo) Recording Chann v 4)) ‘Speakers (Creative SB X-Fi) v 














| x|138344_unw) 1.0 
mie | S00 9g 


+ 


< 


Project Rate (Hz) | Snap-To | ‘Start and End of Selection v 


| g | 
jo] > A cee OOMOOMNOOR 


Stopped. 








Figure 371 - Nozse reduced track. 
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If your audio file is particularly long, you'll need to trim it. Pd recommend you try keeping 
looping sounds shorter than 30 seconds in length. 


To export our audio, go to File > Export and select ‘Export as WAV’. 


& 138344_ unclesigmund_crow 
File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 


New Ctrl+N 
Open... Ctrl+0 a rl ad 


Recent Files = | 
Click to Start Monitoring —-18-_-12 -6 o. 





Close Ctrl+V 


! ' ' ' 1 ' ' ' i] ' ' 
’ -31 -43 -45 -42 -39 -36 -33 30 27 24 -21 -18 
Save Project 


> 
E Paier-Val 0 eer =] 

Se J ia! QQ QQ P| | 

Import > I” 2<0r8ng Chorn v|ed) [Speakers Crevivesox-F) 
Export as OGG 10 15 
Export Audio... Ctrl +Shift+E 
Export Selected Audio... 
Export Labels... 
0.0 a Export Multiple... Ctrl+Shift+L 

a Export MIDI... 


Page Setup... 
Print... 


Exit Ctrl+0 


Mono, 44100Hz -0.5 
32-bit float : 


& ~~ Select -1.0 


< 


Project Rate (Hz) | Snap-To —‘| Start and End of Selection v 
44100 v|| ‘[Ooho0n 


Stopped. 








Figure 372 - Exporting audio as .wav. 
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I’m going to save the file to my Skyrim\Data\Sound\fx\amb folder and set the file name to 
‘wt_amb_crow_squawk.wav’. 





@ Export Audio x 


Save in: o t E> flv 


Name # Title Contributing artists = Alburn 
A wt_amb_bird01.wav 
4 wt_amb_birdO2.wav 
Av wt amb_bird03.wav 
4 wt_amb_birdO4.wav 
Desktop Av wt amb_bird05.wav 
Av wt_amb_bird06.wav 


4 wt_amb_birds.wav 





% 


Quick access 


Libraries 4 wt_amb_crow01 way 


4 wt_amb_crowO02.way 


; 
i 


4 wt_amb_crow03.way 


This PC 4 vwt_amb_crowd. wav 
4 wt_amb_frogQl wav 

A wt_amb_frogQ2.wav 
Network a t_amb_frog03.wav 


4 wt_amb_frogsinriveraw.., 
4 wt_amnb_geeseOl.wav 
4 wt_amb_geeseQ2.wav 
4 wt_amb_groan01.wav 
4 wt_amb_owl01 way 

4 wt_amb_owl02.wav 

A wt_amb_rumble01 wav 
4 wt_amb_rumbleQ2.wav 
4 wt_dragonthunder.wav 


File hame: wt amb_crow_ squawk.wav 





Save as type: WAY [Microsoft] v Cancel 


Format Options 


Encoding: Signed 16-bit PCM v 








Figure 373 - Setting the file name and location. 
Click Save. 
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Back in the Creation Kit, go to Audio > Sound Descriptor. Right-click on one of the existing 
sound descriptors and select New. 











Object Window * 
Filter | Editor ID Count | Users 
[3] SAMBB arnnerhockCainLP OOU44E CS U 15 
S i [By aMepatssD OO03ESDG =O 1 
; = Acoustic Space : | New Se ee 
| -« kdusic Track [By Ameeirct c dit | U 1 
Music Type (ay amepirdt | 1 oO 1 
Reverb Parameters l AMeBone Duplicate 0 1 
=» Sound Category ae Delete O 1 
| ¢« Sound Descriptor AMBChar O 1 
Sound Marker l aMecivin Set Sound Priority »r O 1 
| +« Sound Output Mode  aMecivin, | | Tl 1 
FFI Character l aMecivin, Create New Object Wir ow 0 1 
It 7 
a aac oe Use Info ; 
ee nem 
a Miscellaneous fl AMBCobwebBreak OO084F3E 1 
Et ae fl AMBCobwebSD OO02E5DD 2 
7 ak i“ [il AMeDarkBrotherhoodD oor2DLPSD ONO0FAC =O 1 
ar ee fl AMBDarkBrothethoodD oor 3002DLPSD OO0FAD =o 1 
=~ Encounter “one 
Tee [l AMBDarkBrotherhoodD oorS00LPSD OOUS 624 U U 
- Lighting Template 
G- acstan [l AMEDarkBrotherhoodD oorLPSD OUOS "613 U U 
Location Ref Type | Ml #MBDLCtWeterfalll arge2DLPSD 02013328 «=o 1 
Shader Particle Gec [ay AMBOLC1WaterfallLargeDistant20LPSD U201 3324, U 1 
.. Visual Effect (y AMBDLC1WaterfallLargeLPSD O2013335 U | 
a Water ype [3] SMBOLC1 Waterfall edium20LPSb 02013320 0 | 
‘Weather [3] SMBOLCTW atertallMediumLPSD O201 4054 U | 


Figure 374 - Creating a new sound descriptor. 
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This is going to be an ambient sound, so set the Category to AudioCategoryAMB. Set the 
Output Model to SOMMono02000 and set Looping to Loop. 


Sound Descriptor 


mm 


| WT AMBBird Crow Squawk 
Descriptor Type: 


Standard + 
Auditioning: 


Play | Stop | 


Sound | Conditions | 


< 
Category: 


SudioCategoryAhB + | Conditions 
Output Model: 


| SOMMono02000 ¥ | 


Static Attenuation (dB): 0.00 dB Variance: 


E a 
(None Alternate: Mone 
f Loop 


f Envelope Fast Alternate For... | 


f Envelope Slow 


So Frequency Shirt: “Frequency Variance: 


fF =| £ = 


Priority: Default 


Looping: 


—Rumble Send: — 


Small [---—-_— a 
(———— 3 





Figure 375 - Setting up our new sound descriptor. 
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Right-click in the sound list and select New. 
Sound Descriptor ~*~ 


WT AMBBIrnd Crow Squaik 


Descriptor Type: 


Standard ¥ | 


Auditioning: 
Play | Stop | 


sound | Conditions | 


< 


Category: 


|AudioCategoryAME ~| [ Conditions 

SGutput Model: 

SOMMono02000 ¥ | 

Static Atbenuation (dB): 0.00 dB Variance: 
Jo ba 

( None 


Alternate: None 
i Loop 


€ Envelope Fast Alternate For... | 


( Envelope Slow 


“ Frequency Shift: ‘Frequency Variance: 


E 4 fe 4 


Priority: DeFault 


Looping: 


| Rumble Send: 


Small ({--_— a 
See a 





Figure 376 - Adding a .wav file to the sound descriptor. 


Select the .wav file. Again, for this example that will be wt_amb_crow_squawk.wav under the 


Skyrim \Data\Sound\fx\amb folder. 
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The .wav file should now appear in the sound list. 


Sound Descriptor ~*~ 


WT AMBBird Crow Squawk 


Descriptor Type: 


Standard ¥ | 


Auditioning: 
Play | stop | 
Sound | Conditions | 


DakalSoundiFsiambiiwl amb crow squavwk, way 


< 


Category: 


|AudioCategoryAME ~| [Conditions 
Output Model: 
SOMMono02000 ~| 
Static Attenuation (dB): 0.00 dB Variance: 

| i [sxx] 
f None 


Slbernate: Mone 
(- Loop 


€ Envelope Fast Alternate For... | 


€ Envelope Slow 


So Frequency Shift: “Frequency Variance: 


E 4 fe = 


Priority: Default 


Looping: 


| Rumble Send: 


Small (--—-——— a 
i———— 3 





Figure 377 - Sound added to sound descriptor. 


Conditions can also be added to sound descriptors. An example of a commonly used condition 
is to check the time of day, so certain sounds only occur during specific hours. 
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To add a condition, you need to tick the Conditions checkbox first. 


Sound Descriptor 


oe 


| WT AMBBird Crow Squawk, 
Descriptor Type: 


| Standard * | 
Auditioning: 


Play | Stop | 


Sound | Conditions | 


data SoundiFxambiwk_ amb crow squaiwk, way 


< 
Category: 


4uUdioCabegoryAhB ¥ 
Output Model: 


| SOMMono02000 ¥ | 


Static Attenuation (dB): 0.00 dB Variance: 


E aa 
f° Mone Slbernate: Mone 
f Loop 


C Envelope Fast Alternate For... | 


f Envelope Slow 


So Frequency Shift: “Frequency Variance: 
c | 


Priority: DeFaulk 


j Looping: 


—Rumble Send: - 


Small --_s a 
i———— 3 








Figure 378 - Conditions enabled. 
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Conditions are added under the Conditions tab. 


Sound Descriptor ~*~ 


WT AMBBiIrd Crow Squawk 


Descriptor Type: 


Standard ¥ | 


Auditioning: 
Play | Stop | 


Sound ‘Conditions | 


Target | Function Name Function Info | 
GetCurrentTime NONE >= 


AND 


19,00 
S| GetCurrent Time NONE Sa eee Eee 





Figure 379 - Conditions added to the sound descriptor. 


In the screenshot above, I added two GetCurrentTime condition functions to ensure that the 
crow squawking sound only plays during daytime hours. 


Click OK to close out of the Sound Descriptor properties. 


Important: Adding, deleting or modifying sound descriptors may cause the Creation Kit to eventually 
crash, so make sure you save before continuing. 
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To create the sound marker, in the Object Window go to Audio > Sound Marker. 


Right-click on one of the existing sound markers and select New. 


8) Object Window 


Filter wt 





1 Actors 
Eb Audio 


Select your sound descriptor and enter in an ID. I set it to match the name of the sound 
descriptor, but appended ‘LP’ to the end to indicate that it’s a loop. 


= Acoustic Space 
- Music Track 


= Music Type 


-- Reverb Parameters 
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- Character 
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-SpecialE fect 
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[+]: Location 
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-- Visual Effect 
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Figure 380 - Creating a new sound marker. 


Sound Marker 


ID WTAMB BirdlrowS quawkLP 


~ 


WTAMB BirdlrowS quawk, ¥ | 


Figure 381 - Configuring the sound marker. 


Cancel | 
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Now you can drag and drop the new sound marker into the render window to add it to your 
world space. 





Wilderness [Free camera, perspective] - M#: 12.55% (19.08 MB / 152.00 MB) 





Figure 382 - The new sound marker added to a custom world space. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 312 


Adding sounds 


Alternatively, if you’re setting up this sound to use as a regional ambient sound, go back to the 
sound descriptor and set Looping to None. 


Sound Descriptor ~*~ 


| WT AMBBird Crow Squawk, 
Descriptor Type: 


| Standard ¥ | 


Auditioning: 


Play | Stop | 


Sound | Conditions | 


data SoundiFxambiwk amb crow squaiwk, way 


< 
Category: 


SudioCategoryAhB + I Conditions 
Output Model: 


| SOMMono02000 ¥ | 


dB Variance: 


Looping: 


‘* None Slkernate: Mone 


f° Loop 
f° Envelope Fast Alternate For... | 


f° Envelope Show 


So Frequency Shift: “Frequency Variance: 
| a LJ | i [al 
Priority: DeFaulk 


Rumble Send: 


Small [--—-_— a 
(———— 3 





Figure 383 - Changing the sound descriptor for use as a regional ambient sound. 


I also set the dB Variance to 5 and the %Frequency Variance to 5 to add some slight variation in 
the loudness of the sound every time it plays. You could also set a % Frequency Shift if you want 


to. This will affect the pitch of the sound every time it plays, but in my example ’m not going to 
do that. 


Click OK to save these changes. 
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You can then drag and drop the sound descriptor into the list of sounds on the Sound tab of 
your Region. 


Region Editor 


|Wyrmstoathworld ~| General | Objects | Objects (more) | Weather | Map | Landscape | Grass  50und | 
Region Name 
El AudioIntOungeonMine(it [IY Enable this type of data Music Type DEFAULT +| Priority’: [50 =] [ Override 
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Mi oucin SGmeshiGen 4M BrCricketsForestPineslPst 1.000000 
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4M BrCricketsForestPineDLPst 1.000000 
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[J MegansoulCairnd1 SMBrWindForestPinesust4o1 0.080000 
= Kaymesh SM BrWindForestPineGustbol 0.080000 


Bi eecionia WTAMBBirdCrowSquawk 
WB Region127 


WB Recioni3 


MB Regionte 
WB Recions36 


WB Regions37 
9 vrmstoathForest i 
< 


Data View 
I¥ Objects 
4 Weather 
lw Map 
I¥ Landscape 
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i“ Sound 
[ No Data 


View 4ll | 
View) Wome | 





Figure 384 - Adding our new sound descriptor to a region. 


See the section on Regions for detailed steps on setting them up. 
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ADDING ACOUSTIC SPACES 


Acoustic spaces modify acoustic properties such as reverb when a player walks within one. The 
size of an acoustic space can be adjusted with the scale gizmo which can be toggled on or off by 
pressing ‘2’, 


To add an acoustic space, click on Acoustic Space in the toolbar. 
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Figure 385 - Adding an acoustic space. 
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You'll see a Select Form pop-up. Use the Filter field to narrow down the list of acoustic spaces. 


© Select Form Pd 


Filter lacier 


HEM - - 
Extllacier ASPLC 0010 





Figure 386 - Selecting an acoustic space to place. 


Select the acoustic space you want to add, such as ExtGlacier, and click OK. 
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I like to use ExtGlacier in between glaciers, where you would expect sound to bounce around. 


Wilderness [Free camera, perspective] - M#; 43.95% (66,81 MB / 152.00 MB) 





Figure 387 - An acoustic space in between glaciers. 


A list of acoustic spaces can be found in the Object Window under Audio > Acoustic Space. 


BS Object Window * 


Filter | 





Figure 388 - List of acoustic spaces. 
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Adding acoustic spaces 


To add a new acoustic space, right-click on one of the existing ones and select New. 


Acoustic space 


ID /WTMountainsAcousticSpace 


Enviroment type /IntRoomStoneLargeRe ¥ | 
Use Sounds Fron Region: (WeatherMountains | 
‘paras OAs" WeatherMountains ¥ 


Looping Sound: Select Sound | 





Figure 389 - New acoustic space. 
Set the ID. In my example, I just set it to MountainsAcousticSpace and added the ‘WT’ prefix. 


Say for example we wanted to add an acoustic space to a narrow mountain pass, where we’d hear 
sound bouncing off the cliff sides. 


To accomplish this, I set the ‘Environment type’ field to IntRoomStoneLargeReverb and the 
‘Use Sounds from Region’ field to WeatherMountains. 


Optionally, you can add a specific looping sound by clicking on the Select Sound button, but in 
my example I’m not going to do that. 


Click OK to create the new acoustic space. 
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But what if you wanted to create a specific environment type? Maybe something that would 
work better in between mountain peaks? 


In the Object Window navigate to Audio > Reverb Parameters. 











GB Object Window a 
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Figure 390 - Reverb parameters. 


Create a new reverb parameter by right-clicking and selecting New. 
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Set the ID. For my example, I’m just going to call it MountainsReverb with a ‘WT’ prefix. 


Reverb Parameters 


ID | W'THounkainskeverb 


Presets: 


Reverb Amp: 
Decay Timetmsy: 
Reverb Delay (roisi: 
Room Filber: 

Foor HF Filter: 


HF Reference (Hz): 


co 
Ph 
—_— 


Vi 


Decay HF Ratio: 
Reflections: 
Reflect Delay (rasi: 


Diffusion %5: 


Density “vo: 





Figure 391 - New reverb parameters. 
In the Presets drop-down I selected Mountains. 


For a description of what each slider does, see the Reverb Parameters article on the Creation Kit 


wiki. 
Click OK. 
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Now we can go back to the acoustic space we created earlier and change the ‘Environment type’ 
to the reverb parameters we just created. 


Acoustic space 
ID /WTMountainsAcousticSpace 


Enviroment type | t gts 


ae med Soelei WeatherMountains ee 


Looping Sound: Select Sound | 


cane 


Figure 392 - Using our new reverb parameters. 





Click OK to save and close. 


For steps on how to set up region sounds, see the section on Regions. 
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ADDING MUSIC 


Music can be added to a world space, a region within a world space, or to specific cells. 
Music tracks need to be converted to the .xwm format first before they can be used in-game. 


To convert a .wav or .mp3 file to xwm we'll need the Skyrim Audio Converter utility which is 
available on Nexusmods. 





Launch SkyrimAudioConverter.exe. 


oS Skyrim Audio Converter v. 1.0.2 by John 


Filename Status Convert type 


() audio > Skyrinn music [wn] 
(2) audio > Skyrim voice [fuz] 


Sampling Frequency 


44 1k 


audio file bitrate 


32k 


arriétiz file bitrate 


Ack 


Channels 


C1 2@ 


Add file(s] Invert selection Remove selected 


Convert selected Cancel alll 


Output Codec 


Language e 


= 


Figure 393 - Skyrim Audio Converter. 





Under the “Convert type’ section, select ‘audio -> Skyrim music’. 
The other settings below it can be left at their defaults. 


Click on the “Add file(s)’ button. 
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Select the audio file(s) you want to convert to .xwm and click Open. 


sd F Weyrrnstooth Utilities skyrim Audio Converter 


Organize ¥ New folder an 


Name Contributing artis 


ae Quick access 
©, bin 


Ge OneDrive =, mus_wtdungeon_generic_O1way 
v MM This PC 
MM Desktop 
al Documents 
jam, Local Disk (C2 
» am, Local Disk (D2) 


= Local Disk (Ds) 


e* Network 


| mus wtdungeon_qeneric_O1wwav we All supported (xwmy tur. air + 


Open 





Figure 394 - Selecting the audio files to convert to .xwm. 


In the example above, ’m going to be using a track composed by , it specifically 
for the Wyrmstooth mod. 
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Confirm the audio file(s) are listed in the utility and the status shows ‘Ready’. 


aS Skyrirn Audio Converter vy, 1.0.2 by John 


Filename Status Convert type 


DO \Projects‘\Modding\Skyrinrmetooth sUhilities .S kvrim Audio Convert... Ready 


(®) audio > Skyrim music [wen] 


(2) audio > Skyrim voice [fuz] 


srr tLiz file bitrate 


Ack. 
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Convert selected Cancel alll 
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el Le 
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Figure 395 - Audio files to convert are listed in the utility. 


Click on the ‘Convert selected’ button to begin converting the selected audio files to the xwm 
format. 


When conversion is complete, the audio files should be automatically unticked. 


oS Skyrirn Audio Converter vy, 1.0.2 by John 


Filenarne Status 


[|] O:\Projects’sMadding’SkyrimyrmstoothUtilities\Skurin Audio Convert... Ready 


Convert type 
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Convert selected Cancel alll 
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Mel Le 
— == 





Figure 396 - Conversion finished. 
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Important: If your mod includes an .xwm music file and you pack it into a .bsa archive, I would 
recommend either not compressing the .bsa archive or use a third party utility to compress it instead. ?ve 
run into issues before where the game would crash when trying to play an .xwm music file from a .bsa 
archive compressed with Bethesda’s archive.exe utility. 


The new .xwm file(s) should be placed in the same folder you as the source audio files. 
Next, we need to create new tracks for each .xwm file in the Creation Kit. 
In the Object Window, go to Audio > Music Track. 


Right-click on one of the existing tracks and select New. 
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Figure 397 - Creating a new music track. 
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Set the Track Type to Single Track. 





Music Track x 
iD || 
Track Type: 
Single Track ¥ [Has Conditions 


Single Track | Conditions | 


Choose File | 
Cue Points [in seconds): 
Choose Finale | Add | | 
| Remove | 


isu 


. Contains Loop 





— 
-— 
— 


Cancel | 








Figure 398 - A new music track. 
Click on Choose File. 


The file needs to be copied to your Skyrim\Data\Music directory. For example, for Wyrmstooth 
I put music tracks under Skyrim\Data\Music\wyrmstooth. 


When choosing a file, the file extension needs to be in .wav format. If you’ve already converted 
the files to xwm we'll need to change the file extension to .wav, add the file to the Music Track 
properties, then rename the extension back to .xwm. 
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Right-click on the music file you want to add and change its extension from .xwm to .wav. 


F Mi = | C:\Program Files («86)\Steam\steamapps\common\Skyrim\Data\Musiclwyrmstooth 


€ - 4 £ Local Disk (C3) Program Files (x86) Steam steamapps common Skyrim BEL Music wiyrmstooth 
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Figure 399 - Renaming the .xwm file back to .wav temporarily. 


Now we can add it to the Creation Kit. 


common Sky Music wayrrmstooth 


Organize ¥ New folder oe 


Marne [ Contributing artists 
ow Quick access 
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Figure 400 - Selecting the music file to add to the new music track. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 327 


Adding music 


Once the music file has been added as a .wav file, rename the .wav file back to .xwm. 





Music Track P4 


Oe 


Track Type: 
Single Track Sa [Has Conditions 
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Choose File | 
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Cancel | 








Figure 401 - Added as a .wav file in the new music track. 
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EB mus_wtpalette_day 
‘ial mus_wtpalette_day_0 
B mus_wtpalette_day OLxwmn 


an mus_wtpalette_day O5.x.wm 


3 3KB 
21 5:32 PM J File 154 KB 
21 5:32 PM J File 106 KB 
‘all mus_wtpalette_night_02.xwem 4/05/2021 5:32 PM “| File 134 KB 
Bonus wtnalette niaht Orne AJN5 47071 5:37 PM XVM File 165 KR 
43 items | 1itemselected 874KB | State: MA Shared | 





Figure 402 - Renaming the file extension back to .xwm. 
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Adding music 


Set the ID. In my example, ’m going to call the track MUSDungeon01 with the “WT” prefix. 





Music Track x 
ID |wTMUSDungeon@t 
Track Type: 
Single Track ¥ . Has Conditions 


Single Track | Conditions | 


Choose File | 
/data\M usic’\wyrmstooth\mus_wtdungeon_ger 
Cue Points [in seconds): 
Choose Finale | Add | | 


Remove | 





. Contains Loop 





Cancel | 





Figure 403 - Added the track ID. 


If you want to add conditions to the track to only play the track under certain circumstances, tick 
‘Has Conditions’. 


In the following screenshots, [ll be showing you a track that I set up only to play during daytime 
houts. 





Music Track x 


ID |WTMUSExploreD ay01 


Track Type: 


Single Track + IV ‘Has Conditions 


Neccccecesecesccesccssosecesscseseed 


Single Track | Conditions | 


Choose File | 
[Data\M usic\\wyrmstooth\mus_wtexplore_day_ 


Cue Points [in seconds): 


Choose Finale Add | 
| Remove | 





Cancel | 





Figure 404 - Enabling conditions on a music track. 
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Adding music 


Go to the Conditions tab. 





Music Track x 
ID |WTMUSExploreD ay01 
Track Type: 
Single Track Sa Il¥ Has Conditions 


Single Track Conditions | 


Target | Function Name | Function Info | Comp Value 


S| GetCurrent] ime NONE ES 0 
GetCurrentT ime NONE < 20.00 AND 
LocationHasKeyword Keyword: 'LocTypeDungeon' =m 0.00 AND 





Cancel | 





Figure 405 - Music track conditions. 


In the screenshot above, I added two GetCurrentTime conditions to only play the track during 
daytime hours. I also added a LocationHasKeyword condition to ensure the track doesn’t play in 
dungeons, where I want a different music track to play. 


To add a new condition, right-click on the conditions list and click New. 


Click OK when you’re done here to close out of Music Track properties. 





Music Track x 
ID |WTMUSExploreD ay01 
Track Type: 
Single Track Sa l¥ Has Conditions 


Single Track Conditions | 





Target | Function Name Function Info | Value 


iS GetCurrentT ime NONE > 6.00 AND 
3 GetCurrentT ime NONE < 20.00 AND 
PL LocationHasKeyword Keyword: 'LocT ypeDungeor’ =m 0.00 AND 
Duplicate 
Delete 


«| »| Copy Condition a 


Copy All Conditions 


Paste Conditions 








Figure 406 - Adding a new condition. 
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Important: It’s important to mention that adding, modifying or deleting Music Types may eventually 
cause the Creation Kit to crash, so save your mod now before that happens. 


Next, we’ll need to create a new Music Type. 





A Music Type is a collection of music tracks that can be referenced by a world space, region, 
location, or cell. 


To create a new music type, in the Object Window go to Audio > Music Type. Right-click on 
one of the existing music types and select New. 


B Object Window »* 


Filter | 





Editor ID Count | Users 





None OONIBA72 OCS 
+) Act — 
if pia Gl MUSAlduinDeath OOUFES5 0 1 
Acoustic Space | ME MUSCastle OONEDS42 «oo : 
t efsie tack BB Muscombet OOOMISE =o 





a Music Type 





: -~ Reverb Parameters BB uscomt , 
| 7 Sound Category BB HuUSComt Edit : | 
Sound Descriptor | MUSComt | og 5 
| a Sound Marker BB MusDisc: SuaplEate i O O 
: . Sound Output Mode BB MuUsDisc: Delete l q ; 
" tem - “Usb, Create New Object Window 
BI: Magic MB Musvisce se nfs » oo 0 
EF Miscellaneous [| MUISDreac eee, qa 104 
BI Specialk fect Bl MUSDungeon ooen4cz2 otséG 
sts Ml MusDungeonCave OOOS4EDD =oSs«182 
_ ae ae ell MU SDungeonlhargen O01 05449 U | 
a Lighting Template [4] MUSOungeonlleared O01 O363F U U 
ee arsGan [3] MUSOungeonDLey ampirelastle OZ00EEB4 O 1 
Location Ref Type BB MUSDungeonFort 00056156 0 118 
. Shader Particle Gec BB UsDungeonice o005228, 0 49 


Figure 407 - Creating a new music type. 
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To add a music track, right click in the track list and select New. 


Music Type 


en 


[ Abrupt Transition 
. Plays One Selection 
| iz Fade Duration: (0.0000 [ Cycle Tracks 


7 OOO [ Maintain Track Order 
eM aE . Bucks Curent Track 


Priority: = Default 


E ditarlD Tye 


Delete 


Lancel | 


Figure 408 - Adding a new track to the music type. 
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Adding music 


Select the tracks you want to add and press OK. 


O° Select Form on 


Filter vat 
Form Type 
)WTMUSB arrow 

WT MUS Barrow? 
;WTMUSBoathntrol 

WT MUS Dirntrost 

WT MLS Dirmtrostli2 
) “4 TMU SDimtrost03 
)'WTMUSDragonkilled 
14TMUS Dungeon 

WT MUS Oungeonl? 
PAY THMUSODurngeonts 
V4 TMU SDurngeontd 
PAT MUSOungeont5 
)WTMUSEsploreD a0 
Wf TMUSExploreD ayPalette 
WT MUSE #ploreD ayPalettea(1 
WT MUSE xploreD apPalette4a 02 
WT MUSE #ploreD ayPalettea03 
)WTMUSEsploreD ayPalettea0-4 
WT MUSE #ploreD ayPaletted05 
1: WTMUSExploreD ayPaletteB 01 
)'WTMUSE xploreD ayPaletteBbU2 
WTMUSE xploreD apPaletteBbls 
< 


U 
0 
U 
0 
U 
0 
U 
0 
U 
0 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 


hy 


Ok. 








Figure 409 - Selecting the tracks to add. 
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Adding music 


Set the ID. For my example, I’m going to add it MUSDungeon and add the “WT” prefix. 


Music Type 


| Abrupt Transition 
| Plays One Selection 


| 50 Fade Duration: 4.0000 | Cycle Tracks 


- 
T Ducking (dB): |4-0000 |) Ducks Current Track 


Priority: = Default 


E ditorlD Tye 


WT MUS Oungeont Single Track, 
WT MUS Oungeonl? Single Track. 
WT MUSOungeont3 Single Track, 
WT MU SO ungeont4 Single Track. 
WT MUS OungeonQ5 Single Track, 





Figure 410 - Configuring the music type. 
I also set the Fade Duration to 4.0000 to fade between tracks. 


Click OK to close out of the music type properties. 
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Adding music 


To add a music type to a world space, go to World > World Spaces. 
Select the world space you want to add it to from the list down the left hand side. 


Set the music type you want to play in the Music field then click OK. 





WorldSpace: Wyrmstoothyorld — * 
World Space Mame ‘wyrmstooth 
Parerit 
Warldspace | NONE -| a 
Sharable Data 
EditorlD [Name T T 
Alftand\y'orld Alftand Cathe... LOD ‘Water Height 0.0000 Default Land Height 
Blackreach Blackreach 
BlindCliffCave... Blind Cliff Cave LOD Water Type | Defaultwater | -1024.0000 
BloatedMansGr.. Bloated Marrs... 
BluePalacewin... The Mind OF... e Default Water Height 
BrinewaterGrott.. Brinewater Gr... 0.0000 
Cw Siegel est... Water [Defaultiw’ater kat | 
CWT estHold Avoidance Ex... 
Darkwaterwold  Darkwater Pass i Distant LOD Multipler 7.00 
DeepwoodRed.. Deepwood Vale ‘WymstoothClimate == 
Dimnfrost * Dimfrast Climate |\WiurrnstoothClimate ee ) 
DLCO Boneyard = Boneyard 
DLCO1 Falmer... = Forgotten Vale E 
DLCOSoulCarrn Soul Cairn 
Usable D 
DLCTAncestor.. 9 Ancestor Glade Cloud ‘sky wayrmstoothworldm E dit | a ea 
DLCIDarkfallP... Darkfall Pass... Model [Oo v 0 
DLC TForebear... = Forebears' Ho... fF eqera ies 
DLC 1HunterH... OCayspring Ca... 


DLC WVampirel... Yolkihar Court... Min Height 32000.0 Cell Coordinates 
EastEmprevwear... East Ernpire C... bya bat 
ElderglearniSan... Elderglear 5... Max Height 5000.0 Cell 6 Cell’ 3 


FallowstoneCla... 
FallowstoneCla... 
FrostmereCrypt... 


Giant's Grove 
Fallowstone C... 
Frostmere De... 


ae i SE 
lnitial Pitch 60.0 Cell 16 Cell’ -12 


FetLightyyordsS... World of Fe Li... 

JaphetsFollw'..  Japhet's Folly 

KarthspreRedo... The Karthspire HCL SIME NBM BLES Dele 

K atariahta‘orld Emperor's Gua... Bee eee Cell Offset Cell? Offset Cell? Offset World Map Scale 
Labyrinthiankda... Shalidor's Maze P 0.0000 o.0000 0.0000 [ 000 
Labyrinthian... Lost Yalkyog 

Labyrinthian...  Labyrinthiarn C... 

Labyrinthian’... Labyrinthiar, ... Canopy shadow | | Clear | 
MarkarthW' orld Mark arth 

Mosshotherla... Moss Mother... Water Environment Mal | Clear | 
RedEagleRedo... Aled Eagle As... 

Ritter’ orld Riften |) No LOD Water | No Landscape | No Sky | No Grass 
Shadowgreenl... Shadowgreen... : 

Skuldatrivorld Skuldatn | Can't Fast Travel Fram Here | Can't Wait 

Solitude orld Solitude Encounter ‘(NONE — | 
Southtringeold  Southtringe 5... Music |MigTaS one oS 

Sovngarde Sovrgarde 

T — Skurim Location \WT'wprmstoathLacation ¥ | ite | MONE +| 
TestMeganold TestOLC1Pla... 

Testworld : Test World HD LOD Diffuse | ‘DataT extures'\_Landscape4Mountains4\MountainS labD2. Clear | 
WhiternDrago... ODragonereach... 

Whiterun\ond = Ww hiterun HO LOO Norrnal | Data] extures’\Landscape'\Mountains\Mountain$ labO2_ Clear | 
WindhelmPitw... THe Pit 

Windhelmv old = Windhelrn | Small‘workd | Center Cell 0 f fl 
Wiyrmetoothyy'o...  Wiurrstooth 


Output Cell Ref Counts | 
cancel 


Figure 411 - Adding a music type to a world space. 
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To add a music type to a specific region only, go to World > Regions. 
Select the world space in the drop-down menu then click on the region in the list below it. 


Go to the Sound tab and set the music type you want to play in the Music Type field then click 
OK. 


Region Editor 


|WyrmstoathWorld ~| General | Objects | Objects (more) | Weather | Map | Landscape | Grass Sound | 


Region Name 

i AudioMenuskillsRegion [IY Enable this type of data Music Type (tai Met oben) ee Priority’: 50 = [ Override 
BB ovcinavmeshGen 

MB oct soulcairntavmesh 

BM etHelgenattack AMBrRumble... 0,040000 

Bris AMBrRumble... 0.040000 


me ansoulCairnt1 WTAMBRumble = 0.060000 
: AMErWindBe, . . 1.000000 
We evmesh 


AMBrWindCo... 0.100000 
MB Regionia AMBrWindco... 0.100000 


WB Regioni27 

WB Regioni3 

MB Recionie 

WB Regions36 

WR Regions37 

WY wyrmstocthForest i 
0 wyrmstoothmarsh ii 


We vrmstoathRegion ¥ 
WW wyrmstoothsteampoals is 
< > 


Dake view 
IW Objects 
4 Weather 
lf Map 
iW Landscape 
Iv Grass 
I¥ Sound 
[ No Data 


View All | 
View None | 





Figure 412 - Adding a music type to a region. 


For Wyrmstooth, I set the day/night exploration music on the border region 
(WyrmstoothRegion) rather than on the world space, which is the same way the default Tamriel 
world space is set up. 
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Adding music 


To add music to a specific cell, right-click on the cell in the Cell View window and select Edit. 


Set the music type you want to play in the Music Type field then click OK. 


Cell 


World Space | Interiors +| Common data | Lighting | Interior Data | Directional Armbiert Lighting | 


Location Detault IntOungeonLatacomb: + 


‘wTE = Acoustic Space 

arrowLocation ¥ 

Editor) || Name | L..J Coo... | Lac... | Music type |B 
Hall of t... 
Hier 
a | Has Water 


Hause ... 7 
New Gri... 7 Height I Water | Defaultiwtater | 


Minarie'... . . 
Niranye'.. Linear Velocity Angular Velocity 


Palace ... . cod o.oo00 
Palace ... he a - 

Palace ... - 

Sadri's ... ” af | 0.0000 | 0.0000 


Windhel... es 

Temple ... ia ? | 0.0000 | 0.0000 

Viola Gi. 7 ae Fiese 
Wareho... 

The Wh... 

The Arc... 7 ImageSpace | FarmlnterorlS 


ae Force Hide Land 


Hall of " T Quad 1 [ Quad? [ GQuad3 [ Quad4 
Hall of t... 


The Mid... ~ [ NoLOD Water [~ HandChanged = fw Cant Travel 
The Mid... m From Here 


The Chill 
Jarl's Lo... 
Kraldar'... 
Birria's ... 
The Fra... 
The Fra... 
Wolksku... 
Wolksku... 
Abanda... 
Guard B... 
Wrist... 
Weyrmat. 
Wrest... 
Wweyrmnat. 


wurst... i 


Figure 413 - Adding a music type to a cell. 


Cancel | 





In the screenshot above, ’'m playing the WT MUSBarrow music type in the Wyrmstooth Barrow 
cells instead of the day/night exploration music to help build a different kind of mood for the 


player when they’re exploring this dungeon. 
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A music type can also be assigned to a location, and will play in any cells that have been assigned 
to that location. 


Go to WorldData > Location and open the location you want to assign a music type to. 


Location 


ID {WTStonehollowLocation Location Ref Types | Cells | Actors | 


Marne Stonehallow 
Tae Ee Wee LEdto ID] 


LocationCenterM arker WirmetoothLocationCe... [O3006 402) 
Parent 
oe | WT wirmetoothLocation = 


World Location Marker Ref 


Select Reference | 
World Location (0 


Radius 
Horse Marker Ref 


Select Horse Marker | 


Music = 


Unreported Crime Faction WT CrimeF actionWwyrstoath ¥ | 


Keywords 


Editor ID 

LocT yoeH abitation 

LocT yoeH abitationH aslnn 
LocTypeT own 





Select | 





Cancel | 


Figure 414 - Specifying a music type for a location. 
The music type can be assigned in the Music drop-down. 


Click OK to close out of Location propetties. 
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Some tracks can be scripted to play at specific points in a quest. Increasing its priority and ticking 
‘Ducks Current Track’ will play this track above any other currently playing tracks. 


Music Type 


Priority: 


Highest 


Tr 


WTMUS Boatlatrol 


Fade Duration: 0.0000 


Ducking (dB), }40.0000 


Single Track, 





| Abrupt Transition 
iM Plays One Selection 
| Cycle Tracks 


™ Ducks Curent Track 


Cancel | 


Figure 415 - Music type for a high priority scripted track. 


We can then call this track using papyrus scripting. In the following example, I added 
BoatMusicIntro as a MusicType property on the ‘Barrow of the Wyrm’ quest in Wyrmstooth. 


8 Properties for script WTOP WTBarrowOtTheWyrrn_O1028F 01 attached to WTBarrowOtThe Wyre (0302 SF OT) 


Property Name 

ge Alias RedwWaveTravelScen... 
ge Alias StatichedWave 
ge lias SwordSlot 

ge Alias TheodynBienne 
ge lias TownFires 

we Alias Yulthurkrah 

a Alias YulthurkrahFinal 
ge lias VulthurkrahMarker 
ae Alias WoundedMarker 
ee BoatIntroMusic 

ge CartTravell Scene 

ae CartTravel2Scene 

ge Cleartveather 

es EastEmpireF action 

ge Faden 

ge. FadeQut 

es SameHour 

ge: IdleCartDriverExit 

ge IdleCartDriveridle 

ae IdleCartDriversway 


Boe om ae eo 


< 


Add Property | Auto-Fill All | 


Type 
Referenceslias 
Referenceslias 
ReferenceAlias 
Referenceslias 
Referencedlias 
ReferenceAlias 
Referenceslias 
ReferenceAlias 
Referenceslias 
Musiclype 
Scene 

Scene 
Weather 
Faction 

Tage sSpaceModifier 
ImnagespaceModiFier 
Globalyariable 
Tdle 

Idle 

Idle 


v7, 


Value 

alias RedWaveTravelscenexM 
alias StaticRed Wave on quest 
alias SwordSlot on quest WTB: 
alias TheodynBienne on quest 
alias TownFires on quest WTB. 
alias Vulthurkrah on quest WTI 
alias VulthurkrahFinal on quest 
alias VulthurkrahMarker on que 
alias WoundedMarker on ques 


WT ImperialCartController1 (02 
WTImperialcartControllere (02 
Weyrmstooth Clear (0362 7E7 3) 
WTEastEmpireFaction (03026E 
FadeToBlackBackImod (O00F?! 
FadeToBlackImod (O00F756D) 
GameHour (OO000035) 

IdleCartDriverExit (O007592F) 
IdleCartDriverIdle (OO0BSC4E* 
IdleCartDriverSway (001064E 


no ois eo. faa oe 


> 


» Property type: Musiclype 


Pick Object: |WTMUSBoatIntro +| Clear Value | 


ae 
Auto-Fill | 


# 





Figure 416 - Music type added to a script's properties. 
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Adding music 


I reference this music type on stage 50 with the following command: 


BoatIntroMusic.Add() 





Quest: WTBarrowOfThe Wyrm _ x 


Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


[ StartUpStage [ ShutDownStage [ Keep Instance Data From Here On 


Log Entry | Conditions 
We've arrived at Wyrmstooth. | should ... 


Log Entry Papyrus Fragment | Advanced | 


We've arived at Wyrmstooth. | should follow Lurius to the Imperial mining 
settlement Stonehollow. kmyQuest NONE y| 


; Start moving the boat, 
3oatIntroMusic. Addt} 
Alias_MovingRedwWave.getReference(). TranslateToRef(Alias_StaticRedWave.getReference(}, 600.000, 
Alias_RedWaveTravelScenexMarker.getReference(). TranslateToRef(Alias_PlayerRedWaveTravelMarker 
utility. wait(30,.0) 
FadeOut. Apply( 1.00000) 
utility. wait(2, 10000 
FadeOut.PopTo(SolidBlack, 1.00000} 
v 


< > 


Compile | Properties | Edit | 
. Complete Quest Next quest ~] 


[~ Fail Quest 
Conditions 
Target | Function Name Function Info | Comp | Value 





Figure 417 - Papyrus on stage 50 of Barrow of the Wyrm. 
For more information on the Add() command, see the article on the Creation Kit wiki. 


You can also force music to stop playing with the Remove() command. 
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Adding music 


Lastly, let’s take a look at adding music triggers. 


Music triggers allow us to play a track at a specific location. For example, when entering a large 
cave to emphasize how amazing it looks, or just before a boss fight to impose a sense of dread 
on the player. 


First, click on an object in the render window roughly where you want to create the music 
trigger. 


Click on Create Trigger in the toolbar. 


@> Creation Kit - [WWyrmstooth.esp]* = x 
File Edit View World NavMesh Character Gameplay Help 


os Ballet) <2 eel lie) lial cel) [Plan mal O) B) GlalO|O|a|cq|/0/4| Fes) a\@) C\a|o|m|a|@ Time of day, —— }—— 10.00 




































@) Object dow . 
Fitter [ot 
= Actors BB wtMusBarow 034C290F o* 5 
Audio BB wT MusBoatintro 03B389C8 0* 1 
Acoustic Space | MY TMUSDimrost os4c20o* 
Music Track BB wT MusDragorkilled O3B8F0B1 o* 1 
Music Type BB wTMusDragonSpeech 03B9329D o* 1 
Reverb Parameters BB wTMusdungeon 03632720 i 24 
Sound Category | WTMUSExplore O34C290E os 18 
Sound Descriptor BB wtMusReveal O3B57724 o* 10 


Sound Marker 
Sound Output Mode 
Character 
Items 
Magic 
Miscellaneous 
SpecialE ffect 
WorldData 
Climate 
Encounter Zone 
Lighting Template 
Location 
Location Ref Type 
Shader Particle Gec 
Visual Effect 
WaterT ype 
Weather 
WorldObjects 
Activator 
Container 
Door 
Flora 
Furniture 
Grass 
Light 
MovableStatic 
Static 
Static Collection 
+) Tree 
“All 








+) 
































1) 











+) 










































































+) 




















World Space [ineioos = ti(“‘(Cts*é‘(i‘;<;2~;73SS”*<S;SW®””” \WyrmstoothBlindR obbersBluff Objects 
x Y | 


Il” Loaded at top 





| Name___| L...| Coords 











WintetholdT heFrozenHearthCellar The Froz... Interior Wint... eS CaveGLHalll WayDlice * O346DB1E Static 
WolfskullCavell Wolfskull... Interior Wolf... ie p 

WolfSkullCave02 Woltskul.. Interior Wolf. = = ie ees nee : Sonik a 
WyrmstoothAbandonedLighthouse * Abandon... Interior WT... edad Atha ade. A ried lane 
WyrmstoothBarracks * Guard B... Interior WT... & CaveGLHallDeadEndQ2ice * 0346DB1D Static 
‘WyrmstoothB arracksJ ail * Wyrmsto... Interior WT... e CaveGLHallEntrancel1Ice * O346DB1F Static 
WyrmstoothB arrowaAltar * Wyrmsto... Interior WT... S CaveGLHallRampO02Ice * 0346DB19 Static 
WyrmstoothB arrowCrypt * Wyrmsto... Interior WT... a CaveGLRoomComerl1 * O346DBB4 Static 
WyrmstoothB arrowRefectory * Wyrmsto... Interior WT... : . . 

WyrmstoothB arrowT emple * Wyrmsto... Interior WT... a CaveGLRoomComer01 O346DBB3 Static 
WyrmstoothB arrowT ower * Wyrmsto... Interior WT... 2 CaveGLRoomCormerQ2 * O346DBB2 Static 


Figure 418 - Creating a new music trigger. 
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Filter by ‘music’ and select ‘defaultAddMusicTrigger’. 


© Select Form x 


Filter [musi 


defaultaddMusic I rigger ACT| UOD4 





Figure 419 - Selecting defaultAddMusic Trigger. 
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Adding music 


A trigger box should appear in the render window covering the object you had selected. 


Use the resize gizmo to change the width and height of the trigger box. 





WyrmstoothBlindRobbersBluff [Free camera, perspective] - M#: 31.33% (49.18 MB / 157,00 MB) 





Figure 420 - Resizing the music trigger. 


In my example, ’'m adding the trigger to a pathway into a large cavern, so ’d need to make sure 
the trigger is wider than the pathway so the player can’t walk around it. It also needs to be tall 
enough so the player can’t jump over it. 


In the Cell View window, right-click on the trigger and select Edit. 





Cell View 


World Space [ Interiors = WyrmstoothBlindR obbersBluff Objects 


x] |v|__| [eel 


[ Loaded at top 





fEdtoID Name LL Cords Loe. AL Editor ID —s—‘iLSFeorm ID] Type i 
WinterholdT heFrozenHearthCellar The Froz... Interior Wint... A) defaultAddMusipies O3C6C933 
WolfskullCaveD1 Wolfskull... Interior Wolf... View 
: NavMesh [708 O346DD56 NavMesh 

WolfSkullCave02 Wolfskull... Interior Wolf... he AMEBD c Edit 0346DB59 Sandi 
Wyrmstooth4bandonedLighthouse * Abandon... Interior WT... = we sini nda th LE 
WyrmstoothB arracks * Guard B... Interior WT... te AMBDungeon' Delete O346DB58 Sound Mar... 
WyrmstoothB arracks. ail * Wyrmsto... Interior WT... che AMB\WaterfallM 0346DC9B Sound Mar... 
WyrmstoothB arrowdAltar * Wyrmsto... Interior WT... Gé AMBWatertallM Set Enable Parent O346DC94 Conrad Mar... 
WyrmstoothB arrowR efectory Wyrmsto... Interior WT... & ¢ AMB\Watertall ; o34eDc98 Sound M 
WyrmstoothB arrowT emple * Wyrmsto... Interior WT... : Se Set Linked Ref See. 
WyrmstoothB arrowT ower * Wyrmsto... Interior WT... Gé AMB Waterfall O346DC97 Sound Mar... 
WyrmstoothB elonirB org * Belonit's ... Interior WT... che AMB\WaterfallM Use Info 0346DC96 Sound Mar... 
WyrmstoothBlindR obbersB luff * Blind Ro... Interior WT... Ge am B\waterfallMedium2DLP * O346DC95 Sound Mar... y 
\turretanthRlanctrasthi irre * Blancas Interior \wiT a: 

> < > 








Figure 421 - Editing the music trigger's reference properties. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 343 


Adding music 
Go to the Scripts tab, ensure defaultAddMusicSCRIPT is highlighted then click on the 
Properties button. 


Reference mm 


Reference 
Editor ID: | (OSCECI33] 
Boge | ‘defaultAddMusicT rigger (OOOADCAE E dit B | 
Object: efau usic Trigger’ [ ] it Base 
Encounter NONE = 
“one 


Location Ref Type | Navklesh [mnport Option | Attach Ref scripts | 4p 


Add 


default AddMusicSCR IPT 
Remove | 
Properties | 


[ Turn Off Fire [ Inaccessible [ Reflected By Auto Water 
. Open By Default [Ignored By Sandbox 


7 [ Motion Blur . Is Full LOO 
C sa pieavied [ Starts Dead . Don't Havok Settle 
Hidden From 


Local Map If Respawns 


cence _| 


Figure 422 - Scripts tab. 


[ No Al Acquire 
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Highlight myMusic and click on the Edit Value button. 


B® Properties for script defaultoddMusicSCRIPT attached to defaultoddMusic Trigger (03060935) 


Property Marne 4 Property type: Musiclype 


+ iiglee MusicType <<Default> > <<Using Default Script Value >> Edit Value | 


4ubo-Fill | 


Add Property | Auto-Fill All | 





Figure 423 - Changing the music type that will be played. 
Choose the music type you want to play when the player enters this trigger. 


O° Properties for script defaultaddMusicsCRIPT attached to default4ddMusic Trigger (03060935) 


Property Marne | Type ; Property type: MusicT ype 


es myMusic Music Type Pick, Gbject: WTMLSReveal ~| Clear Value 


MUSStinger 

















MUST avernSILEMiCce 
MUSTown Test 

Wi TMUSBarrovy 
WTMUSBoatintra 

WT MUSDimFrost 

WT MUSDragonkilled 
WTMLUSDragonspeech 
WTMUSDungeon 

Wi TMILUSExplore 


WTMLUSReveal 


Add Property | Auto-Fill All | 





Figure 424 - Choosing the music type. 


In the example above, ’m going to pick a custom music type. In the base game, MUSReveal is 
played when entering amazing looking places, and MUSDread is typically played before boss 
fichts or to foreshadow that something bad is about to happen. 
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Click OK to close out of the script properties window. 


8 Properties for script defaultoddMusicSCRIPT attached to defaultaddMusic Trigger (03060935) 


Property Marne Type Property type: Musiclype 


es my MUSIC Musiclype Pick Object: |i ester F| 


Add Property | Auto-Fill All | 





Figure 425 - Our music type has been set. 
Click OK again to close out of the reference properties window. 


The track you specified should now play in-game when the player passes through the trigger box. 
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CREATING AN NPC 


In this section I'll be stepping you through the basics of creating a new NPC. 


Creating an NPC 


To create a new NPC, in the Object Window browse to Actors > Actor > Actot. 


Right-click on one of the existing NPCs and select New. 


| Object Window 


Filter | 
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4]. Preset 
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FI LeveledCharacter 
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‘Audio 
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‘Magic 
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‘Speciale ffect 
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Figure 426 - Creating a new NPC. 
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Creating an NPC 


The first thing we need to set is a unique ID for this actor base record. In the following example 
I set the ID to WTJornTester and set his name in the Name field to ‘Jorn the Tester’. The text in 
the Name field is the NPC name you'll see in-game. 


Let’s take a look at some of the tickboxes on the left hand side first. 


=" Essential: Makes this NPC unkillable. 

# Protected: Makes this NPC unkillable except by the player. 

=" Respawn: This NPC will be resurrected when the cell it’s in resets. 

=" Unique: Allows the story manager to reference this NPC even if it has been unloaded. Since 
I only plan on having one instance of this NPC out in the world ’m going to tick it for this 
example. 

= Summonable: Needs to be ticked when creating an NPC that you can summon with a spell. 

=" Is Ghost: Makes this NPC unhittable. 

# Invulnerable: Makes this NPC unable to take damage, but can still be hit. 

" Doesn’t Bleed: Disables blood splatter when hit. 

# Simple Actor: Disables facial animations and death and assault events. 

" Doesn't affect stealth meter: Tick this for NPCs you plan on turning into a follower. 





I’m going to make this character a nord, so I set the Race drop-down to NordRace. 


For this example, ’'m going to use the MaleNord voice type. If you plan to give this NPC unique 
voice acting and had previously set up a custom voice type, you would need to select that voice 


type here. 


Ticking the Female tickbox would make this NPC use the female model instead. If the NPC is 
female, ticking Opposite Gender Anims would make the NPC play the male standing and 


walking animations instead, and vice versa. 


Important: Changing an NPC’s height may affect the accuracy of enemy spellcasters. 








Actor 
ID |\WTJomTester ‘Traits Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory SpellList | Sounds | Anin_4 | > 
Name |Jorm the Tester 
Short [0 [NodRacei(iti‘ési 
Ninian Race |NordRace ¥ Female [~ 
[ Is CharGen Face Preset = ee Skin | NONE ¥ 
[~ Essential $ Ghost : 
rr macnn [ Invulnerable Height | 1.0000 Weight |50.0000 
. Respawn z Doesnt Bleed Far Away Model 
Pinas Simple Actor 
[ Doesn't affect stealth meter Skin | NONE ~| Distance {0.0000 
Destructible Object Dialogue 
Scripts Voice Type | MaleNord v 
Papyrus Scripts: 
Script Name Add Weapon List ¥ 
| Remove _| Alignment ~| Disposition Base 35 
Death Item | NONE ¥ 
. Opposite Gender Anims 
< > 
Template Data 
ActorBase | WONE wi) | Edt 
[| i | 
1! Ua | 
ia i | 
[ E iE 
Preview| Full [ Head ews 


Figure 427 - Traits tab. 
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Go to the Stats tab. 


Creating an NPC 


By default the NPC’s level will be set to 1. You can change this value or set the NPC’s level to 
scale with the player’s level by ticking the ‘PC Level Mult’ tickbox. 


With PC Level Mult ticked, the Level field will become the Level Mult field; a multiplier used to 
calculate the NPC’s level. Calc Min will set the NPC’s minimum level and Calc Max will cap the 


NPC’s maximum possible level. 


For this example, I set Calc Min to 5 and Cale Max to 10, leaving the Level Mult set to 1.00. 


Changing an NPC’s level will affect their skills and their Health/Stamina/Magicka. You can give 
an NPC extra health, stamina or magicka by adding a value to the Health Offset, Magicka Offset 


ot Stamina Offset fields. 
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Figure 428 - Stats tab. 


The Class drop-down affects the NPC’s skill point distribution. For example, CombatSorceror 
will gain more points in magic skills per level than the CombatBarbarian class. ?m going to set 


Jorn’s class to Farmer for this example. 
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Creating an NPC 


Next let’s look at the Faction tab. 








This lists the factions that this NPC belongs to. Factions serve several purposes. They define 
which NPCs will aggro onto an aggressor if a member of a faction is attacked within a detectable 


range of another NPC of the same or allied faction. 


They are also used to determine the dialogue available to an NPC. For example, merchants are 
members of the JobMerchantFaction faction, miners are members of the JobMinersFaction 
faction and followers are members of the PotentialKollower faction. 


Factions are also used to link a merchant with their inventory. 


Actor 
ID |WTJomTester Traits Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr_4 | r 


Name lontheTester Factions and Ranks 
Short 
ae 


I |sCharGen Face Preset /_ Summonable 
[~ Essential [ Is Ghost 


[ Invulnerable 
. Encumbrance 0 / 300 Tlie tear! 
. Respawn 


= Unique [ Simple Actor 
q . Doesn't affect stealth meter 


Destructible Object Dialogue | 


Scripts 





Papyrus Scripts: 





Script Name Add 
Assigned Crime Faction CrimeF action\Whiterun ¥ 

< > 

Template Data 

ActorBase NONE v| Edit 
L_| ial [| 
1 t | LL 
[| i C 
| | 1] 

Preview [~ Full [ Head es 


Figure 429 - Faction tab. 


For this example, ’m going to add Jorn to the CrimeFactionWhiterun and 
TownRiverwoodFaction factions. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 351 


Creating an NPC 


To add a new faction, right-click in the factions list and select New. 


ID |WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin 4 | > | 


Name [J orn the Tester Factions and Ranks 
es 


I Is CharGen Face Preset [ Summonable TownRiverwoodFaction 
~ Essential . Is Ghost 

[~ Encumbrance 0 / 300 - Invulnerable New 
[~ Respawn Doesnt Bleed 


FI Unious [ Simple Actor Edit 
- ! Doesn't affect stealth meter Delete 


Destructible Object | Dialogue | Copy Stack 


Scripts Paste Stack 
Papyrus Scripts: 


Script Name Add | 








Properties 


Assigned Crime Faction NONE ¥ | 


< 








~ Template Data 


ActorBase | WONE vy} Edit | 

[_ Use Traits [_ Use Al Data [_ Use Spelllist 
[~ Use Al Packages [7 Use Inventory 
[_ Use Def Pack List [7 Use Base Data 

[ Use Factions [~ Use Attack Data [7 Use Keywords 


Cancel | 








Preview|” Full [” Head [i ( i‘ é;t;*~*™ 








Figure 430 - Adding a faction to an NPC. 


Filter by “‘crimefactionwhiterun’, click on CrimeFactionWhiterun in the form list and click OK. 


@) Select Form 4 


Filter Jcrimefactionwhiterun 


Crime action hiterun FACT Ooo? 





Figure 431 - Faction list. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 352 


Creating an NPC 


Repeat these steps to add Jorn to the TownRiverwoodFaction as well. 


Set the Assigned Crime Faction drop-down to CrimeFactionWhiterun. This will determine 
which hold will issue a bounty on the player if the player is caught committing a crime against 
this NPC. 





ID |WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data] Al Packages | Inventory | SpellList | Sounds | Anin_4 | >| 
Name |Jorn the Tester Factions and Ranks 
Short 
Name 
Il Summonable 0 TownRiverwoodF action 
= sels Face Preset Behe Oo CrimeF action hiterun 
ssentia 


[ Invulnerable 
. Encumbrance 0 / 300 | eset Gisad 


[Simple Actor 
.~ Doesn't affect stealth meter 


Destructible Object Dialogue | 


Scripts 


[ Respawn 
[Unique 


Papyrus Scripts: 


Script Name Add 
Assigned Crime Faction CrimeF action hiterun ¥ 
< > 


Template Data 





ActorBase [NONE + _Edit | 
C7 a a 
ia iE a 
a [fa a 
Cl az 
Preview[~ Ful [" Head [0 
Cancel | 


Figure 432 - Factions tab with crime faction set up. 


Because Jorn is a member of the TownRiverwoodFaction, if he sees you attacking other 
members of this faction he may become hostile depending on how his AI will be set up in the AI 


Data tab later. 
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Creating an NPC 


The Relationships tab allows you to set what kinds of relationships this NPC has to other NPCs. 
This affects the kind of dialogue available to the NPC. For example, an NPC may comment 
favourably about the player assaulting a nemesis, or may lament the passing of a loved one. 


To add a new relationship, right-click in the relationships list and select New. 


ID |\WTJomTester Traits | Stats | Factions Relationships | Keywords | Al Data| Al Packages | Inventory | SpellList | Sounds | Ani | >| 


. 2 
Short rr 
Name 
I IsCharGen Face Preset [_ Summonable 
l” Essential = ' ia F SS 
nvulnerable 
| Beeed ! Doesnt Bleed Edit 


[” Respawn F 
; Simple Actor 
J Delet 
IV Unique I Doesn't affect stealth meter = 


Destructible Object | Dialogue | 


Relationship NPC 








Scripts 
Papyrus Scripts: 


Script Name Add | 





Properties 


< 








~ Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits [~ Use Al Data [_ Use Spelllist 

[_ Use Stats T- Use Al Packages [7 Use Inventory 
J Use Def Pack List [7 Use Base Data 

[ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview!” Full [” Head [ti (‘(‘C;”!!!OC~*~*z 








Figure 433 - Adding a new relationship. 
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Creating an NPC 


Set the Relationship ID. This should just be the names of the two NPCs involved. 


The Parent NPC drop-down should automatically be set as Jorn. 


For this example, ’'m going to set the Child NPC drop-down to Delphine and ’m going to set 
the Relationship Level to Foe. 


Jorn is going to have an open disdain for Delphine and should anything happen to her, he’ll 
likely be pleased about it. 


Relationship 


ID | WTJornDelphine 
Parent MPC |W'TJornTester hd 








Child NPC | Delphine 





Relationship Level | Foe 


Association Type | a 7 


J Secret 








Figure 434 - Relationship properties. 


Click OK to close out of Relationship properties. 


Jorn’s relationship with Delphine should now appear in the relationships list. 


Actor 


ID |\WTJomTester Traits Stats Factions Felationships | Keywords | Al Data | Al Packages Inventory | Spellist | Sounds | Aninr_4 | >| 


Name Jor the Tester 


Relationship NPC 


Short rT .~Ct~C—~s™S 
Name Delphine 
I IsCharGenFace Preset /_ Summonable 
.” Essential [_ |s Ghost 
T Protected l Invulnerable 
Tl Risecaan l Doesnt Bleed 
7 Uni i [Simple Actor 
4 ! Doesn't affect stealth meter 
Destructible Object | Dialogue | 
Scripts 
Papyrus Scripts: 
Script Name Add 
< > 


Template Data 





ActorBase [NONE | Edit | 
a a a 
a [ia i 
a a Ci 
Cc [fa i 
Preview[~ Ful [" Head [0 
Cancel | 


Figure 435 - Relationships tab with a relationship set up. 
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The Keywords tab is used to assign keywords to an NPC, which act as additional flags. 


ID |WTJomTester Traits | Stats | Factions | Relationships Keywords Jal Data | Al Packages | Inventory | SpellList | Sounds | Aninr 4 | > | 


oo C7 
vies Keywords 
[ IsChatGen Face Preset [_ Furmonable 2 


Lie tial s Ghost 
Li Saar  Invulnerable 


[~ Doesnt Bleed 
[ Simple Actor 
! Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 


[ Respawn 
IV Unique 





Script Name Add 


Remove 


Properties | 


< 





> Template Data 


ActorBase NONE 7) Edit | 


[~ Use Traits [~ Use Al Data J~ Use Spelllist 

[_ Use Stats [ Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
[ Use Factions [~ Use Attack Data [7 Use Keywords 





Preview [~ Full [~ Head [.._i‘(a‘(cy.tw!tztsSqd 





Figure 436 - Keywords tab. 


For this example I’m not going to give Jorn any keywords. But if you wanted to add a keyword, 
right-click in the keywords list and select Add. 


ID |\WTJomTester Traits | Stats | Factions | Relationships Keywords Jal Data | Al Packages | Inventory | SpellList | Sounds | Anin 4 | > | 


Name [Jom the Tester 
poe Keywords 


[~ Is CharGen Face Preset 5 eves 


Te tial s Ghost 
a sve [ Invulnerable 


! Doesnt Bleed 
[ Simple Actor 
Tl Doesn't affect stealth meter 


Destructible Object | Dialogue | Delete 


~ Scripts Copy Stack 
Papyrus Scripts: Paste Stack 


l” Respawn New 


¥ Unique 





Script Name Add 


Remove | 


Properties 





> Template Data 


ActorBase | NONE x| Edit | 


[ Use Traits T Use Al Data [- Use Spellist 

[~ Use Stats T” Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
[ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 





Preview [ Full [~ Head _ [| 





Figure 437 - Adding a new keyword. 
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Creating an NPC 


Highlight the keyword you want to add then click OK. 


O° Select Form on 


Filter | 


Actyatoreyver 
Achorl ypesnimal 
ActorT yoelow 
Actorl ypeCreature 
ActorT yoeD aedra 
Actor yoeDragarn 
Actor ypeDwarven 
Accor] yoer amiliar 
ActorT ypeGhost 
Actorl ypeGiant 
Actorl ypeHorse 
Actorl ypehPl 
Actor] yoePrisoner 
Actor yoeT ral 
Actor yoe Undead 
AmbushS pideraiarnt 
ArmibuehS piderLarge 
AmbushS piders mall 
4renaCombatantD oorLink, 
ArenaCombaty' ave 
ArenaCombal aves 
ArenaCombat aves 


< 


Figure 438 - Keywords list. 
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The AI Data tab allows you to set how this NPC will behave in combat. 


The Aggression drop-down sets how this NPC reacts to the player or other NPCs that are in 
different factions. 


Unageressive NPCs will avoid engaging in combat unless it’s to defend themselves. Aggressive 
NPCs will attack enemies as soon as they’re detected. Very Aggressive NPCs will attack enemies 
as well as other neutral NPCs as soon as they’re detected. Frenzied NPCs will attack anyone on 


sight, even members of their own faction. 








The Confidence drop-down affects the likelihood that this NPC will flee during combat. 


Cowardly NPCs will flee from combat as soon as they detect an aggressor. Cautious NPCs will 
flee if the ageressor is stronger than they are. Average NPCs will flee if they are outmatched in 
combat. Brave NPCs will flee from combat only if they are losing. Foolhardy NPCs will never 


flee from combat. 











Actor 
ID |\WTJomT ester Traits | Stats | Factions | Relationships | Keywords Al Data | Al Packages | Inventory SpellList | Sounds | Anine_4 | > 
Name |Jorm the Tester 
Short - Al Attributes 
Name r Agaression: | Unaggressive ¥ Mood: | Neutral ¥ 
[ |s CharGen Face Preset Summonable 
[ Essential | Is Ghost Confidence: | Average ¥ Energy: |50 
= Protected [ Invulnerable 
Respawn z reser eiy Assistance: |Helps Friends andA ¥ Morality: |Violence Against En ¥ 
: imple Actor 
v : : 
Unique ” Doesn't affect stealth meter [ Aggro Radius Behavior 
0 
Destructible Object Dialogue Wam 
Wam/Attack = | 
Scripts 
Papyrus Scripts: Attack 0 
Script Name Add Combat Style [DEFAULT ~~ +«W; AULT r= 
_ Remove _| Gift Filter |Setu)s}s ne 
< > 
Template Data 
ActorBase | ONE wl! Edit 
[| ia [| 
| ial a 
Bi [| | 
t| ic] i 
Preview [~ Full [” Head | 


Figure 439 - AI Data tab. 


The Assistance drop-down determines whether the NPC will engage in combat if they detect 
that a member of their faction or an allied faction is under attack. 


Helps Nobody means this NPC won’t join combat to help out an ally. Helps Allies means this 
NPC will join combat to help out members of their faction. Helps Friends and Allies means this 
NPC will join combat to help out members of their faction or members of allied factions. 


The Morality drop-down determines which crimes this NPC will commit when directed to 
commit a crime by the player. 
No Crime means this NPC will never commit a crime when directed to. Property Crime Only 


means this NPC will only steal. Violence Against Enemies means this NPC will assault other 
NPCs when directed to. Any Crime means this NPC will do anything that the player orders them 


to. 


The Gift Filter and Mood drop-downs aren’t used as far as ’m awate. 
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Combat Style is used to determine how often the NPC uses certain actions in combat, such as 
blocking or casting spells. You should choose a combat style that matches the NPC’s primary 
weapon. For example, if the NPC is wielding a two-handed weapon, you should use something 
like csHumanBerserkerLvl1. For spellcasters, use something like csHumanMagic. Combat Styles 
can be found by browsing to Miscellaneous > Combat Style in the Object Window. 


Lastly, the Agero Radius Behaviour tickbox changes this NPC’s behaviour based on distance to 
the player or to other NPCs. 





If someone enters the NPC’s Warn radius, the NPC will stop what they’re doing and deliver a 
‘stay back’ warning. 





If someone enters the NPC’s Warn/ Attack radius, a warning will be given. If the player or NPC 
doesn’t leave this radius in a timely manner, the NPC will become hostile. 


Finally, anyone entering the Attack radius will be attacked by the NPC immediately. 
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We'll be Adding and Creating AI Packages shortly, but for now let’s go to the Inventory tab. 


Set the Default Outfit to FarmClothesOutfitO1. This is what Jorn will be wearing when he 
spawns in. Outfits are collections of clothes, boots, helmets, and so on. Outfits can be found in 
the Object Window under Items > Outfit. 


Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Anin_4 | >| 
Default Outfit Outfit Objects 


| FarmClothesOutfit01 a | 


Sleep Outtit 
| NONE x) 


Geared Up Weapons fi 


Inventory 


|Count | bet IDO. LH... | Va] 


ID |WTJomTester 


Name [Jom the Tester 
Short T.—Ct~C~sS 


Name 


I IsCharGen Face Preset [_ Summonable 
~ Essential [Is Ghost 


[ Invulnerable 
: a eae ! Doesnt Bleed 


; I Simple Actor 
v 
M Unique Il” Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 


a ClothesFarmClothes01 
A ClothesF armBoots01 





Add | 


Script Name 





Count Health % 
| fi 00.00 


Faction 


Object 


[AAAGrantintLightHurtBrightt *] 


Owner NPC 


NONE ~] NONE 


Global Variable Required Rank 
NONE ~| | 


< Preview Calculated Result | Preview Level fi 


> Template Data 


ActorBase NONE 7| Edit | 





Properties 











T_ Use Traits [~ Use Al Data 
T~ Use Al Packages [~ Use Inventory 

[_ Use Def Pack List [7 Use Base Data 
T_ Use Attack Data 


T_ Use Stats 
[a Use S cript 
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Preview” Full [~ Head | 
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Figure 440 - Adding a default outfit. 


Let’s give him something to defend himself with. Right-click in the inventory list and select New. 


Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Anin4 | | 
Default Outfit Outfit Objects 


ID |WTJomTester 


Name [J orn the Tester 


Short 
Name 


-————— 


I IsCharGen Face Preset [_ Summonable 


” Essential 


[” Encumbrance 0 / 300 


l Respawn 
IV Unique 


Destructible Object | Dialogue | 


!~ Is Ghost 

[ Invulnerable 

! Doesnt Bleed 

[~ Simple Actor 

! Doesn't affect stealth meter 





Scripts 
Papyrus Scripts: 


Script Name 





< 


Add | 


Properties 


FarmClothesOutfit01 ¥ | 


Sleep Outtit 
NONE ¥ 


a ClothesFarmClothes01 
a ClothesF armB oots01 


Geared Up Weapons i 


Inventory 


|Count | bet IDO. LH... | Va] 


Delete 
Object 


[AAAGrantintLightHurtBrightt *] 


Owner NPC 


Count Health % 
| | 100.00 


Faction 


NONE | 


Global Variable Required Rank 
NONE *] | *] 





NONE 











> Template Data 


[_ Use Traits 
T_ Use Stats 
T_ Use Script 
[~ Use Factions 


ActorBase NONE 7| Edit | 


T~ Use Al Data I~ Use Spelllist 
T~ Use Al Packages [~ Use Inventory 
[_ Use Def Pack List [7 Use Base Data 


T_ Use Attack Data 


T Use Keywords 


Preview Calculated Result | Preview Level fi 








Preview [~ Full [~ Head [i ‘(‘(‘Cé;”t;!”!C*zr 


Cancel | 





Figure 441 - Adding a new inventory item. 
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By default this will add AAAGrantIntLightHurtBrightBounce into the NPC’s inventory. We 
need to change this to what we want the NPC to actually have. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Anin 4 | > | 


Name [J om the Tester Default Outfit Outfit Objects 
Short r..Ct~CS FarmClothesOutfit01 | 
Care Sleep Outfit A ClothesF armClothes01 


[” Is CharGen Face Preset = Summonable | NONE x| 2b ClothesF armBoots01 


: ls Ghost 
[” Essential dnecieeree Geared Up Weapons i 


x heme 0/200 !~ Doesnt Bleed Inventory 


FF Unique (Simple Actor Object 0 (o. [H.. [va 


I Doesn't affect stealth meter AAAGrantintLightHurtBrightB 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 





Script Name Add 





Object Count Health % 


Ree [AAAGrantintLightHurBright! +] [1 [100.00 





froperties Oo ner i 
Properties NPC Faction 
7 


NONE 7 


Global Variable Required Rank 
NONE fut f0ti“‘C!COC‘*SSS 


Preview Calculated Result | Preview Level fi 
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> Template Data 


ActorBase NONE 7) Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelllist 

[_ Use Stats T Use Al Packages T Use Inventory 
T UseScript 7 Use Def Pack List [7 Use Base Data 
T” Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview” Full [~ Head [ti (‘(i‘(C}!!!OOC~*@™r 





Figure 442 - New inventory item added. 


Click on it to select it then set the Object drop-down to IronDagger. 


D |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Aninr 4 | >| 


Name Jom the Tester Default Outfit Outfit Objects 
Short r.Ot~‘“—sSN [FatmClothesOutfit01 ~| 


Name Sleep Outfit Bh ClothesFarmClothes01 
I~ Is CharGen Face Preset . Summonable | NONE +] |B ClothesFamBoots0 


; ls Ghost 
[ Essential Hoe Geared Up Weapons i 


5 = socelaa 0/300 ! Doesnt Bleed Inventory 


Pi ilacs [ Simple Actor 
1 


Tl Doesn't affect stealth meter 


Destructible Object | Dialogue | 


~ Scripts 


Papyrus Scripts: 
Object Count Health % 


Script Name Add | 
lronD agger Y | fi i 00.00 


Properties ! Invisibility 02 


ro lronD agger 








lronD agger 


< lronGreatsword 





> Template Data 


ActorBase NONE x| Edit | 


[ Use Traits T Use Al Data [ Use Spelllist 
[_ Use Stats T~ Use Al Packages [7 Use Inventory 
[_ Use Script [_ Use Def Pack List [7 Use Base 

[~ Use Factions [7 Use Attack Data [7 Use Kepwords 


Cancel | 











Preview [ Full [~ Head [..i‘(‘(Cé;é(;sS* 





Figure 443 - Changing the first inventory item to IronDagger. 
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Creating an NPC 


Let’s also give him some random inventory items. Add another inventory item and set it to 
LootCitizenPocketsPoor. This will add a random item to Jorn’s inventory when he spawns in. It 
could be a bit of gold, a low value ring, or some lock picks. Levelled items can be found in the 
Object Window under Items > LevelledItem. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Aninr 4 | >| 


Name [Jom the Tester Default Outfit Outfit Objects 
Short rT .—~t~C~sS |FarmClothesOutfit01 7 


Sleep Outfit 2h ClothesFarmClothes01 
|” Is CharGen Face Preset = Summonable NONE *) | 2h ClothesFarmBoots01 


Name 


I Essential Is Ghost 
@ cece seqieti [~ Invulnerable Geared Up Weapons i 
~ Respawn [ Doesnt Bleed Inventory 


; [~ Simple Actor 
IV Unique ; 
l Doesn't affect stealth meter LootCitizenPocketsPoor 


Destructible Object | Dialogue | lronD agger 


Scripts 





Papyrus Scripts: 


Script Name Add | > 


Object Count Health % 
LootCitizenPocketsPoor fi fi 00.00 
Properties Owner NPC Faction 


| NONE *] | NONE ~] 


Global Yariable Required Rank 
NONE v | ¥ | 


< Preview Calculated Result | Preview Level 1 


~ Template Data 


ActorBase NONE x| Edit | 


[_ Use Traits [ Use Al Data [_ Use Spelllist 

[_ Use Stats [_ Use Al Pack ages T Use Inventory 
T” Use Script T~ Use Def Pack List [7 Use Base Data 
[_ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 


























Preview [~ Full [~ Head [ t~<“sOSOSOSCSCSwS 








Figure 444 - Added a LootCitizenPocketsPoor levelled item. 
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Creating an NPC 


Spells and perks can be assigned to an NPC under the SpellList tab. 
To add a spell, right-click in the spell list and select New. 


ID |\WTJomTester Al Data| Al Packages | Inventory SpellList | Sounds | Animation | Attack Data | Character Gen Parts | Character G4 | > 
ee L>| 
Short r : 

Name 
I IsCharGen Face Preset [_ Summonable 
levine i — 


Il” Essential F inulerod 
nvulnerable : 
!~ Encumbrance 0 / 300 T= Doesnt Bleed Edit 


5 cee I Simple Actor Delete 
a l” Doesn't affect stealth meter 
Copy Stack 


Destructible Object | Dialogue | 
Paste Stack 


; Scripts 





Perks 


Papyrus Scripts: 
Editor IDO Rak 


Script Name 





Properties 





< 





> Template Data 


ActorBase NONE x) Edit | 


T Use Traits T Use Al Data [_ Use Spelllist 
[_ Use Stats [~ Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 


[ Use Factions [~ Use Attack Data [7 Use Keywords 
Preview [~ Full [ Head 
Concel_| 











Figure 445 - Adding a spell. 
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Filter by ‘healing’, select HealingLeftHand and click OK. 


You'll notice that this is different to the regular Healing spell in that the NPC will only use this 
spell in their left hand, allowing them to simultaneously attack with their right hand weapon. 


O° Select Form :4 


Filter healing 


GrandHealingLettH and 
Healing 

FastHealing 
HealingLettH and 
FastHealingLettH and 
HealingAightH and 
GrandHealing 

DEMO GrandiHealing 
HealingH ands 





Figure 446 - Adding a left hand healing spell. 
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We can make this spell cost less magicka by giving Jorn the Novice Restoration Perk. To do this, 
right-click in the perks list and select Add. 





ID |WTJomTester Al Data] Al Packages | Inventory SpellList | Sounds | Animation | Attack Data | Character Gen Parts | Character G4 | > 


Cc |: 
Shortt - 

Name 
[ Is CharGen Face Preset z Summonable 


Essential Is Ghost 


I Encumbranceo/300  {_ Invulnerable 
[~ Doesnt Bleed 
. Respawn 


: [Simple Actor 
v 
M Unique ! Doesn't affect stealth meter 


Destructible Object | Dialogue | 





(S| HealingLeftH and 





Scripts 
Papyrus Scripts: Perks 
Script Name 
Delete 
Copy Stack 
< > 


Paste Stack 


Template Data 





ActorBase [NONE | Edit | 
Ci [a si 
Ci [i a 
a a a 
a fo CO 
Preview[~ Ful [" Head [ 
Cancel | 


Figure 447 - Adding a perk. 


Filter by ‘restoration’, click on RestorationNovice00 to highlight it then click OK. 


© Select Form 4 


Filter restoration 


MGR 21 Restorationh ag 
MGR 21 RestorationCost 
Restorationh ovicelll 
RestorationOuallasting 
Restoration aster] 00 
RestorationE sper,’ 
Restoration4deptSt 
Restoration’ pprenticesS 





Figure 448 - Adding the Novice Restoration perk. 
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We can skip over the Sounds, Animation and Attack Data tabs and go to the Character Gen 
Parts tab next. 


Here you can customize the NPC’s head colours, such as hair colour, skin colour, face paint, as 
well as hair style. 


To see the NPC’s face in the preview area, tick Head at the bottom. 





. il 








- 
| ID [wTJomTester Al Data| Al Packages | Inventory | SpellList] Sounds | Animation | Attack Data Character Gen Parts Character G4 | >| 


Name [Jom the Tester Face Complexion | DEFAULT x| Hair Color [HairColor4HoneyBlond x] impott | 
Short rT .—Ct~C~sS 
Name 


Face Tint Layers 


Face Tinting Color 


[le CharGen Face Preset Ger ina SGbeara s] 
I Essential [Is Ghost Tevturs Preset |-HumanSkinBasewhite03 + 
|  Invulnerable SkinT one.dds 

[~ Encumbrance 0 / 300 Boo MaleUpperEyeSocket.dds Select Color | 
_ — Respawn Disineecs MaleLowerEyeSocket.dds 
Unique MaleHead_Cheeks.dds 


[ Summonable 


l” Doesn't affect stealth meter 


Destructible Object | Dialogue | 

















MaleHead_Cheeks2.dds 
MaleHead_FrownLines.dds 
MaleHeadNord_Lips.dds 








a] 











Scripts peaerieed Nose.dee SSL Interpolation value Tees are ere J [1.00 
Papyrus Scripts: fiaicHecdianan Chanda 0 Reset | "Set 
F MaleHeadHuman_Neck.dds Base Head Parts 
Patel flame Add | MaleHead_Frekles_01.dds 
Fete MaleHeadwarPaint_01.dds 
MaleHeadw’, atPaint_02. dds Face MaleHeadNord (def) 
Properties MaleHeadwarPaint_03.dds Eyes MaleEyesHumanLightBlue (def) 
MaleHeadW arPaint_04.dds Hair HaitMaleNord10 [def] 
MaleHeadWarPaint_05.dds Facial Hair none (def) 
MaleHeadWarPaint_06.dds Eyebrows — none (def) 
MaleHeadWarPaint_O? dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 
r - MaleHeadWarPaint_10.dds | 7 








~ Template Data 


ActorBase NONE x! Edit | 


[~ Use Traits [— Use Al Data [~ Use Spelllist 


MaleHeadNordwarPaint_01 dds 
MaleHeadNordw arPaint_02. dds 
MaleHeadN ord arPaint_03.dds 
MaleHeadNordw arPaint_04.dds 
MaleHeadN ord arPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 
MaleHeadBlackBloodT attoo_01.dds 
MaleHeadBlackBloodT attoo_02.dds 


[Use Stats Fo Use Al Packages [7 Use Inventory RedGuardMaleE yeLinerStyle O1.dds v 
[_ Use Script [_ Use Def Pack List [7 Use Base 
[_ Use Factions [~ Use Attack Data [7 Use tk eywords 


Additional Head Parts 




















Cancel | 


Figure 449 - Character Gen Parts tab. 
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Creating an NPC 


Let’s start customizing Jorn by changing his hair style. 


In the Basic Head Parts section, click on Hair. 


ID fwTJomT ester Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Animation | Attack Data Character Gen Parts 4 | >| 


Name Jom the Tester Face Complexion | DEFAULT x| Hair Color [HairColor4HoneyBlond 7| import | 
Short r.Ct~<CsS 
Name Face Tint Layers 


[ IsChaGen Face Preset [ Sunmenable 
: s Ghos 

[ Essential SkinT one.dds 

I Protected MaleUpperEyeSocket.dds 

l” Respawn MaleLowerEyeS ocket. dds 

IV Unique MaleHead_Cheeks.dds 


l” Doesn't affect stealth meter MaleHead_Cheeks2.dds 
MaleHead_FrownLines.dds 


Destructible Object | Dialogue | ! 
MaleHeadNord_Lips.dds 


Scripts MaleHead_Nose.dds 


MaleHeadHuman_ForeHead. dds 0 Hasek 
Add | 


MaleHeadHuman_Chin.dds 
Remove 


Face Tinting Color 


Preset |*HumanSkinBasewhite03 + 
Select Color | 


G [134 =] B [122 =] 


 Invulnerable 
! Doesnt Bleed 
I~ Simple Actor 


R [167 =| 














Interpolation value. = J f1.00 
1 Set_| 


Papyrus Scripts: 


MaleHeadHuman_Neck.dds Base Head Parts 

MaleHead_Frekles_01.dds 

MaleHeadWarPaint_01.dds 
MaleHeadWarPaint_02.dds Face MaleHeadNord (def) 
MaleHead\WarPaint_03.dds Eyes MaleEyesHumanLightBlue (def) 
MaleHeadwarPaint_04.dds HairMaleN ordi 0 (def) 
MaleHeadWarPaint_05.dds Facial Hair none (def) 
MaleHeadWarPaint_06.dds Eyebrows — none (def) 

MaleHeadW arPaint_O?7.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 


Script Name 





Properties 








~ Template Data 


ActorBase NONE x) Edit | 


MaleHeadW arPaint_10.dds 

MaleHeadNordWarPaint_01.dds 
MaleHeadNordw arPaint_O2. dds 
MaleHeadNordw arPaint_03.dds 
MaleHeadNordWarPaint_04.dds 
MaleHeadNordw arPaint_05.dds 


DEFAULT 7 


Additional Head Parts 


[_ Use Traits I" Us 
T_ Use Stats I Us 
._ Us 
T Us 





T Use Spelllist 

e Al Packages [7 Use Inventory 
e Def Pack List [7 Use Base Data 
e Attack Data [7 Use Keywords 


e Al Data 








Cancel | 


MaleHeadBothiahT attoo_01.dds 

MaleHeadBlackBloodT attoo_01.dds 
MaleHeadBlackBloodT attoo_02.dds 
RedGuardMaleEyeLinerStyle 01.dds 


Preview [~ Full IW Head [ tt—<“sOSOSCSCwS 


Figure 450 - Changing an NPC’s hair style. 


I’m going to set it to HairMaleNord14. 


ID [wTJomT ester Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Animation | Attack Data Character Gen Parts 4 | >| 


Name Jom the Tester 
Short r.Ct~C~sS 
Name 


I IsCharGen Face Preset [_ Summonable 


l” Essential 
I” Protected 
l Respawn 
IV Unique 


Destructible Object | Dialogue | 


l~ Is Ghost 

 Invulnerable 

! Doesnt Bleed 

[~ Simple Actor 

l” Doesn't affect stealth meter 





Scripts 
Papyrus Scripts: 


Script Name 





Add | 


Remove 


Properties 








~ Template Data 


[ Use Traits I~ Us 
T_ Use Stats I~ Us 
T_ Use Script [a Us 
[_ Use Factions [7 Us 





ActorBase NONE v| Edit | 


e Al Data [_ Use Spellist 
e Al Packages [7 Use Inventory 
e Def Pack List [7 Use Base 


e Attack Data [7 Use Keywords 








Cancel | 


Face Complexion | DEFAULT x| Hair Color [HairColor4HoneyBlond x| 


Face Tint Layers 


SkinT one.dds 

MaleUpperEyeSocket.dds 
MaleLowerEyeS ocket. dds 

MaleHead_Cheeks.dds 

MaleHead_Cheeks2.dds R [167 =| 
MaleHead_FrownLines.dds 

MaleHeadNord_Lips.dds 

MaleHead_Nose.dds Interpolation value 
MaleHeadHuman_ForeHead.dds Si ee at 
MaleHeadHuman_Chin.dds Reset | 
MaleHeadHuman_Neck. dds Base Head Parts 
MaleHead_Frekles_01.dds 

MaleHeadwarPaint_01 dds 
MaleHeadWarPaint_02.dds Face MaleHeadNord (def) 

MaleHeadw arPaint_03.dds Eyes MaleE yesHumanLightBlue [def] 
MaleHeadWarPaint_04.dds Hair HairMaleNord14 
MaleHeadWarPaint_05.dds Facial Hair none [def] 

MaleHeadWarPaint_06. dds Eyebrows none [def] 

MaleHeadW arPaint_O?7.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 
MaleHeadW arPaint_10.dds 
MaleHeadNordWarPaint_01 dds 
MaleHeadNordw arPaint_02. dds 
MaleHeadNordw arPaint_03.dds 
MaleHeadNordWarPaint_04.dds 
MaleHeadNordw arPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 
MaleHeadBlackBloodT attoo_01.dds 
MaleHeadBlackBloodT attoo_02.dds 
RedGuardMaleEyeLinerStyle 01.dds 


Import | 


Face Tinting Color 


Preset |*HumanSkinBaseWhite03 + 
Select Color | 


G [i134 =] B [122 =] 











Hair aleNord1 4 
Additional Head Parts 


Preview” Full IW Head | 


Figure 451 - Hair style changed. 
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Creating an NPC 


To change an NPC’s hair colour, change the Hair Colour drop-down near the top. In this 
example, I changed it to HairColour08MediumBrown. 


ID |WTJomT ester Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Animation | Attack Data Character Gen Parts <>] 


Name [Jom the Tester Face Complexion DEFAULT 7 Hair Color 
Short r.—Ct~C~stsS 
Name Face Tint Layers 































Face Tinting Color 
















































T IsChafien Face eset [ Durmonstle Tetue CSET 
F l Is Ghost Texture Preset |*HumanSkinBasewhite03 + 
Essential 
 Invulnerable SkinT one. dds 
[ Protected rl Goes Bleed MaleUpperEyeS ocket. dds Select Color | 
l” Respawn Since Acens MaleLowerEyeSocket.dds 
¥ Unique : MaleHead_Cheeks.dds 
- Il Doesn't affect stealth meter MaleHead Cheeks2.dds R | 167 + G 134 | B 122 | 
Destructible Object | Dialogue | MaleHead_FrownLines.dds 
MaleHeadNord_Lips.dds 
Scripts peserioed Nowe. ee iosb Interpolation value Rae Tare ) {1.00 
: aleHeadHuman_ForeHead. dds 
Papyrus Scripts: MaleHeadHuman_Chin.dds t Reset | ! Set 
Script Name Add pee eect aman Nock cal Base Head Parts 
aleHead_Frekles_01.dds 
— MaleHeadWaPainl Oj dds 
MaleHeadw’, atPaint_02. dds Face MaleHeadNord (def) 
Properties MaleHeadw arPaint_03.dds Epes MaleEyesHumanLightBlue [def] 
zee MaleHeadW arPaint_04.dds Hair HairMaleNord14 
MaleHeadWarPaint_05.dds Facial Hair none (def) 
MaleHeadWarPaint_06.dds Eyebrows — none [def] 
MaleHeadWarPaint_O7.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 
MaleHeadWarPaint_10.dds | Hair aleNord1 4 ¥ | 
: z MaleHeadNordWarPaint_01.dds Z 
MaleHeadNordwarPaint_02.dds Additional Head Parts 
rT Template Data ~ MaleHeadN ord arPaint_O3.dds THeadPatt~—~SSCSY 
MaleHeadNordw arPaint_04. dds Head Part 
ActorBase NONE 7) Edit | MaleHeadNordwarPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 
[~ Use Traits [” Use Al Data [7 Use Spelllist MaleHeadBlackBloodT attoo_01 dds 
we ee MaleHeadBlackBloodT attoo_02.dds 
T_ Use Stats T” Use Al Packages [~ Use Inventory RedGuardMaleEyeLinerStyle 01.dds bd 
[~ Use Script [~ Use Def Pack List [7 Use Base Data 
[ Use Factions [~ Use Attack Data [7 Use Keywords 
Preview!” Ful W Head [ 











| Cancel | ——— SS 





Figure 452 - Changing an NPC's hair colour. 


Next, let’s give him some eyebrows. In the Basic Head Parts section I set Eyebrows to 
BrowsMaleHumanoid02. 


| 
ID [wTJomT ester Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Animation | Attack Data Character Gen Parts 4 | >| 


Name [Jom the Tester Face Complexion DEFAULT 7 Hair Color [HairColor8MediumBrown 7 import | 
Short r.—Ct~C~sS 
Name Face Tint Layers 




















Face Tinting Color 











I |sCharGienFace Preset !_ Summonable 
ilies I~ Is Ghost Texture Preset |*HumanSkinBaseWhite03 x] 
I~ Protected  Invulnerable SkinT one.dds 
- I~ Doesnt Bleed MaleUpperE yeSocket.dds Select Color | 
. a [Single sete Malel ower peS ockel cele 
¥ Unique : aleHead_Cheeks.dds 
Il” Doesn't affect stealth meter MaleHead Cheeks? dds Fi [ 167 =] G [134 =] B [122 =] 
Destructible Object | Dialogue | MaleHead_FrownLines.dds 
MaleHeadNord_Lips.dds 








Scripts pear ieed Nose. cee iesLas Interpolation value Se Pais ere ) [1.00 
: aleHeadHuman_ForeHead. dds 
Papyrus Scripts: MaleHeadHuman_Chin.dds Aeset | t _Set_| 















Script Name Add paar eect aman Neck cil Base Head Parts 
aleHead_Frekles_01.dds 
Sa MaleHead arPaint_O1 dds 
MaleHeadWarPaint_02.dds Face MaleHeadNord (def) 
Properties MaleHeadW arPaint_03.dds Eyes MaleEyesHumanLightBlue (def) 
MaleHeadWarPaint_04.dds Hair HaitMaleNord1 4 
MaleHeadWarPaint_05.dds Facial Hair none (def) 
MaleHeadwarPaint_O6.dds Eyebrows BrowsMaleHumanoid02 


MaleHeadWarPaint_O?.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 
MaleHeadWarPaint_10.dds BrowsMaleHumanoid02 
< ? MaleHeadNordwarPaint_O1.dds 

















MaleHeadNordwarPaint_02.dds Additional Head Parts 
~ Template Data MaleHeadNordarPaint_03.dds 


MaleHeadNordw arPaint_04.dds 

ActorBase NONE 7! Edit | MaleHeadNordarPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 

iseatraite IT” Use Al Data [7 Use Spelllist MaleHeadBlackBloodT attoo_01.dds 


er “tes MaleHeadBlackBloodT attoo_02.dds 
se Stats [7 Use Al Packages [7 Use Inventory RedGuardMaleE yeLinerStyle O1.dds v 
[_ Use Script [_ Use Def Pack List [7 Use Base Data 


[_ Use Factions [~ Use Attack Data [7 Uset eywords 

















Preview [~ Full [¥ Head =| 
Carel _| ee lene 








L 
Figure 453 - Changing an NPC's eyebrows. 
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Creating an NPC 


Give him some facial hair by setting Facial Hair to HumanBeard08. 

















ID |WTJomT ester Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Animation | Attack Data Character Gen Parts <|>| 


Name [Jom the Tester Face Complexion | DEFAULT 7 Hair Color [HairColor08MediumBrown x! import | 
Short r.—Ct~C~sSS 
Name Face Tint Layers 


Face Tinting Color 














[ leChaGenFace Preset [7 Sunmoneble fee anon 
mise l~ ls Ghost Texture Preset |*HumanSkinBaseWhite03 + 
| [ Invulnerable SkinT one.dds 
| Protected MaleUpperEyeS ocket. dds 
rR ! Doesnt Bleed ale’ ppercy ; Select Color 
espawn [ee tee MaleLowerEyeS ocket. dds 
IV Unique : MaleHead_Cheeks.dds 
! Doesn't affect stealth meter MalsHead Cheeke? die R | 167 + G [134 =] B 122 =] 
Destructible Object | Dialogue | MaleHead_FrownLines.dds 
MaleHeadNord_Lips.dds 














Scripts reaerieed Nose.cee iesba Interpolation value as ae ae ae ae ) f1.00 
, aleHeadHuman_ForeHead. dds 
Papyrus Scripts: MaleHeadHuman_Chin.dds y Reset | , _Set_| 
Script N Add MaleHeadHuman_Neck.dds Base Head Parts 
—_ = __ add | MaleHead_Frekles_01.dds 
—— MaleHeadi/aiPari Ot dd 

MaleHeadw’, atPaint_02. dds Face MaleHeadNord (def) 
MaleHead\WarPaint_03.dds Eyes MaleEyesHumanLightBlue (def) 
MaleHeadW arPaint_04.dds Hair Hair aleNord1 4 
MaleHeadwarPaint_05.dds Facial Hair HurmanBeard08 
MaleHeadwarPaint_O6.dds Eyebrows BrowsMaleHumanoid02 


MaleHeadW arPaint_O7.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 














MaleHeadWarPaint_10.dds HumanBeard08 
: : MaleHeadNord\WarPaint_01.dds a 
MaleHeadNordwarPaint_02.dds Additional Head Parts 
— Template Data — MaleHeadNordW arPaint_03.dds 
Z MaleHeadNordWarPaint_04.dds 
| ActorBase NONE 7| Edit | MaleHeadNordwarPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 
[_ Use Traits [_ Use Al Data [7 Use Spellist MaleHeadBlackBloodT attoo_01.dds 
3 MaleHeadBlackBloodT attoo_02.dds 
[_ Use Stats [ Use Al Packages [7 Use Inventory RedGuardMaleEyeLinerStyle 01.dds bh 






[_ Use Script [_ Use Def Pack List [7 Use Base Data 
| [_ Use Factions [~ Use Attack Data [7 Usek eywords 











Preview! Ful W Head [  —™—~S 
| =" =o — 











Figure 454 - Changing an NPC's facial hair. 


And change his eye colour by setting Eyes to MaleEyesHumanHazel. 














| Name [Jom the Tester Face Complexion | DEFAULT 7 Hair Color [HairColor08MediumBrown 7 impent | 
Short [i (i‘i;tsész 
Name Face Tint Layers 














- Face Tinting Color 
| T lsChaiGenFece Preset > amore SEIT vumorSkrdisocwhiet3 [a 

eee l Is Ghost - reset |-HumanSkinBasewWhite03 + 
| [ Invulnerable SkinT one. dds 

J” Protected MaleUpperEyeS ocket. dds 
> Respawn [" Doesnt Bleed aa io = Socket dd Select Color 

iv Unique Meee MaleHead Checke dds. 

T™ Doesn't affect stealth meter MaleHead_Cheeks2.dds Riie7=j] G fis] Bf =] 
Destructible Object | Dialogue | MaleHead_FrownLines.dds 
MaleHeadNord_Lips.dds 

















Scripts MaleHead_Nose.dds Interpolation value §=§ [1.00 
: MaleHeadHuman_ForeHead. dds 7 a a eae 
Papyrus Scripts: MaleHeadHuman_Chin.dds ¥ Reset | ! _Set_| 
Eare hae Add MaleHeadHuman_Neck.dds Base Head Parts 
7 __ Add | MaleHead_Frekles_O1.dds 
— MabtleedvePer Ui at 
MaleHeadw’, atPaint_02. dds Face MaleHeadNord (def) 
pee MaleHeadW arPaint_03.dds Eves MaleEyesHumanHazel 
ere MaleHeadW arPaint_04.dds Hair HaitMaleNord1 4 
MaleHeadwarPaint_05.dds Facial Hair HumanBeard08 
MaleHeadwarPaint_O6.dds Eyebrows BrowsMaleHumanoid02 


MaleHeadWarPaint_O7.dds 
MaleHeadWarPaint_08.dds 
MaleHeadWarPaint_09.dds 














MaleHeadWarPaint_10.dds MaleE yesHumanHazel 
= : MaleHeadNord\WarPaint_01.dds y 
MaleHeadNordwarPaint_02.dds Additional Head Parts 
— Template Data MaleHeadNordw arPaint_03.dds 
MaleHeadNordWarPaint_04.dds 
ActorBase NONE 7| Edit | MaleHeadNordwarPaint_05.dds 
MaleHeadBothiahT attoo_01.dds 
[” Use Traits [~ Use Al Data [7 Use Spelllist MaleHeadBlackBloodT attoo_01 dds 
: MaleHeadBlackBloodT attoo_02.dds 
T_ Use Stats [_ Use Al Pack ages [_ Use Inventory RedGuardMaleEveLinerStyle O1.dds v 


T_ Use Script [_ Use Def Pack List [7 Use Base Data 

| 1 Use Factions [~ Use Attack Data [7 Usek eywords 

Preview!” Full 4 Head [i (i‘(‘(CwtO!C~*r 
rl ee 

L 























Figure 455 - Changing an NPC's eye colour. 
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Maybe Jorn hasn’t been sleeping well lately, what with these dragon attacks. In the Face Tint 
Layers, click on MaleUpperEyeSocket.dds to highlight it, then under Face Tinting Colour set the 
Preset drop-down to BrowntTintDark. Change the Interpolation-value slider below it to about 
0.40. 1.00 means the value is at full-strength, 0 would effectively hide the shading. 
I EEE eee 

ID [wIJomTester Keywords | Al Data] Al Packages | Inventory | SpellList] Sounds | Animation | Attack Data Character Gen Parts | «| > | 


Name [Jom the Tester Face Complexion | DEFAULT ~]  HairColor [HairColorD8MediumBrown >| Import | 
Short [Ti siz 
Name Face Tint Layers — Face Tinting Color— 


I IsCharGen Face Preset /_ Summonable 
Sioaeies TH ierenee aie Preset | BrownTintD ark - 


SkinT one. dds 



















































[ Invulnerable 
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Papyrus Scripts: MaleHeadHuman_Chin.dds 0 Reset | " [set 
Script Name Add peer ieect aman Neck cil Base Head Parts 
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Figure 456 - Changing an NPC's face tint. 


Perhaps Jorn doesn’t bathe as often has he should. We can add dirt to his face by scrolling down 
to MaleHeadDirt_01.dds in Face Tint Layers, set the Preset to BrownTintDark then set the 
Interpolation Value slider to about 0.55. 
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Figure 457 - Adding dirt to an NPC’s face. 


Note: You can choose a custom colour by clicking on the Select Colour button, but just be aware that 
colour selection can be a bit buggy so I generally just stick with the default presets. 
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Lastly, switch over to the Character Gen Morphs tab. Here we can adjust the shape of the NPC’s 
facial features. 
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Width 


Nose ] Height POCO COU COO COOOL 
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Figure 458 - Character Gen Morphs tab. 


In the following screenshot, I made a few adjustments to the NPC’s face. His nose was set to 
NoseType11, mouth to LipTypel1 and eyes to EyesType19. 





Actor 
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Figure 459 - NPC's face after some adjustments. 
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Now that our NPC is mostly done, we need to build facegen data. 


To do this, click on WTJornTester in the Object Window to highlight him and press 
CTRL + F4. 


Click Yes to the Confirm pop-up. 








B) Object Window 
Filter vet Editor ID Users | Nar 
=) Actors 2 wT JomT ester na0oco7o | 1 1 Jom 
El Actor 
«Actor 7 
fe) Preset Confirm 


. Actor Action 
[- BodyPartD ata 
[- LeveledCharacter 


Export face gen data for all selected NPCs? 


Gl TalkingActivator 
f|- Audio 
| Character 
|: Items 
| F)- Ammo 
fe) Armor 
a ArmorAddon 
f]- Book 
 Constructible Objec 
- Ingredient 
- Key 





Figure 460 - Building facegen data. 
Once it’s finished, click OK to the Done pop-up. 





Figure 461 - Done. 


The mesh and texture generated can be found under 

Skyrim \Data\meshes \actors\Character\FaceGenData\FaceGeom\<YourModName>.esp or 
Skyrim Special 

Edition \Data\meshes \actors \Character \FaceGenData\FaceGeom\<YourModName>.esp and 
Skyrim \Data\Textures \actors \Character \FaceGenData\FaceTint\<YourModName>.esp or 
Skyrim Special 

Edition \Data\Textures \actors \Character\FaceGenData\FaceTint\<YourModName>.esp. 
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Before we place Jorn in the world, let’s give him a script to clean up his body if he gets killed. 


Double-click or right-click on WTJornTester and select Edit. 


In the Scripts section, click on the Add button. 


Important: Adding a script to an NPC may crash the Creation Kit. If you’ve added custom .bsa archives 
to SArchiveList or SResourceArchiveList in your SkyrimEditor.ini file, make sure you’ve extracted the 
.pex files from them to your Skyrim\Data\Scripts or Skyrim Special Edition\Data\Scripts folder. 
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OK | Cancel | 


Figure 462 - Adding a script. 


Filter by ‘wideadbodycleanup’, click on the WIDeadBodyCleanupScript script in the scripts list 
then click OK to add it to the NPC. 


8 Add scriptto WornTester (02000 D th x 


Filter: | wideadbodycleanup [Show Hidden Scripts 


Script Name 
[Hew Script] 
WiIDeadbody Cleanup Script 

















Figure 463 - Adding WIDeadBodyCleanupS cript. 
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If Jorn had a grave, we can use this script to transfer his inventory to a coffin like some named 
NPCs have in major cities, but for now it’s fine to just transfer his corpse to the dead body cell. 


In the Papyrus Scripts list, click on WIDeadBodyCleanupScript to highlight it then click on the 
Properties button. 
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Figure 464 - Opening properties for WI DeadBodyCleanupS cript. 


Click on the Auto-Fill All button. Click OK to the Property Auto-Fill pop-up. 


| M4} Properties for script WiDeadBodyCleanupscript attached to WTornTester (020000 70} 








| 
Property Name Type | eile Property bype: <nothing selected> 
DaysBeforeCleanUp Float <<Default >> <<Using Default Script Value > > a 
DeathContainer ObjectReference << DeFaulk > > 
WT WIFunctionsScript <<DeFault> > 





Property Auto-Fill 





| 1 properties auto-filled 
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Figure 465 - Auto-fill properties. 


Click OK to close out of script properties. 
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Lastly, let’s place our NPC in the world. 
Click OK to close out of Actor properties for now. 


Click on WTJornTester in the Object Window to highlight him, then drag and drop him into the 


render window to place him into the world. 
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Filter |vat 


A Actors 
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: ce Actor 
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FI- LeveledCharacter 
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Figure 466 -WTJornTester highlighted in the Object Window. 





RiverwoodSleepingGiantinn [Free camera, perspective] - MA: 18.17% (28.53 MB / 157,00 MB) 





Figure 467 - WT JornTester added to the Riverwood inn. 


For more information on what each field does, see the Actor article on the Creation Kit wiki. 
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ADDING AND CREATING AI PACKAGES 


AI packages are used to set up an NPC’s daily schedule. They are used to define when an NPC 
sleeps, eats, works or travels. 


Packages are added to an NPC under the AI Packages tab. 


AI Packages can be added here to give the NPC a daily schedule. In this section we’re going to 
continue with our previous example by adding some packages to our Jorn the Tester NPC. 


To add a package, right-click in the packages list and select Add. 














ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages Inventory | SpellList] Sounds | Anin_4 | > | 
Name Jom the Tester 
Short r.~Ct~C—sS 4] Package List «| >>| 
rae c EditotD || Type _| DayotWeek| Month | Date | Time 
[ Is CharGen Face Preset Summonable 
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Template Data 
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Figure 468 - Al Packages tab. 
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Filter by ‘defaultsleep’, click on DefaultSleepEditorLocOx7 to highlight it then click OK. 


BS Select Form 


Adding and creating AI packages 


x 


Filter defaultsleep 


DefaultSleepE ditorLocd #e5 
DefaultSleepAanvtineN olockNoW arn 
DefaultSleepE ditorLocNULOCKING 24x38 
DefaultSleepe ditorLoc22eb 
DefaultSleepE ditorLoch oLock2s4 
DefaultSleepE ditorLocNoLock2dee 
DetaultSleepPackageAnyT ime 
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DetaultSleepE ditorLocexd 
DefaultSleepE ditorLocl 24 
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Figure 469 - Adding a sleep package. 


PACE. 
PACK. 
PACE. 
PACK. 
PACE. 
PACK. 
PACE. 
PACK. 
PACE. 
PACk. 
PACE. 
PACE. 
PACE. 
PACE. 
PACE. 
PACE. 
PACE. 
PACE. 





This package will make the NPC sleep at its editor location from midnight to 7:00 AM. Editor 


location just means the spot at which the NPC was placed in the Creation Kit. 
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Let’s add another package. Right-click in the packages list again and select Add. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages Inventory | SpellList] Sounds | Anin_4 | > | 
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Template Data 
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Figure 470 - Adding a second package. 
Filter by ‘defaulteat’, click on DefaultEatEditorLoc8x1 to highlight it then click OK. 
~ 


OB Select Form 
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Figure 471 - Adding an eat package. 


This package will make the NPC eat from 8:00 AM to 9:00 AM. 
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Use the ‘<<’ and ‘>>’ buttons to ensure DefaultEatEditorLoc8x1 is at the top of the list. 


Let’s add another eat package for dinner time. 





Actor 
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Delete 


< > 
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Figure 472 - Adding another eat package. 


Filter by ‘defaulteat’ again, this time select DefaultKatEvenine19x1 then click OK. 


© Select Form , 4 
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Figure 473 - Adding another eat package. 
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Next, let’s give this NPC something to do during the day. This time, let’s create a custom AI 
package. 


Right-click in the packages list and select New. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList | Sounds | Aninr 4 | >| 
Name Jom the Tester 
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Figure 474 - Creating a new package. 
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Set the package ID. For this example, I went with WTJornSandboxRiverwood9x10 as I plan to 
have Jorn wander around outside in Riverwood from 9:00 AM until 7:00 PM. 
Note: Make a habit of adding the active hours of the package to the package ID. 


To accomplish this, first let’s set the Package Template to Sandbox. Sandbox packages will allow 
the NPC to wander around and interact with idle markers and furniture within a defined radius. 





Package x 
ID. |WTJomS andboxRiverwood9x10 Package Type | Package i 
Owner quest | NONE v Combat Style | DEFAULT id | Interrupt Override <NONE> ind 


Package | Flags Conditions | Schedule | Begin/End/Change | Idles 


«| >| Package Template |i ; Edit 





Public Package Data 





Selected Package Data 
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Allow Eating Bool True Y Type le ool 7 
Allow Sleeping Bool True ¥ 
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Allow Idle Markers Bool True Y 
Allow Sitting Bool True be 
Allow Special Fu... Bool True ni 
Allow Wandering Bool False ¥. 
Prefered Path 1 Ranol Falco bi = 


Procedure Tree 





&)- Sequence 
-~ Procedure: Travel 
~~ Procedure: UnlockDoors 
Procedure: Sandbox 





~ Item Conditions 














Cancel | 





Figure 475 - Package tab. 
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Under Public Package Data, click on Location to highlight it, then set the Radius field to 4096. 


Note: A world space cell is 4096 x 4096 units in size. 





Package x 
ID |WTJomnS andboxRiverwood9x10 Package Type [Package v| 
Owner quest | NONE x| Combat Style DEFAULT ¥| Interrupt Override |<NONE> y| 
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Allow Sleeping Bool True Y 

Allow Conversati... Bool True Y : 
Allow Idle Markers Bool True Y E 
Allow Sitting Bool True aug Vi 
Allow Special Fu... Bool True Y [iow | 
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Figure 476 - Increasing the sandbox radius. 


Click on the button above it that currently reads ‘Near editor location, radius 512’. 
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Select Near Reference, then click on the Select Reference button to choose the object in the 
render window that the NPC should sandbox around. 


Location 


4t Package Location 
(second/search locations only) 


€ Linked Reference 


Keyword | * | 


(~ Near Editor Location 
{” Near Self 


( Near Package Start Location 


€ In cell | ~| 


Select Reference | 
Cell | - | 


Ref | ~| 
€ Loc Alias | +| 
{" Ref lias | ~| 


~ Interrupt Data | ~| 
( Packdata Target | +] 


cel | 


Figure 477 - Choosing the reference to sandbox around. 
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Adding and creating AI packages 


Select Riverwood’s LocationCenterMarker marker. The LocationCenterMarker marker is the 
X Marker with the yellow box above it. 





Rivenwood02 [Free camera, perspective] - M#; 71.87% (98.46 MB / 137,00 MB) 





Figure 478 - Riverwood's LocationCenterMarker marker. 
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Adding and creating AI packages 


With the reference selected, click OK. 


Location 


co 4t Package Location 
(second/search locations only) 


€ Linked Reference 


Keyword | ¥ | 


(° Near Editor Location 
( Near Self 
( Near Package Start Location 


(In cell | +] 


( Wear Reference 


Ref |RiverwoodLocationCenterMarker +| 
{ Loc Glias | ~| 
{" Ref Alias | +| 


~ Interrupt Data | +| 
( Packdata Target | ~| 


cel | 


Figure 479 - Reference added to location. 
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Adding and creating AI packages 


Scroll down to Allow Wandering and tick the Value tickbox to enable it. This will let the NPC 
wander to a randomly chosen spot within the sandbox radius. If this is not ticked, the NPC will 
only interact with idle markers and furniture within the sandbox radius. 


If you wanted to set how often an NPC changes what they’re doing, increase the Energy value 
under Public Package Data. By default this is set to 50. 





Package x 
ID. |WTJomS andboxRiverwood9s1 0 Package Type Package bal 
Owner quest NONE v Combat Style | DEFAULT v | Interrupt Override <NONE> id 


Package | Flags Conditions | Schedule | Begin/End/Change | Idles 


«| >| Package Template [Sandbox = (sti‘iéi SY Edit 


Public Package Data 








[Name [Type Vaue sd Public sf | ma ParKage Dale 

Allow Sleeping Bool True Y Name [Allow Wandering 

Allow Conversati... Bool True Y 

Allow Idle Markers Bool True id Type [Bool ¥ | 
Allow Sitting Bool True le 

Allow Special Fu... Bool True Y eee 

Allow Wandering Bool True iy Value: fv True 

Prefered Path 0... Bool False 1 

RideHorselfPoss... Bool False Y 

Energy Float 50.000000 Y 


Procedure Tree 





&) Sequence 
-~ Procedure: Travel 
ba Procedure: UnlockDoors 
i Procedure: Sandbox 





~ Item Conditions 

















Cancel | 
Figure 480 - Enabling Allow Wandering. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 386 


Adding and creating AI packages 


Go to the Schedule tab. Set the Hour drop-down to 9 and the Duration field to 10. The NPC 
will only use this sandbox package from 9:00 AM until 7:00 PM. 





Package x 
ID. |WTJomS andboxRiverwood9s1 0 Package Type [Package y| 
Owner quest NONE ¥| Combat Style | DEFAULT x | Interrupt Override |<NONE> ¥| 


Package | Flags Conditions Schedule | Begin/End/Change | Idles 


Day of week: |-Any- y| 

Month: | -Any- v 

Date: |-Any- ~| 

Hour ig y| Mins |-Any- ¥| 
Duration: 10 hours 








Cancel | 
Figure 481 - Adding a start and stop time to a package. 


Click OK to close out of Package propetties. 
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Adding and creating AI packages 


Our AI Packages tab should now look like this: 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList | Sounds | Anin_4 | > | 


Name [J orn the Tester 
Shott -————— Al Package List << | >>| 
Name Edo I] Type | Dayof Week] Month 


[Is CharGien Face Preset = nae a WTJomS andboxRiverwood9x1 0 * Pack... 

[~ Essential rm oie DefaultE atE vening! 9x1 Pack... 

l” Protected rr Invulnerable DefaultE atE ditorLoc8x1 Pack... 

I~ Respawn r ale ey DefaultSleepE ditorLocOx? Pack... 
; imple Actor 

M Unique ! Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts Default Package List 


Papyrus Scripts: NONE = | 
Script Name Add | Spectator Override Package List 


NONE 7 
Observe Dead Body Override Package 
Properties [NONE =  ©=— | 
Guard Warn Override Package List 
NONE 7 
Combat Override Package List 


NONE x| 








< 








~ Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelllist 

[_ Use Stats T Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
T_ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview [~ Full [~ Head [i ( i‘ é;t;*~*™ 





Figure 482 - AI Packages tab with four packages set up. 


Again, use the ‘<<’ and ‘>>’ buttons to ensure WTJornSandboxRiverwood9x10 is at the top of 
the list. 


Let’s add one more package to cover the evening hours. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 388 


Adding and creating AI packages 


Right-click in the packages list and select Add. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList | Sounds | Anin_4 | > | 


Name [Jom the Tester 
Short r..~COt~‘CsS. Al Package List << | >> | 
Name 


5 ls CharGen Face Preset x ek a WTJomS andboxRiverwood9x10 * 
Essential DefaultE atE vening] 9x1 
l” Protected [" Invulnerable DefaultE atE ditorLoc8x1 


l” Respawn = pir aie DefaultSleepE ditorLocOx? 
¥ Unique een 


! Doesn't affect stealth meter 


|_Type_| Day of Week | Month 


New 


Destructible Object | Dialogue | Pad | 


Scripts Edit 


Papyrus Scripts: Delete ¥ | 


Script Name Add Copy Stack e List 


Remove | Paste Stack | 





Uusurre Vou vuUy U rons Package 
Properties | [NONE = =©=——<“—s~ssC 
Guard Warn Override Package List 
NONE 7 
Combat Override Package List 


NONE x] 


< 





> Template Data 


ActorBase NONE 7) Edit | 


[~ Use Traits [~ Use Al Data J~ Use Spelllist 

[_ Use Stats [ Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
[ Use Factions [~ Use Attack Data [7 Use Keywords 


Cancel | 





Preview [~ Full [~ Head [i (a‘(izé;!O!;é;*s*z 





Figure 483 - Adding a fifth package. 
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Adding and creating AI packages 


Filter by ‘defaultsandbox’, click on DefaultSandboxEditorLocation1024 to highlight it then click 


OK. 





O° Select Form 4 


Filter defaultsandbox 


Defaults andboxE ditorLocation 0244 oCony 
DawnestarH ousecarlD efaults andboxhiteH allPacka... 
Defaults andboxLinkCustoml241 2 

Defaults andboxCurentLocatian] 024 

defaults andboxl host 

ArcantarD efaults andboxPackage 

Defaults andboxe ditorLocationl “WoW eapons 
Defaults andboxE ditorLocatianz0s1 2 

DefaultS andboxrCurentLocation256 

Defaults andboxE ditorLocation 5b 

EolskeggrD efaults andboxMinerH ousePack age 
Mark arthHougecarlD efaults andboxk.eepPackage 
MarkarthS tewardD efaultS andborkeepPackage 
MarkarthJ alDetaults andboxPackage 

Defaults andboxE ditorLocationey| 2 

DefaultS andboxE ditorLocationl U24 

Defaults andboxH omeowner 

AlainDetaults andboxPackage 

Defaults andboxE ditorLocation 4 


Figure 484 - Adding a DefaultS andboxEditorLocation1024 package. 
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Adding and creating AI packages 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | Spelllist | Sounds | Anin_4 | >| 


Name [Jom the Tester 

Short r..COt~C‘CS Al Package List «i >>| 
Name 
Il” Is CharGen Face Preset = Summonable 


Il” Essential - Is Ghost WTJomS andboxRiverwood9s1 0 * 
Invulnerable DefaultE atE vening1 91 


z laste ! Doesnt Bleed 
V Uni a l Simple Actor 
: Il Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts Default Package List 

Papyrus Scripts: | NONE = | 
Spectator Override Package List 

| NONE 7] 

Observe Dead Body Override Package 

Properties NONE + 
Guard Warn Override Package List 

NONE ~| 

Combat Override Package List 


NONE 7! 


DefaultE atE ditorLoc8x1 
DefaultSleepE ditorLocOx? 





Script Name 





< 





> Template Data 


ActorBase NONE 7) Edit | 


[_ Use Traits T Use Al Data [ Use Spellist 

[_ Use Stats T Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
T_ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 





Preview! Full [~ Head [i (}!.. Cd 








Figure 485 - AI Packages tab with five packages set up. 


Click on DefaultSandboxEditorLocation1024 to highlight it, then click ‘>>’ until it has been 
moved to the bottom of the packages list. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList | Sounds | Anin4 | > | 


————— 
Short |......is«d 
Name 
I IsCharGen Face Preset [_ Summonable 
I” Essential [~ Is Ghost 
I Protected  Invulnerable 
Il Respawn [ Doesnt Bleed 
Pitin i I Simple Actor 
l” Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 





Script Name Add 





Remove 


Properties 


< 





> Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelliist 
T_ Use Stats T” Use Al Packages [7 Us ito 
T Use Script [_ Use Def Pack List [7 Use Base Data 
[_ Use Factions [7 Use Attack Data [7 Use Keywords 


OK | Cancel | 








Al Package List << | | i333 


WTJormS andboxRiverwood9s1 0 * 


DefaultE atE vening] 9x1 
DefaultE atE ditorLoc8x1 
DefaultSleepE ditorLocOx? 

DefaultS andboxE ditorLocation1 024 


Default Package List 
NONE 7 
Spectator Override Package List 
NONE +] 
Observe Dead Body Override Package 
NONE ¥ 
Guard Warn Override Package List 
NONE x! 
Combat Override Package List 


NONE ~| 


Preview!” Full [~ Head [.. 





Figure 486 - DefaultSandboxEditorLocation1024 moved to the bottom of the packages list. 


This will make Jorn sandbox in the Riverwood inn where we placed him in the previous section. 
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Making a merchant 


MAKING A MERCHANT 


In this section I'll be showing you how to set an NPC up as a merchant. ll be using Jorn the 
Tester, the NPC I created in the previous sections, in this example. 





The first thing we need to do is make the merchant container. This container is usually placed in 
out of reach of the player, 1.e.: under floors or beneath the ground. 


The easiest way to make a new merchant container is to duplicate an existing one. In the Object 
Window, go to WorldObjects > Container and filter by ‘merchant’. 


For this example, I duplicated MerchantRiftenPawnedPrawnChest by right-clicking on it and 
selecting Duplicate. 














Object Window 4 
Filter merchant 
re | MerchanthittenGrandPlazabrandishlhest OOOASTES | U [ 
+) Actors . 
a Audio re | MerchanthittenGrandPlazaGrelkaChest DOA 31 B 4 | U [ 
i. hace ber re | Merchanth ical randPlazah ooo OOOAS1E | U [ 
G- Items re | Merchanth ittenGrandPlazaM anselhest DUDA 3166 1 U [ 
i Magic MerchantFittenP avis ae el | | 
f- Miscellaneous | MerchanthittenF age New U [ 
ce 5 pecialE ffect re | MerchantHittenS cor Edit U [ 
- WorldD ata ra | Merchanth tenwyle Duplicate U 
=) WorldO bjects re | Merchanthiverwood ~ Oo [ 
Gl Activator SF MerchantRiverwood Delete 0 
| Container SS MerchantRiverwood Preview 0 | 
E- Door re | Merchanthonkstead Pecaieeaund: U [ 
I Flora © MerchantSolitudedin o |t 
BI Furniture re | MerchantS olitudebit Navrnesh Object U [ 
a ae re | Merchants alitudeB le . . 0 [ 
a am _ re | Merchantsoltudec 4 Create New Object Window U [ 
+] MovableStatic , 
: re | Merchants olituder ts U [ 
a 6S MerchantSolitudet| meio 0 
-~ Static Collection SI BISIM Soke 
a Tree re | Merchants olltudeF rite vette OOO46C10 | U [ 
a =A re | Merchants olitudeFruitl ala OU0A46COF | U [ 
re | Merchants oltudeR adianth aiments OOOA6CO4 | U [ 
re | Merchants olitudes tables OOOA6C08 | 0 [ 
re | Merchants olitudes ybilleStentorlhest 00042483 | U [ 
re | Merchants olitudeinkings keeverlhest OO0466 FO | U [ 
re | Merchants pouse4pothecarnlhest ODUOLb44C 1 U [ 
re | Merchants pouseBlack srmithChest OOULB446 | 0 [ 
re | Merchants pouselnnkeeperlhest UUULE440 | U [ 
| Merchants pouseMiscVendorlhest QUOC b44F | U [ 


Figure 487 - Duplicating an existing merchant container. 
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Highlight the duplicate and press F2 to rename it. 


8 Object Window 


Filter merchant 


‘Actors 
‘Audio 
‘Character 
- [tems 
‘Magic 
‘Miscellaneous 
‘Speciale fect 
WorldData 
Wf onldO bjects 
+] Activator 
- Container 
‘Door 
- Flora 
- Furniture 
- Grass 
‘Light 
-MovableStatic 
- Static 

-- Static Collection 
[+] Tree 





Editor ID Users 


re | MerchanthittenGrandPlazabrandishlhest 
re | MerchanthittenGrandPlazaGrelkaChest 
| MerchanthittenGrandPlazal adesilhest 
re | MerchantRittenGrandPlazaM anseChest 
re | MerchanthittenPawnedPrawn Chest 

WT Merchantlom] ester_lhest 


re | MerchantHittenA aggedFlagonlhest 





re | MerchantRittens corchedH arnmerBlack smut... 


re | Merchanthittenylandriahslhest 

re | Merchanthivernwood4lyorBlacksmithChest 
re | MerchanthivensoodSleepinighiantlhest 
re | MerchanthrverwoodT raderChest 

re | Merchanth onksteadF rostFruitlin chest 
re | Merchants oltudesngelinesAramatics 

re | Merchants oltudeb its4ndPieces 

re | Merchants olitudeBlack smith 

re | Merchants olitudek astE mpreCompany 
re | Merchants olitudeF ish4ddyar 

re | Merchants oltudeFletcher 

re | Merchants olltudeF rite vette 

re | Merchants olitudeF rut! ala 

re | Merchants oltudeR adianth aiments 

re | Merchants olitudes tables 

re | Merchants olitudes ybilleStentorlhest 

re | Merchants olitude.inkings keeverlhest 
re | Merchants pouse4pothecarnlhest 

re | Merchants pouseBlack srmithChest 

re | Merchants pouselnnkeeperlhest 

| Merchants pouseMiscVendorlhest 


When prompted to create a new object, select No. 


Create New Object? 


Create a new object? 
' Alo will rename this object, 


Figure 489 - Create New Object prompt. 
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OOOAS1ES 
DOA 31 B4 
OOOAS1E 
OO04 3165 
00042540) 
U2000 20 ? 
OO0A 2546 
OOO 374F 
D004 2485 
OO0FsC00 
OO078C0E 
OO0"eCOC 
OOOSF 250 
OOOA6C05 
OOOA6C06 
OOO46C0? 
OOUD B54 
OOOA6C0E 
OO0B 2035 
OOO46C1 0 
OO046COF 
OOOA6CO4 
OOO46C08 
00042485 
OOUA66 FO 
OOULE44C 
OOOCE446 
OOULE440 
OOULB44F 


Figure 488 - Renaming the duplicate container. 
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Making a merchant 


Objects that will form the merchant’s inventory will be listed in the item list. Typically these will 
be levelled items so the merchant’s daily stock will be randomized. 


Container 


ID |'4/TMerchantlomnT esterChest tern List Scripts 


None [Sez | fast [_oiento To. Tu. [v.T = PeomusSee 
. =e ees A) LtemMiscVendorweapo... actipt Name 
weight [0.0000 7195 50 / C00 ial LitemT orchid rt 
FD UtemMisc¥endordmoar?5 “15 
A) LtemMisc¥endorPotionS0 15 
FD LtemMiscVendorSoulGe... “15 
FD) UtemMiscvendorrows?5 “20 


Model /Clutter’\Containers'4\Chest(l \Chest Edit | bl 


Object Court Health = 


Add Destruction Data /PerkMasterTraderGald ¥ | 1 1 00.00 


NavMesh Generation Import Option Cuiner 
€ Collision Geometry (Filter NPC Faction 


i+ Bounding Box {~ Ground | NONE +| | NONE + | 


Se Global arable Required Rank 


| Allow sounds when container animations exist | NONE ¥ | | ¥ | 
Open Select Sound 
Close Select Sound Preview Calculated Result | Preview Level 1 


Cancel | 


Figure 490 - Container inventory. 


|) Random Anim Stat [| Obstacle 


IY Respawns | Show Cuyner 





To remove an item from the item list, right-click on it and select Delete. 


Container 


ID wT MerchantlomT esterChest Itern List Scripts 


Nave [ER coast To. [wTv.T~ | Popeesuet 
; ' @) LtemMiscVendorweapo... =i): elie 
| ncuMbrarice: 
A) UtemMiscVendorAmor?S 
| RandomAnim Stat [ Obstacle @) UtemMisc¥endorPotionS0 


If Respawns | Show Owner = fea ae 


FD LtemmMisc N sel : 











Model | Clutter’.Containers'\Chest01 \Chest Edit | eee i 
Object Health = 


Add Destruction Data [LitemMisc¥endorS oulGiem?é ad | 15 100.00 


NavMesh Generation Import Option Quner 
€ Collision Geometry C* Filter NPC Faction 


ie Bounding Box f° Ground | NOME ~| | NONE +| 


Songs Global Variable Required Rank. 


J Allow sounds when container animations exist | NONE ¥ | * | 
Open Select Sound 
Close Select Sound Preview Calculated Result | Preview Level 1 


Cancel | 


Figure 491 - Deleting an item from the item list. 





To add an item to the item list, select New instead. 


Once you're satisfied with the merchant’s inventory, click OK to close out of the Container 
propetties. 
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Making a merchant 


Drag and drop the container into the render window to add it to a cell. I added it to the 
RiverwoodSleepingGiantInn cell, the same cell Jorn, our NPC, was added to. 


Make sure it’s added below the floor so the player can’t get to it. 


It’s not necessary to lock it or add ownership to it. 





Riverwood SleepingGiantinn [Free camera, perspective] - M#: 18.18% (28.54 MB / 157,00 MB) 





Figure 492 - Adding the container. 
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Making a merchant 


Next, we need to make a new faction linked to the merchant container. This will be used to 
determine business hours and vendor type. 


In the Object Window, browse to Character > Faction and filter by ‘services’. 


For this example, ?m going to duplicate ServicesRiftenPawnedPrawn. 


8) Object Windows 


Filter services 





+] Actors 

F]- Audio 

FI Character 
| = Association Type 


i Equip Slot 
~» Faction 
(+): HeadPart 


[I Package 


e Helationship 


- Yoicel ype 
- [tems 
‘Magic 
‘Miscellaneous 
-SpecialEffect 
WorldData 
Wf onldO byects 
“oe SAT 


a Movement Type 


a SH Event Node 





ad semiceshittenbeeands arb OOOA0F05 U 2 
‘a sermviceshittenBeeandB arbT alenJeig xtra OOU65C36 U | 
‘a sermvicesHittenGlackBriarhleaderry OOOA STS U 0 


5 ServicesH iter grins lisirs 

serviceshittenPawnedPrawn 
‘a sermviceshittenPlazabrandish Hew 
*' SermvicesRittenPlazaGrelka che 
a sernviceshittenPlazal adest 
“a sermviceshittenPlazaM arise 
Y SernvicesH thenA aqgedFlagon Delete 
el semiceshittenT hes corchedHa 
“a sermviceshitten'ylandrahy end 
‘a sermviceshivernsood4s|yor 


00043104 U oF 





Duplicate 


Create New Object Window 


Use Info 

a SeniceshrvernwoodRrvenyood | sae, re rrr 7 ro 
ad SenvicesAvernwoods lepinga lant nn QU091 4F 1 U | : 
“a services onksteadMralkiF action OOOSF 252 U 2 

i ServicesshorsstoneFiryar OO04 C300 0 | : 
et Semvicess olitudeAéngelinessromatics OOOUA66 FF U a: 
et services olitudeb ts4ndPieces OOO4&6C02 U of 
Y services olitudeblack smith OOOAECOS U 4 

a ServicesS oltudekr astE mpreCompany DOOD BAC O el E 
ad senvicessalitudeFishAaddyar OOUA6C1 1 U a f 
Y Services olitudeFletcher OO0E 203? U 4a 
a Services oalitudeFruitE vette OOOAEC1 3 0 Ia [3 
et sermvicess alituideFruitl ala OOOA6C1 2 U o1 ; 
‘a Sermvicess alituder adianth aiments OO046C00 U 24d | 
Y Services olitudes tables OO046C01 U | ; 
a Services alitudes poilles tentor OO0E 2036 0 la 15 
o Services olitudewinkings keeverl nn OUUAGEFS iW | \ 


Figure 493 - Duplicating an existing faction. 
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Again, press F2 to rename it. 


8 Object Window 


Filter services 





+) Actors 
F]- Audio 
=e Character 
= Association Type 


~ Equip Slot 
~~ Faction 
[- HeadPart 


[]- Package 


- WoiceT ype 
- [tems 
‘Magic 
‘Miscellaneous 
‘Speciale fect 
WorldData 
Mf onldO bjects 
|| 


-- Movement Type 


~ Relationship 
-- Ski Event Node 


Editor ID Users 


ey semiceshittenBeeandB arb 


Y sermviceshittenBeeandB arbT alenJeik xtra 


‘a sermvicesHittenGlackBrarhleaderry 
a SermviceshittenE lgnmsE lisirs 
aa semviceshittenPawnedPrawn 





WT ServicesJom] ester 
‘a sernviceshittenPlazabrandish 
a ServicesRittenPlazaGrelka 
ad sernviceshittenPlazal adest 
“a serviceshittenPlazaM arise 
Y SernvicesH thenA agqgedFlagon 
ServicesRittenT heScorchedH ammer 
aa senviceshitten' ylandriahy endor 
+ serviceshivernsoods|yor 
‘a seniceshivernsoodAivenvood Trader 
a ServicesA vend leepimgiaiantlar 
ad semiceshorksteadMralkiF action 
g sermvicesshors stoner iryar 
‘a Services olitude4éngelines4romatics 
a Services oalitudeb ts4ndPieces 
et semvicesoalitudeblack smith 
g ServicesS olitudecr astE mpreCompany 
‘a sernvicessoalitudeFishAddyar 
a Services alitudeFletcher 
aa SemvicessolitudeFruitE vette 
‘a sermvicess alituideFruitl ala 
‘a Senvicess olituder adianth aiments 
oY Services alitudes tables 
aa Semicess alitudes ybilles tentor 
w SernvicesS oltudew inkings keeverlnar 


OOOA0F05 
OOU65C36 
OOOA STS 
Oona 3104 
OOOA S105 
U2000208 
OOO STC 
OO04 3103 
OO04s1 06 
OO04 310A 
00043106 
OOOAs1C2 
OO04C3SCD 
OOUS4.6665 
OOUS4665 
OO0S1 4F 1 
OOOSF 252 
00040300 
OOOUAEB FF 
OOOA6C02 
OOOA6COS 
OOUDBALS 
OOOA6C1 1 
OO0B 2037 
OOUAECT S 
OOOA6C1 2 
OOO46C00 
OOO46C01 
OO0E 2036 
OOUAEBFS 


Figure 494 - Renaming the duplicate faction. 


When prompted to create a new object, select No. 


Create New Object? 


Create a new object? 


' Alo will rename this object, 


Figure 495 - Create New Object prompt. 
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Making a merchant 


Double-click or right-click on the faction and select Edit to open its properties. 


Jorn, our sample NPC, returns to the Riverwood inn at 7:00 PM every evening, so let’s have him 
run his little side business for 5 hours until he goes to sleep. I set the start hour for his shop to 
19, ending at midnight. 


Note: Normal business hours for most shops are 8 - 20. 


Faction 


ID (wT Services! orn| ester 
Name | 


General | Ranks | Crime  Yendor | 
i? Vendor 


Start Hour 19 End Hour 0 
Merchant Select Reference in Render Window | 
Location | |n cell 'RiftenPawnedPrawn’ View | Container 


Cell | RivenvoodSleepingGiantl nn ¥ 
Radius 0 
Reference WT MerchantlomT esterChest O200020! * | 


Vendor ifenciaienacil 
stu ell| Li, ddase [Only Buys Stolen Items 


If Not Sell/Buy 
|) Yendor Conditions 


Tar... | Function Marne Function Into Comp Value 





Figure 496 - Faction properties. 


Click on the Merchant Container button and select the vendor chest you placed. 
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Making a merchant 


Lastly, click on the Location button. 
Set it to RiverwoodSleepingGiantInn. 


This means Jorn will only have things to buy and sell when he makes it back to the Riverwood 
inn. 


Alternatively, if you set it to ‘Near Self instead, you'll be allowed to trade with Jorn as soon as 
the clock hits 7:00 PM regardless of where he ts. 


Location 


Linked Reference 
Keyword | + | 


Near Editor Location 


Near Self 


Near Package Start Location 


In Cell RiverwoodSleepingGiant +| 


Near Refe RiftenYarehouse 
RimerockBurrowd1 
Riverwood4lyvorsHouse 
River woodFaendalsHous 
River woodGerdursHouse 
RivernwoodRivervwood Tra 
River woodsleepingGiant 
Riverwoods vensHouse 
RobbersGoargedl 


- 
(° Packdata Target | | 
ct 


Figure 497 - Setting the vendor location. 
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Making a merchant 


Set the Radius field to 4096 so Jorn we'll be able to trade with Jorn no matter where he is in the 
the RiverwoodSleepingGiantInn cell. 


Faction 


ID WT Services! orn| ester 
Name | 


General | Ranks | Crime  Yendor | 
i? Vendor 


Start Hour 19 End Hour 23 
Merchant __ Select Reference in Render Window | 
Location [eer Container Select Reterence in Render Window 


jm U0 et ot a) 


Cell | RivenvoodSleepingGiantlnn ¥ 


Reference WT MerchantlomT esterChest O200020! * | 
Vendor VendaltemsMisc 
Eerie “ervdoritemsMisc = | Only Buys Stolen Iker 


Aadius 


Mw Not Sell’/Buy 
|) Yendor Conditions 


Tar... | Furotion Marne Function Into Comp Value 





Figure 498 - Services faction set up. 
Click OK to close out of Faction properties. 
In the Object Window, go to Actors > Actor > Actor. 


Double-click or right-click on our test NPC WTJornTester and select Edit. 
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Making a merchant 


Go to the Factions tab. 


Right-click in the factions list and select New. 





Actor 


ID |WTJomTester 


Name Jom the Tester 


Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr_4 | >| 


Factions and Ranks 








Short 
sane) 
. Summonable 0 CrimeF action\Whiterun 
z : mil Foe. Il Is Ghost Oo TownRiverwoodF action 
ssentia 
Bee  Invulnerable 
Uni ss Simple Actor ; 
4 ! Doesn't affect stealth meter Edit 
Destructible Object | Dialogue | Delete 
- Scripts- = Copy Stack 
Papyrus Scripts: Paste Stack 
Script Name 








Properties 





Assigned Crime Faction CrimeF action hiterun ¥ | 


< > 





~ Template Data 


ActorBase | NONE 7 Edit | 
._ Use Traits . Use Al Data [~ Use Spellist 
Ci Use Stats a Use 4] Packages Ti Use Inventory 
[ Use Script [ Use Def Pack List [7 Use Base Data 
[ Use Factions [~ Use Attack Data [7 Use Keywords 


Cancel | 

















Preview [ Full [” Head |i ( wwt—SY 








Figure 499 - Adding a new faction. 


Select the services faction we just set up and click OK. 


© Select Form , 4 


Filter Jitsery 
Fom Type | 


WT ServicesJon] ester FACT 0200 





Figure 500 - Jorn's services faction highlighted. 
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Making a merchant 


We need to add Jorn to one more faction, so he has the dialogue that allows the player to trade 
with him. 


Right-click in the factions list and select New. 





Actor 
ID |WTJomT ester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr 4 | >| 


Name [Jom the Tester Factions and Ranks 
Short [iss 
Name 





. Summonable 0 CrimeF action hiterun 
i pee cee Sta Agi el TownRiverwoodFaction. mn 
0 WT ServicesJom! ester : 


l Essential eee 
nvulnerable 
[ Encumbrance 2 / 300 Doesnt Bleed 


[ Respawn [Simple Actor New 


=F ini 
iY) Uneque ! Doesn't affect stealth meter 
Edit 
Destructible Object | Dialogue | 
Delete 
Scripts j 
Papyrus Scripts: Copy Stack 
Script Name Paste Stack 








Assigned Crime Faction CrimeF action hiterun ¥ | 


< 








~ Template Data 


ActorBase NONE x] Edit | 





[~ Use Traits [~ Use Al Data [~ Use Spelllist 
[~ Use Stat [~ Use Al Packages [7 Use Inventory 
[" Use Script [7 Use Def Pack List [7 Use Base Data 


[._ Use Factions [~ Use Attack Data [™ Use Keyword 
Preview! Full [ Head | ti‘ 
Cancel_| 














Figure 501 - Jorn added to his service faction. 
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Making a merchant 


Filter by ‘jobmerchant’, click on JobMerchantFaction to highlight it then click OK. 


a’ x 


| 
a 


Filter jiebrerchant 


JobMernchantF action FACT 0005 





Figure 502 - JobMerchantFaction selected. 


ID |WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr 4 | >| 


Name [J orn the Tester Factions and Ranks 
ahot | 


Name 
[ Summonable CrimeF action hiterun 
Bee ie TownRiverwoodF action 


|” Essential 2 heya WTServicesJomT ester 
[” Encumbrance 2 / 300 I Doesnt Bleed JobMerchantF action 


5 rah [ Simple Actor 
4 l Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 


Script Name Add | 








Properties 


Assigned Crime Faction | CrimeF action\Whiterun ¥ | 


< 








> Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelllist 
[_ Use Stats T Use Al Packages T_ Use Inventory 
[_ Use Script [_ Use Def Pack List [7 Use Base Data 


[_ Use Factions [7 UseAttack Data [7 Use Keywords 
Preview!” Full [~ Head as 
carcel_| 














Figure 503 - Jorn added to the JobMerchantFaction. 
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Making a merchant 


If we go in-game and speak to Jorn, we should now be able to trade with him after 7:00 PM. 


Jorn the-Fester <H What have you got for sale? 


Tob! Exit 


ALL 
MU 
“N 
NAME & 
Gp Child's Doll Toy 
<o> (irclet of Minor Alteration (2) 4 Circlet 
# Cow Hide Hide 
W# Ek Hide Hide 
@ Garnet (2) Gem 
®& Glass (2) Clutter 
Grand Soul Gem (Grand) Soul Gem 
QQ Greater Soul Gem (Greater) Soul Gem 
Hide Armor Body 
Hide Boots Feet 
Hide Bracers 2 Hands 
@® Horker Tusk (2) Ob Remains 
Iron Armor (3) Body 


‘\~ Iron Arrow (91) Arrow 


®_ Iron Battleaxe (2) Battleaxe | H | D E B RACERS 


Iron Boots (4) Feet rte 6 


lron Gauntlets Hands 
\\c Iron Greatsword (2) Greatsword 
Iron Helmet Head 


Iron Ore (2) Ingot 


BE ——sJORN THE TESTER & | 


E Buy nor Rating 65 (-5) Carry Weight 97/300 Gold 140 Jorn the Tester Gold 





Figure 505 - Vendor inventory. 
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Making a merchant 


If your NPC uses custom voice acting, you can bring up the barter screen on a line of dialogue 
using the following papyrus: 


akSpeaker.ShowBarterMenu () 


Topic Info 


es What are you selling? | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE ~| 


Filter: | 
Responses: Share Response Data From Info: NONE +| — | Link To: | Invisible Continue 


Response Text Emotion Edited Branch 
The tools of the trade for many an adventurer, Take a look, Neutral (50) NH 


if Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
= | Goodbye | Random | Random End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Function Marne Function Info 

GetIsIo Actor: 'WTJashavidar' 
meblurrent Tire NOME 

GetCurrent Time NOME 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Adyvanced Papyrus Fragment | Adyvanced | PF wt_tif_ o25b62e3 


akSpeaker, ShowBarterMenut) 


Compile | Compile | 
cance _| 





Figure 506 - Custom merchant dialogue. 


Just make sure to add GetCurrentTime conditions to match the business hours set up in the 
service faction so this dialogue option doesn’t appear outside of business hours. 


For more information setting up quest dialogue, see the section Adding dialogue to a quest. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 405 


Making an innkeeper 


MAKING AN INNKEEPER 


In this section I’ll be covering the process of turning an NPC into an innkeeper that you can rent 
a bed from using the existing innkeeper system from the base game. 


Pll be using the NPC we created in the previous section for this example. 
The first thing we need to do is add our NPC to the JobRentRoomFaction faction. 


In the Object Window, go to Actors > Actor > Actor and double-click or right-click on the 
NPC and select Edit. 


Go to the Factions tab, right-click in the factions list and select New. 





ID |WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList ] Sounds | Aninr_4 | >| 
Name  |Jom the Tester Factions and Ranks 
Short lr ~—Ct~—‘ 
Name 

Il Summonable 0 CrimeF action\Whiterun 

. : pen Face Preset I Is Ghost 1 CurrentFollowerFaction 

ssential ; 
c Bare ene, Oo JobMerchantFaction | 

Protected TT Gesue Gad 0 PotentialF ollowerF action 
. Respawn ee ee 0 TownRiverwoodF action 
I¥ Unique P 0 WT ServicesJomnT ester 


! Doesn't affect stealth meter 


Destructible Object Dialogue | 


Scripts 
Edit 


Papyrus Scripts: 


Delete 





Script Name 


Add 
B& WIDeadBodyCleanupScript | Copy Stack 
Paste Stack 


Assigned Crime Faction CrimeFaction\Whiterun Y 


Template Data 





ActoBase|NONE = =———s sit 
a ia a 
Ci [a Ci 
a i Le 
ia [1 LS 


Preview [ Full [ Head Exes 
=a 


Figure 507 - Adding a new faction to Jorn. 
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Making an innkeeper 


Filter by ‘rentroom’, click on JobRentRoomF action to highlight it then click OK. 
ras 


BS Select Form 


Filter |rentroom 


FACT OO0S 


JobRentRoomF action 





Figure 508 - Selecting the JobRentRoomFaction faction. 


Next, we need to add the RentRoomScript script to the NPC. To do this, click on the Add 


button in the Papyrus Scripts section. 


ID |\WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin_4 | >| 


Name [J orn the Tester Factions and Ranks 
Short 
al 


Name 
I~ Surmmonable CrimeFaction\Whiterun 
= : eal Face Preset I ls Ghost : CurrentFollowerF action 
ssentia i 
- liana ee JobMerchantFaction — 
Encumbrance 2 / 300 7 fiosant Bised PotentialF ollowerF action 
l” Respawn cee aces TownRiverwoodF action 
Vv Unique 2 WT ServicesJomT ester 
l Doesn't affect stealth meter JobRlenthoombaction 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 





Script Name 
Qs WIDeadBodyCleanupScript 





Properties 


Assigned Crime Faction | CrimeF actionhiterun 7 








Template Data 


ActorBase NONE x| Edit | 


[_ Use Traits [ Use Al Data T Use Spelllist 
[~ Use Stats T~ Use Al Packages [7 Use Inventory 
[_ Use Def Pack List [7 Use Base Data 


[_ Use Factions [7 UseAttack Data [7 Uset eywords 
Preview!” Full [~” Head [i ( wti‘(C;;*;észY 
OK | Cancel | 














Figure 509 - Adding a new papyrus script. 
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Making an innkeeper 


Filter by ‘rentroom’, click on RentRoomScript to highlight it then click OK. 


a Add script ta Worn lester (O300CD 70) ~ 


Filter: | rentroom [Show Hidden Scripts 


[Hew Script] 
RentRoomScript 





Figure 510 - Selecting the RentRoomScript script. 


Click on the RentRoomScript script in the Papyrus Scripts section to highlight it then click on 
the Properties button. 





ID |WTJomT ester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Ani 4 | >| 
Name Jom the Tester Factions and Ranks 





hort 
ied 
. Summonable CrimeF action'Whiterun 
cls Elsieled Pedi Tl Is Ghost CurrentFollowerF action 
(_ Essential JobMerchantFaction 


[~ Encumbrance 2 / 300 = Invulnerable PotentialF ollowerF action 


[Respawn Doesnt Bleed 
7 Unique [~ Simple Actor 
a ! Doesn't affect stealth meter 


Destructible Object | Dialogue | 


~ Scripts | 


TownRiverwoodF action 
WT ServicesJormnT ester 
JobRentRoomF action 


ooocceocon.o 


Papyrus Scripts: 





Script Name 
# RentRoomScript 


| 
_ [gs WIDeadBodyCleanupScript __Remove _| 








Assigned Crime Faction | CrimeF action\whiterun ¥ | 





~ Template Data 


| 
ActorBase NONE x| Edit | | 





Whtrenpee ._ Use Al Data [_ Use Spellist 
\[~ Use Stat [7 Use Al Packages [7 Use Inventory | 
[7 Use Script [~ Use Def Pack List [7 Use Base Data 
\[~ Use Factions [7 Use Attack Data [7 Use Keywords 


Preview[~ Ful [Head [ s—s—~CS 





OK | Cancel | 


Figure 511 - Opening RentRoomScript script properties. 
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Making an innkeeper 


In the properties list, click on Bed to highlight it then click on the Edit Value button to the right. 


8 Properties for script RentRoomScript attached to WTornTester (0300CD 70} 


Property Name Property type: ObjectReference 








ObjectReference «Defaults > <<Using Default Script Value >> Edit Value 
WiTFunctions Script <<Default>> - 


Auto-Fill | 


Add Property | Auto-Fill All | 





Figure 512 - Changing Bed properties. 


Click on the ‘Pick Reference in Render Window’ button and select the bed in the render window 
that you want this NPC to rent out. This is the bed that the player will be allowed to sleep in 
after paying for a room. 


8 Properties for script RentRoomScript attached to Worn Tester (O300CD 70) 


Property Name | Type | Value Property type: ObjectReference 


ge Bed ObjectReference None : Clear value | 
Wil WiFunctions Script <<DeFault > > = : 
Cell: NOME +| Revert | 

Reference: | auko-Fil | 





< 


Add Property | Auto-Fill All | 





Figure 513 - Selecting a bed to rent out. 
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Making an innkeeper 


Click on the Auto-Fill All button to automatically add a value to the WI property. 


IN) Properties for script RentRoomScript attached to WTornTester (O300CD70 


Property Marne Value Property type: ObjectReFerence 


SHIPSSHeToHEe CommonBedO1L (OO0SEDA?) Pick Reference in Render Window Clear Value | 
Cell: | RiverwoodSleepingGiantInn ~| Revert | 
Reference: | Commoned01L OOOSEDA 4 ~| Auto-Fill | 


WiFunctionsScript <<DeFaulk > > 


Property Auto-Fill 


1 properties auto-filled 


Add Property | 4uto-Fill All | 


Figure 514 - Automatically adding a value to the WI property. 





Click OK to close out of script properties. 


Click OK to close out of actor propertties. 


a 
ID |\WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr 4 | >| 


Name n om the Tester Factions and Ranks 
Short r.~—Ct~CS~stsS 
Name 
CrimeF action\hiterun 


[ Summonable 
= : eictarah Face Preset goes : CurrentFollowerF action 
ssentia : 

cr iene JobMerchantFaction ; 
Encumbrance 2 / 300 I Doesnt Bleed PotentialFollowerF action 
l” Respawn TownRiverwoodF action 


IV Unique = Slike sie) WT ServicesJomT ester 
Doesn't affect stealth meter TebhentHoonkackon 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 





Script Name Add 


$s RentRoomScript 
> WIDeadBodyCleanupScript Remove | 





Assigned Crime Faction CrimeF action’ hiterun ¥ | 








~ Template Data 


ActorBase NONE 7 Edit | 


[ Use Traits [ Use Al Data J Use Spelllist 

[~ Use Stats [~ Use Al Packages [7 Use Inventory 
[” Use Def Pack List [7 Use Base Data 

[ Use Factions [~ Use Attack Data [7 Use Keywords 


OK | Cancel | 











Preview” Full [” Head [i ( r;i‘(‘(sw.w!OC~*zr 





Figure 515 - Our NPC set up as an innkeeper. 
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Making an innkeeper 


If we speak to our NPC in-game, we should now be able to rent a room from them. 


Jorn the Tester @ I'd litgto rent a room. (10 gold) 


i na (| wnlr hein 
1 need Your neip 


Tab} Exit 





Figure 516 - Renting a room at the Sleeping Giant Inn from Jorn the Tester. 


Jorn will also walk us over to the bed we rented. 


aie US 


AR ~ 
: Let me know if there's anything else you need. 


a“ , t 





Figure 517 - Jorn showing us to our bed. 
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Making an innkeeper 


If you’re using a custom voice acted NPC, you'll need to manually remove the player’s gold from 
their inventory and run a scene to make the NPC walk to the bed that the player has rented. 


The example below is from Sigur, the innkeeper of The Hermit from Wyrmstooth. 


game.GetPlayer().RemovelItem(GoldBase, 10) 
WTInnkeeperWalkToScene.Start () 


| Requires post-processing 


(ofan) Speaker: | NONE + | 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | on | Link To: | Invisible Continue 


Response Text Ermation Edited Branch 


Great, right this way, IF you need anything just shout it out, Neutral (50) hy 
4nd by shout, I don't mean, you know... Neutral (50) NH 


lf Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
a | Goodbye | Random | Rando End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 
5 GetIsID Actor: "WT Sigur’ 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | es WT_TIF__ 02566367 


game, GetPlayer(), Removeltem({GoldBase, 10, 
WTInnkeeperwWalkToScene, Start) 


Compile | Compile | 
cance _| 





Figure 518 - Innkeeper with custom voice acted dialogue. 
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Making an innkeeper 


The script properties on the papyrus fragment: 


O° Properties for script WT_TIF_O25B6367 attached to (0256367) 


| Propert Mame | : Property type: <nothing selected > 


#: GoldBase MiscObject Goldoo1 (OO00000F} <<Using Default Script Yalue> > Edit value | 
ge WTInnkeeperWalkToScene Scene WTInnkeeperWalkToScene (02505798) 


Reverk 


Aubo-Fill | 


Add Property | Auto-Fill All | 





Figure 519 - Papyrus fragment script properties. 


The WTInnkeeperWalkToScene scene basically just walks Sigur over to the bed in Phase 1, then 
back to the bar in Phase 2. 





Quest: WTDialogueldle _ x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
ID |WTInnkeeperwWalkToScene Edit Data | Edit Actor Behavior | Begin on - Stop quest 7 [ntemuctbe Edit Actor Flags | 
quest start on end EEE: 


Sigur. D(E), C(E), PD(P), OC(N), 











WT Innkeeper... 
WT Refectory... 








77 sation? © 7 
2CBF8D90 | YVTSigurSho... [careeia | WTSigurGo... ; 
Es 


+| | [ Show all text 


Figure 520 - WT InnkeeperWalkToScene scene set up. 
For more information on how to set up scenes, see the section on Adding scenes. 


For more information setting up quest dialogue, see the section Adding dialogue to a quest. 
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Making a bard 


MAKING A BARD 


This section will cover setting an NPC up as a bard. Like in the previous sections, [ll be using 
the Jorn the Tester NPC for this example. Maybe he’s found a new passion and decided to 
pursue the bardic arts. 


The first thing we need to do is add our NPC to the bard factions. 


In the Object Window, go to Actors > Actor > Actor, double-click or right-click on the NPC 
and select Edit. 


Go to the Factions tab, right-click in the factions list and select New. 





ID |WTJomTester Traits Stats Factions | Relationships | Kepwords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr_4 | > | 
Name Jom the Tester Factions and Ranks 
Short [its 
Name 





l~ Surmmonable 0 CrimeFaction\Whiterun 
= acl ar l~ Is Ghost 1 CurrentFollowerFaction 
ssential : 
J Encumbrance 2 / 300 [_ Invuinerable : sopnterchaniF scion 
! Doesnt Bleed ODMeMnoomr action 
. Respawn Pismeismeen 0 PotentialF ollowerF action 
I¥ Unique ; 0 TownFiverwoodFaction 
! Doesn't affect stealth meter 0 ‘ai Senicasiont site 


Destructible Object | Dialogue | 


aii ica 


Papyrus Scripts: 


Edit 
__ Add | Delete 

Bs RentRoomScript 

Bs WIDeadBodyCleanupScript [Remove _| Copy Stack 


Paste Stack 





Script Name 


Assigned Crime Faction | CrimeF action\whiterun ¥ 


Template Data 





ActoBase NONE | Edit | 
ia o a 
Si fa Ci 
ia i ia 
Co fo Ll 


Preview” Full [” Head PO 


Figure 521 - Adding the first bard faction. 
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Making a bard 


Filter by “jobbard’, click on JobBardFaction to highlight it then click OK. 
* 


| Select Form 


Filter jicbbard 


Job ardF action FACT OO0S 





Figure 522 - Selecting the JobBardFaction faction. 


Right-click in the faction list again and select New. 


ID |WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin 4 | > | 


Name [J orn the Tester Factions and Ranks 
ohatt | 


Name 
[~~ Summonable CrimeFaction\Whiterun 
= : ae oe I~ Is Ghost - CurrentF ollowerF action 
ssential : 
[ Encumbrance 2 / 300 [_ Invulnerable sobMerchanif action 
! Doesnt Bleed obrentrioomr action 
l Respawn Pisin sae PotentialFollowerF action 
¥ Unique : TownRiverwoodF action 
Il” Doesn't affect stealth meter wT Servicesiom! ester 
JobBardFaction 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: Edit 





Script Name Delete 


® RentRoomScript 
Copy Stack 
Bs WIDeadBodyCleanupScript PY 
Paste Stack 


Properties 





Assigned Crime Faction [CrimeF action\whiterun 7 








~ Template Data 


ActorBase NONE x) Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelllist 
[_ Use Stats T Use Al Packages [7 Use Inventory 
[_ Use Def Pack List [7 Use Base Data 


[_ Use Factions [~ UseAttack Data [7 Usek eywords 
Preview!” Full [~” Head [ti‘(‘(‘é;wWtO!WWW!OC~*~*™r 
carcel_| 














Figure 523 - Adding the second bard faction. 
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Making a bard 


Filter by ‘bardsinger’, click on BardSingerFaction to highlight it then click OK. If you want your 
bard to only provide instrumental performances, select BardSingerInstrumentalOnlyFaction 
instead. 


8 Select Form . 4 


Filter [bardsinged 


BardS ingen nstrumentall alyF action 
Bard Singer o4ubostart 
BardS ingerF action 





Figure 524 - Bard singer factions. 
Our NPC should now be in the JobBardFaction and BardSingerFaction factions. 
EEE eee 








ID |\WTJormT ester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr «>| 
Name Jom the Tester Factions and Ranks 





Faction 


CrimeF action hiterun 
CurrentF ollowerF action 
JobMerchantF action 
JobRentRoomF action 


Short rr 
Name 
I IsCharGenFace Preset ‘_ Summonable 


Essential T Is Ghost 


 Invulnerable 
. Encumbrance 2 / 300 = Doesnt Bleed 


ma) 


oooceocceo 1.o 


l Respawn wo Potential ollowerF action 
¥ Unique mp ‘i * aff Ith TownRiverwoodF action 
oesnt altect stealth meter WTServicesJornT ester 
Destructible Object | Dialogue | JobBardF action 
BardSingerFaction 
Scripts 
Papyrus Scripts: 





Script Name 
Bs RentRoomScript 
@ WIDeadBodyCleanupScript 








Assigned Crime Faction | CrimeFactionWhiterun ¥ | 





< > 
~ Template Data 
ActorBase NONE x] Edit | 
a Use Trait a Use & ata LC Use pelllist 
T Use Stat [~ Use Al Packages [7 entorr 
il Use Script Hi Use Def Pack List a Use Base Data 
[~ Use Factions [7 Use Attack Data [7 Use Keyword 











Preview [ Full [ Head [cnn| 
Cancel _| 


Figure 525 - JobBardFaction and BardSingerFaction factions added. 
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Making a bard 


Click OK to close out of Actor properties. 


Double-click or right-click on the NPC in the render window and select Edit. 





RivernwoodSleepingGiantinn [Free camera, perspective] - M#: 18.18% (28.54 MB / 157,00 MB) 


Edit Regions Here 
Generate LOD Land Texture 


Render Window Properties 
Paste 
Paste in place 


git 


Copy 
Cut 


Duplicate 


Select Enable State Children 





Figure 526 - Opening the properties of the NPC reference. 
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Go to the Linked Ref tab, right-click in the references list and select New. 

Refererice “x 

Aeterence 
Editor ID: | (03000 206) 
ena <wiTJomTester' (C300CD70) eal aese | 
Encounter NONE = 

“one 

Extra Linked Ref | Linked From | Activate Parents | Enable Pareri_4 | » | 


References 


Keyword | Reference 


Edit 
Delete 


[ Turn Off Fire [ Inaccessible [ Reflected By Auto Water 
[ Open By Default [Ignored By Sandbox 


. [— Motion Blur [ le Full Loo 
C aid Beabled . Starts Dead . Don't Havok Settle 
Hidden From 


Local Map [ Respawn 


cence _| 


Figure 527 - Adding a new linked reference. 


[ No Al Acquire 
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Making a bard 


418 


Making a bard 


Click on the ‘Select Reference in Render Window’ button and select an XMarker to link the NPC 
to. 


Choose Reference 


Select Reference in Render Window | 


Cell | RivenvoodSleepingGiantInn 7| 
Filter | 7 


Ref |SvenPlaylnnMarkerRefDUPLICATEO! + 
eyword [BadPlaySpot IR 


View Aeference | 


Cancel 








Figure 528 - Selecting the linked reference. 


For this example I chose the same XMarkerHeading that Sven has been linked to. 





RiverwoodSleepingGiantinn [Free camera, perspective] - MA: 18.18% (28.54 MB / 157,00 MB) 





Figure 529 - The linked reference. 


Make sure you set the Keyword drop-down to BardPlaySpot. 
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Click OK to close out of Reference propetties. 


Reference mm 


Heference 
Fd iD) o|lOUtt(‘<‘ ‘C;C;;;*;*;*;*;*;:;:S«éROTN 
ena <wiTJomTester' (Z00CD70) eal aese | 
Encounter NONE = 
“one 
Extra Linked Ref | Linked From | Activate Parents | Enable Pareri_4 | ld | 


References 


Keyword | Reference 


BardPlays pot SyvenPlawninktarkerRefD... — [... 


E ia 

| Ignored By Sandbox 
- 

| Don't Havok Settle 


Cancel | 


Figure 530 - NPC linked to an XMarkerHeading. 


| Ao Al Acquire 
| Initially Disabled 


Lastly, we need to set up a package for our NPC. 





Making a bard 


In the Object Window, go back to Actors > Actor > Actor, double-click or right-click on the 


NPC and select Edit. 
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Making a bard 


This time go to the AI Packages tab, right-click in the packages list and select New. 
TT eee 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList | Sounds | Anin4 | > | 


Name [J orn the Tester 
Short r..~COt~‘CsS. Al Package List «i >>| 
Dee [EditolD ———SSSSSSSSS=«*@izY'SCST ype ~*| Dayo Week| Mc 


5 Is CharGen Face Preset x ek a WTJomS andboxRiverwood9x1 0 * 

Essential DefaultE atE vening] 9x1 

l” Protected a Invulnerable DefaultE atE ditorLoc8x1 

l” Respawn Doesnt Bleed DefaultSleepE ditorLocOx? 

I Unique = abies ae " DefaultS andbox€ ditorLocation1 024 
oesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: NONI 


Add 
Edit 
Delete 





Script Name Add Sp 
#8. RentRoomScript aes [NON Copy Stack 
®. WIDeadBodyCleanupScript pinback Obse Bases Seack 5 
Properties | NONE mal 
Guard Warn Override Package List 
NONE 7 
Combat Override Package List 


NONE x| 








> Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits T Use Al Data [~ Use Spelllist 

[_ Use Stats [ Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
T_ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview [~ Full [~ Head [i (a‘(izé;!O!;é;*s*z 





Figure 531 - Adding a new package. 
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Making a bard 


Set the package ID. For this example I set it to WTJornBardPerformance9x10. Set the Package 
Template drop-down to Sandbox. 





Package x 


ID |WTJomBardPerformance9s1 (| Package Type [Package x) 
Owner quest | NONE x| Combat Style | DEFAULT ¥| Interrupt Override |<NONE> x | 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


«| >| Package Template [Sandbox x| Edit 


~ Selected Package Data 


Public Package Data 










Location Location Near editor location, ra... ‘Y lene [Unlock On Arrival? 

Unlock On Arriv... Bool False Y 

Allow Eating Bool True Y Type [Bool +] 
Allow Sleeping Bool True v 

Allow Conversati... Bool True bd ; 

Allow Idle Markers Bool True Y Value: [~ True 

Allow Sitting Bool True Y 

Allow Special Fu... Bool True nd 

Allow Wandering Bool False v 

Prefered Path N Ran False */ = 











Procedure Tree 





&- Sequence 
= Procedure: Travel 
fa Procedure: UnlockDoors 
- Procedure: Sandbox 














Item Conditions 














Cancel | 
Figure 532 - Package tab. 
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Making a bard 


In Public Package Data, click on Location. On the right hand side, set the Radius field to 0 then 
click on the button that currently reads ‘Near editor location, radius 512’. 





Package x 


ID |WTJomB ardPerformance9x10 Package Type [Package y| 
Owner quest | NONE x| Combat Style | DEFAULT ~| Interrupt Override |<NONE> x | 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


«| >| Package Template [Sandbox x | Edt 


Public Package Data 











~ Selected Package Data 
Location Location Near editor location, ra... ‘Y Sear [Location 
Unlock On Arriv... Bool False id 
Allow Eating Bool True ¥ Type [Location v | 
Allow Sleeping Bool True v 
Allow Conversati... Bool True Y : 
Allow Idle Markers Bool True ne E 
Allow Sitting Bool True bi Vi 
Allow Special Fu... Bool True Y [iow | 
Allow Wandering Bool False v . oc 
Prefered Path Ran False */ = Radius iu 














Procedure Tree 








)- Sequence 
= Procedure: Travel 
fa Procedure: UnlockDoors 
i Procedure: Sandbox 














Item Conditions 














OK | Cancel | 





Figure 533 - Setting the sandbox location. 
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Making a bard 


Select Near Reference, click on the Select Reference button, select the XMarker you linked the 
NPC to earlier and click OK. 


Location 


Linked Reference 
Keyword | ¥ | 


Near Editor Location 
Near Self 


Near Package Start Location 


In Cell | | 


Near Reference 


Cell |RiverwoodSleepingGiantInn ¥ 


Ret |SvenPlayInnMarkerRefDUPLICA ~| 


(° Packdata Target | | 
cet _| 


Figure 534 - Setting the sandbox package center location. 
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Making a bard 


Go to the Schedule tab. I want Jorn to perform as a bard starting from 9:00 AM until 7:00 PM. 
Set the Hour drop-down to 9 and the Duration field to 10.0000. 





Package x 
ID. | WTJomB ardPerformance9x10 Package Type [Package y| 
Owner quest | NONE ¥| Combat Style | DEFAULT x | Interrupt Override |<NONE> ¥| 


Package | Flags Conditions Schedule | Begin/End/Change | Idles 


Day of week: “Any- Od 


Month: | -Any- v 


Date: |-Any- ~| 
Hour ig ¥| Mins |-Any- ¥| 
Duration: 10.0000 hours 





Cancel | 
Figure 535 - Setting sandbox duration. 


Click OK to close out of Package propetties. 
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Making a bard 


Right-click on the old sandbox package that we gave Jorn earlier 
(WTJornSandboxRiverwood9x10) and select Delete to remove it from the packages list. 





ID |\WTJomTester Traits | Stats Factions | Relationships | Keywords | AlData Al Packages | Inventory | SpellList | Sounds | Aninr_4 | >| 
Name [Jom the Tester 
Short rT A] Package List «i >| 
ie Eston M 
Cis ble a 
[~ Is CharGen Face Preset pled Ar 
Essential [Is Ghost i 
[ Protected . Invulnerable DefaultE atE vening] 9x1 New ny &r 
eee Doesnt Bleed DefaultE at ditorLoc8x1 ny Ar 
Unique [Simple Actor DetaultSleepE ditorLocOx? Add Iny Ar 
I Doesn't affect stealth meter DefaultS andboxE ditorLocati Edit ny Ar 
Destructible Object | Dialogue | ‘ Delete z 
sei Di Copy Stack 
apyrus Scripts: NONE Speen 








Script Name 
® RentRoomScript 
BS WIDeadBodyCleanupScript 


Spec 
[NONE Use Info _ 
Observe Dead Body Override Package 
NONE ¥ 








Guard Warn Override Package List 
NONE oa | 
Combat Override Package List 


NONE x] 





~ Template Data 


ActorBase NONE x! Edit | 





I~ Use Traits [ Use Al Data [— Use Spelllist 

[ Use Stats . Use Al Packages [~ Use Inventor 
[ Use Script [_ Use Def Pack List [7 Use Base Data 
[ Use Factions [~ Use Attack Data [7 Use Keywords 








Preview[~ Ful [" Head [ —s—CS~S 





Cancel | 


Figure 536 - Removing the old sandbox package. 


Basically we want Jorn to spend his day performing at the inn instead of walking around 
Riverwood. 


Click OK to close out of Actor properties. 
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Making a bard 


Important: Bards will only perform if the performance location has the LocTypelInn keyword. 


Location 


ID. | ArvenvoodSleepingGiantlanLocation Location Ref Types | Celle Actors | 


Marne Sleeping Giant Inn 
Editor 1D ID Location ref type Per 


WT Jom ester (O3000 206) Avera lee... 
Parent RiverwoodLocaton OrgnarREF (0007 3486) Aivenwoods lee... 
Location |FlverwoodLocation z DelphineREF (0007 3495) RiverwoodS lee... 


World Location Marker Ref ErnbriA et (O0035500) ArvernwoodS lee... 


ferood|nnCenterM arker (JODTDCOA) to STAT “MarkerHeading’ (od 
World Location 0 


Fadius 
Horse Marker Ret 


Select Horse Marker | 
Music = | DEFALILT +| 
Unreported Crime Faction NOME ¥ | 


Keywords 


Editor ID 


LocTypeD welling 
Lo cl a) 12 nr 


Select | 
cael 





Figure 537 - Riverwood Sleeping Giant Inn location properties. 


In-game we'll be able to see Jorn perform during 9:00 AM to 7:00 PM. 


: The ale is going bad. We need to get a new batch. 





Figure 538 - Jorn playing the flute. 
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Making a bard 


If we speak to him, we'll be able to request a performance. 


Jorn the Tester @ Do you know "The Age of Aggression"? 


Can you play "The Disonborn Comes"? 





Figure 539 - Requesting a performance. 


Setting up a bard with custom performances is a lot more complicated and may be the subject of 
a separate tutorial. 
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Making a follower 


MAKING A FOLLOWER 


In this section Ill turn Jorn into a basic follower. Since Jorn is using a base-game voice type, we 
can accomplish this pretty easily by adding him to the PotentialFollowerFaction and 
CurrenthollowerFaction factions. 


In the Object Window, go to Actors > Actor > Actor, double-click or right-click on 
WTyJornTester and select Edit. 


Go to the Factions tab, right-click in the factions list and select New. 





Actor 
ID |WTJomT ester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin 4 | > | 
Name Jor the Tester Factions and Ranks 


Short r 
Name 
I IsChatGenFace Preset /_ Summonable 


[ Essential [ Is Ghost 


. Encumbrance 2 / 300 [__ Invulnerable 
! Doesnt Bleed 
. Respawn 


Unique [ Simple Actor 


. Doesn't affect stealth meter New 
Destructible Object | Dialoque | Edit 





CrimeF action hiterun 
0 JobMerchantF action 
0 TownRiverwoodF action 
0 WT ServicesJomT! ester 





Scripts Delete 
Papyrus Scripts: 


Copy Stack 
Paste Stack 





Script Name 


Add | 
gs WIDeadBodyCleanupScript | 


Assigned Crime Faction CrimeF action hiterun ¥ | 


Template Data 





ActoBase [NONE | Edit | 
[ [ L 
fi a a 
L] a I 
a a a 


Preview [~ Full [ Head [_ 





Cancel | 





Figure 540 - Adding Jorn to PotentialFollowerF action. 
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Making a follower 


Filter by ‘potentialfollower’, click on PotentialFollowerFaction to highlight it then click OK. 


Select Form * 


Filter [potentialfallower 


PotentialF ollowerF action FACT 0005 


Figure 541 - Factions list. 


Lastly, right-click again in the factions list and select New. 








Actor 


ID |WTJomTester 


Name Jom the Tester Factions and Ranks 
Short T—Ct~—C—S 
Name 





l~ Summonable 0 CrimeF action hiterun 
= ‘ ah Face Preset gloc 0 JobMerchantFaction 
ssentia : ; 
rc rl lvuiveratia 0 TownRiverwoodF action 
Encumbrance 2 / 300 0 WT ServicesJomT ester 
Doesnt Bleed : : 
l Respawn ; ft] PotentialFollowerF action 
i nics Simple Actor 


!” Doesn't affect stealth meter 


Destructible Object | Dialogue | a 








Edit 
pees Delete 
Papyrus Scripts: 
Script Name Copy Stack 
Bs WIDeadBodyCleanupScript Paste Stack 





Assigned Crime Faction CrimeF action hiterun ¥ 








— Template Data 


ActorBase NONE 7 Edit | 
[ Use Traits [- Use Al Data [- Use Spellist 
[_ Use Stat . Use Al Packages [~ Use Inventory 
~ Use Script a Use Def Pack List = Use Base Data 
T~ Use Factions [7 Use Attack Data [7 Use Keyword 





Preview [~ Full [ Head Po 





Cancel | 





Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr_4 | | 








Figure 542 - Adding Jorn to CurrentFollowerF action. 
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Making a follower 


Filter by ‘currentfollower’, click on CurrentFollowerFaction to highlight it then click OK. 


QS Select Form * 


Filter Jeurentfollower 


CurrentF ollowerF action FACT 0005 





Figure 543 - Factions list. 


Click in the Rank column next to CurrentFollowerFaction and set the value to -1. 





Actor 


ID |\WTJotnTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Aninr_4 | >| 


Name iJ orn the Tester Factions and Ranks 
Short r.~Ct~C~tsSS 
Name 











l~ Summonable Oo CrimeF action\Whiterun 
T Is CharG en Face Preset a ee 0 TebMarchanirackon 
5 aoe eo 7 nvubveraile 0 TownRiverwoodF action 
Boole 0 WTServicesJomT ester 
l Respawn [7 Simple Actor 0 PotentialFollowerF action 
v l 1 CurrentF ollowerF action 
M Unique !” Doesn't affect stealth meter — a 
Destructible Object | Dialogue | 
Scripts 
Papyrus Scripts: 








Script Name 
BS WIDeadBodyCleanupScript 





Assigned Crime Faction | CrimeFactionhiterun ¥ | 








~ Template Data 


ActorBase NONE y| Edit | 


[ Use Trait [| Use Al Data [ Use Spelliist 
[ Use Stats [_ Use Al Packages [~ Use Inventory 
T Use Script [_ Use Def Pack List [7 Use Base Data 





[ Use Factions [~ Use Attack Data [7 Use Keywords 
_ Preview [~ Full [~ Head | 











Figure 544 - Setting the faction rank of CurrentholowerF action. 
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Making a follower 


Normally we need to do a favour for the NPC first before we can hire them, but we can increase 
out NPC’s disposition towards the player with a relationship so that we can ask them to follow 


us immediately. 


Go to the Relationship tab, right-click in the relationships list and select New. 


ID |WTJomTester Traits | Stats | Factions Relationships Keywords | Al Data | Al Packages | Inventory | Spelllist | Sounds | Anin_4 | >| 


Name [lomtheTester ~~~ SOSOSC~C~S~S~S 
Shortt rT ti‘COC;C;~é«” 

Name 
I IsCharGen Face Preset !_ Summonable 


Essential = : ae : 
nvulnerable 
[~ Encumbrance 2 / 300 Flips ness 


5 Anat [Simple Actor 
a ! Doesn't affect stealth meter 


Destructible Object Dialogue | 


Scripts 












Relationship NPC Rank Type 
Delphine Foe UNNAMED 











Edit 
Delete 





Papyrus Scripts: 





Script Name 


Add | 
Bs WIDeadBodyCleanupScript | 


Template Data 


ActorBase [NONE | Edit | 
a a a 
~ i Cl 
a [a CL 
~ a i 
Preview[ Ful [Head [  t—~CS~S 
Cancel | 


Figure 545 - Adding a new relationship to Jorn. 


Set a unique ID. For this example I just went with W’TJornPlayer. Make sure the Parent NPC 
drop-down is set to WTJornTester and set the Child NPC drop-down to Player. Finally, set the 
Relationship Level drop-down to Ally then click OK. 


Relationship *~ 


Io | WT JornPlay er 7 


Parent MPC WT JornTester ~| 
Child WP Player ~| 


Relationship Level 


Association Type | NONE . ~| 


[ Secret 
cancel _| 


Figure 546 - Setting Jorn as the player's ally. 





Click OK to close out of Actor properties. 
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Making a follower 


If we go in-game, we should now be able to ask Jorn to follow us. 


Jorn the Tester @ Follow me. | need your help. 


Tab} Exit 





Figure 547 - Jorn set up as a follower. 
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Making a follower 


If your NPC uses custom voice acting, we'll need to set up the various follower dialogue 
commands manually. 


The following screenshots will show you examples from Athir’s follower dialogue in 
Wyrmstooth. 


Important: Add these topics to a quest that does not complete. If the quest containing these topics ever 
completes, these topics will become unavailable. 


Firstly, here’s how the ‘I need your help, follow me’ topic is set up. We can run the following 
papyrus to set this NPC as our current follower. 


(self.GetOwningQuest() as 
dialoguefollowerscript) .SetFollower (akSpeaker) 


Topic Info 


ieee Tneed your help, Follow me. | Requires post-processing 


Prompt: | fOfeo) Speaker: | NONE +| 
Filter; | 
Responses: Share Response Data From Info: NONE * | a | Link To: | Invisible Continue 


Response Text Emotion Edited Branch 
Certainly, I'd be more than glad to lend you my services once again, Free of charge, of course. Neutral (50) NH 


i Has LIP File [ SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: [None | 
|_| | Goodbye |— Random [ Randorn End Audio Qutput Override | Hours untilreset: | 0.00 
Conditions: 


Target | Function Name Function Info 


GetSkage Quest: "WT AthirFavor' 
GetGlobalyalue Global: 'PlayerFollowerCount' 
GetInFaction Faction: 'CurrentFollowerFaction' 
GetStage Guest: W'TBarrowOrThewyrm 
GetIsID Actor: "W'TFollowerAthir’ 


Scripts 
Begin: End: Script Name 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | MP wt_tif_ o23a1474 


(self GetOwningQuest() as dialoquefollowerse 


Compile | Compile | 


cance _| 





Figure 548 - Follow me’ topic. 


In the conditions, we’re checking to make sure Athir isn’t our current follower by checking the 
faction rank of CurrentFollowerFaction and ensuring it’s set to 0. We also need to check the 
PlayerFollowerCount global value and make sure it’s 0 so we won't see this line of dialogue if the 
player already has a follower. 


Note: The default follower system permits only one NPC to follow the player at a time. The current 
follower needs to be dismissed before another NPC can be recruited. 
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Making a follower 


Here’s the set up for the ‘Wait here’ topic. 


The papyrus we need to run for this topic is as follows: 
(self.GetOwningQuest() as dialoguefollowerscript) .FollowerWait () 


Topic Info 


ee Pwaithere, | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | aa | Link To: | Invisible Continue 


Response Text Emotion Edited Branch 
Don't take too long, Neutral (50) hy 


l@ Has LIF File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
| | Goodbye | Random | Random End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 

5 Getactorvalue WiaitingForPlayer 

5 GetinFaction Faction: ‘CurréentFollowerFaction’ 
5 GetShage Quest: WTBarrowOrThe ww yr 
5 


GetIsID Actor: ‘W'TFollower thir’ 


Scripts 
Begin: End: Script Mame 
Papyrus Fragment | Adyanced Papyrus Fragment | Advanced | MP wt_tif_ o23a1477 


(self GetOwningQuest() as dialoquefollowerse 


Compile | Compile | 
cance _| 





Figure 549 - 'Wait here’ topic. 


Now that Athir is our current follower, we need to make sure the faction rank of 
CurrentFollowerFaction is 1. Before we can tell him to wait, we need to make sure we haven’t 
already told him to wait. We can do this by checking the WaitingForPlayer actor value on Athir 
and making sure it’s set to 0. 
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Making a follower 


Here’s the set up for the ‘Follow me’ topic. This is used if we’ve asked our follower to wait and 
we want them to resume following us again. 


The papyrus we need to run for this topic is as follows: 


(self.GetOwningQuest() as dialoguefollowerscript) .FollowerFollow () 


Topic Info 


uae [Follow me EE | Requires post-processing 


Prompt: fofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: | NONE ¥ | on | Link To: | Invisible Continue 


Response Text Emotion Edited 
Certainly, lead on, Neutral (50) hy 


if Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
| | Goodbye | Random | Rando End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetActorvalue WiaitingForPlayer 

5 GetInFaction Faction: ‘CurrentFollowerFaction' 
5 GetShage Quest: "Wi TBarrowOrThew' yr 
5 GetIsID Actor: "W'TFollowerAthir’ 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Adyanced Papyrus Fragment | Adyvanced | P yt_tif_ o23a147a 


(self, GetOwningQuest() as dialoquefollowerse 


Compile | Compile | 





Figure 550 - Follow me’ topic. 





Here we’re checking the WaitingForPlayer actor value to make sure it’s set to 1 to indicate that 
this NPC ts currently waiting for the player. 
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Making a follower 


If we need to open the NPC’s inventory to trade items, we can do so with the following 
command: 


akSpeaker.OpentInventory (false) 


Topic Info 


ee T need to trade some things with you. | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | — | Link To: | Invisible Continue 


Response Text Emotion Edited Branch 
Weapons, hopefully, Mot much use for anything else, Neutral (50) NH 


lf Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
|_| ! |) Goodbye | Random | Random End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Function Marne Function Info 

GetInFactian Faction: ‘CurrentFollowerFaction' 
GetStage Quest: "WTBarrowOrThe vt yr 
GetIsID Actor: Wi TFollowerdthir' 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Adyvanced Papyrus Fragment | Adyanced | MP wt_tif_ o23a1471 


akSpeaker, OpenInventory(False) 


Compile | Compile | 
cance | 





Figure 551 - 'I need to trade some things with you’ topic. 


We just need to make sure the NPC is in CurrentFollowerFaction. 
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Making a follower 


To give the NPC a specific command, we can use the following papyrus code: 


akSpeaker.SetDoingFavor (true) 


Topic Info 


tae T need you to do something. | Requires post-processing 


Prompt: fofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: | NONE ¥ | re | Link To: | Invisible Continue 


Response Text Ermation Edited Branch 
Sure, What can I do for your Neutral (50) NH 


l@ Has LIF File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
[| atior «| Geodbye | Random | Randorn End Audio Output Override | Hours until reset; | 0.00 


Conditions: 


Function Marne Function Info 

GetInFactian Faction: 'CurrentFollowerFaction' 
GetStage Quest: "WiTBarrowOrThevtyrm 
GetIsID Actor: WTFollower thir’ 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Adyanced Papyrus Fragment | Adyvanced | MP wt_tif_ o23ai47d 


akSpeaker. SetDoingFavor(true) 


Compile | Compile | 
cance | 





Figure 552 - 'I need you to do something’ topic. 


Again, we just need to make sure the NPC is in CurrentFollowerFaction. 
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Making a follower 


Finally, to dismiss the NPC as our follower, we can use the following code: 
(oODialogueFollower as dialoguefollowerscript) .DismissFollower(0, QO) 


Topic Info 


tae Tk's time For us to park ways, | Requires post-processing 


Prompt: fofeo) Speaker: AWTFollowerathir +| 
Filter: | 
Responses: Share Response Data From Info: | NONE ¥ | re | Link To: | Invisible Continue 


Response Text Emotion Edited Branch 
IF that's what you want, I'll meet you back at the mining settlement in Wyrmstooth, Neutral (50) NH 


lf Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
[| stior | Goodbye [| Random | Randorn End Audio Output Override | Hours until reset; | 0.00 


Conditions: 


Target | Function Name Function Info 

5 GetInFactian Faction: 'DismissedFollawerFactian' 
5 GetInFactian Faction: ‘CurrentFollowerFaction' 
5 GetShage Quest: WTBarrowOrThew yen 
5 


GetIsID Actor: "WTFollower thir’ 


Scripts 
Begin: End: Script Name: Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ge wh tif O23a14FF Se | 


Properties | 


| Walk Away: | NONE | 


Compile | 
cancel _| 





Figure 553 - 'It’s time for us to part ways’ topie. 


Here we need to make sure the NPC ts in CurrentFollowerFaction and is not a member of 
DismissedFollowerFaction. 
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Making a follower 


Here are the properties on the papyrus fragment. It’s just a Quest property named 
pDialogueFollower pointing to the DialogueFollower quest. 


O° Properties for script wt_tif_O23al4ff attached to (023414FF) 


Property Name Property type: Quest 


P 9 oDialoqueFollower Quest DialogueFollower (00075064) Pick Gbject: [DialoqueFollower ~| Clear value | 


Revert 


Auto -Fill | 


Add Property | Auto-Fill All | Cancel | 


Figure 554 - Script properties for the dismiss topic papyrus fragment. 





For more information setting up quest dialogue, see the section Adding dialogue to a quest. 
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SETTING UP A HOME OWNER 


In this section [ll cover setting up an NPC to lock their doors at night and deliver trespass 
warnings to the player if they are caught breaking in and entering. 


For this example, Jorn moved out of the Riverwood Inn and now he’s going to take up residence 
in the interior cell LundsHut01. After removing the cobwebs, skeevers and Lund’s corpse, it’s 
time to make this place a home. 





LundsHut01 [Free camera, perspective] - M#: 13.71% (21,52 MB / 157,00 MB) 





Figure 555 - Jorn in Lund's hut. 


The first thing we need to do is set up a new faction for this house. 
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Setting up a home owner 


In the Object Window, go to Character > Faction, right-click on one of the existing factions and 
select New. 


| Object Windows 


Filter | 





ei 


E- 
Ey: 


- Actors 


=|; Actor 

, FFI Actor 
F]- Preset 
a Actor Action 


+]- BodyParntD ata 


f- LevyeledCharacter 


- TalkingActivator 
Audio 
Character 


- Association Type 


7 Equip Slot 

-~ Faction 

i]: HeadPart 

on Movement Type 


+]- Package 


-» Relationship 
-~ SM Event Node 
- WoiceT ype 
- [bems 
- Magic 
- Miscellaneous 
- Speciale fect 
WorldData 





Y Angash 
aa Arenar. 
‘a ArenaP 
‘a Arenas 
a Atronac 
et Atronac 
Q Atronac 
@ Bandité 
@ BanditF 
“a BanditFriendF action 

‘a BardSudiencec xcludedF action 

i BardSudienceM arker 

ad BandNoRequestF action 

‘a Bards ingerF action 

a Bands ingenlnstrumentall nlyF action 
et Bards inger oAutostart 

a BearF action 

‘a BladesF action 

' BladesRecruitsF action 

Y Brandyh ugF armnF action 

‘a COOGiantHuntF action 
LUWorvaskrFightingF action 

@ CObKodlakAndwolfFaction 





Duplicate 
Delete 


Use Info 


“a LUBPlaverwolfS peciallombatF action 


‘a CaptiveF action 


Figure 556 - Creating a new faction. 
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Create New Object Window 






OOO44E Fe 
O01 OFCE 4 
OO108E St 
O01 O354/ 
OOULFSFS 
OOOFEFS? 
OO01 63F 4, 
OOUFEBFS 
O00 2534 
OOOE BS 20 
O01 05450) 
OOOCSYDE 
OOOECZ5E 
OOULACFS 
OOOUFDECS 
OOOS40 D2 


OO OO OO OO 
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Setting up a home owner 


Set the faction ID. I’m just going to call it WTJornHouseFaction. 


Make sure to tick ‘Can Be Owner’ then click OK. 


Faction 


ID [wT ornH ouseF action 
Name | 


General | Ranks | Crime | Vendor | 


Opposing /Affiiated Faction 


| AlduinF action ¥ | 


Group Combat Reaction: 
f Ally 
Friend 
f Heutral 
f Enemy 


Cancel | 


Figure 557 - Setting up the house faction. 
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Next, let’s create a new key for the front door. 


Setting up a home owner 


In the Object Window, go to Items > Key, right-click on one of the existing keys and select 


Duplicate. 


8 Object Window 


Filter | 














a, FittenStablesk.ey OOOFOE C1 U 4 

+) Act 
i haere o, RifteriValindorsHouseKey OO0FDEBER 3 
en Character a, Aiften arehousek.ey DOUSSD 45 U 3 
: Teranioodes ord o a E 
El Items “, GREE ise ~ i 
 fl- Ammo a FiverwoodF aendal: | | 3 
, [+ Armor a RiverwoodGerdurst Edit | | 5 
: = Armoraddon a Riverwoods leepine Duplicate | 4 
| &l- Book ~. RiverwoodS vensHi Nelate | 4 
| = Constructible Objec a, Arvenwood T raderk | | 7 
| & Ingredient ~~. RoariksteadCowflopl Preview | 4 
| Gl Key ~. RoriksteadFreeformr Recalc Bounds | 1 
_ > Leveleditem ~\ RoriksteadLemkilsh | 5 
| H Miscltem a FariksteadPorikek Create New Object Window 4 
i Qutfit , | 
de Soul Gem a SalviusF armhouset Toe 4 
Do Ww a, ShorsS toner ilmparst ; | 3 
i inne ~. ShorsStoneOdfelsHouseKey OO106EZz2 oo 4 
+ -: 
ahaa “. ShorsStoneSylgiakey OOOF1aF9 so c 
4): Miscellaneous 
: x sightlessPitS hamank.ey OUUS 1 SE U Z 
-) SpecialEffect 
ae WorldData a, Solitude4ddyarsH ousekey q00c7 3c a 4 
5) WorldO bjects *. SolitudeAngelinesAromaticskey OOOCISC6 = 
Activator x Doltudeb ardsLollegek.ey QUULT SS U 10 
i Container ”. SolitudeBitsAndPiecesKey nociacc =i : 

[I Door a, SolttudeBlacksmithtey OOO SCF 0 4 

[I Flora a SolitudeBluePalacek.ey O00C13D2 0 | 

- Furniture a, SolitidebluePalaceservantsk.ey OOUB 435FE U 2 

Figure 558 - Duplicating an existing Rey. 
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Click on the duplicate to select it then press ‘F2’ to rename it. 


8) Object Windows 


Filter | 





- Actors 


- Audio 
- Character 
- lkems 
[I- Ammo 
[I Armor 
a Armoraddon 
F- Book 


[I Ingredient 
[I Key 
a Leveleditem 
[l- Miscltem 
~~ Dutfit 
[I Soul Gem 
- Weapon 
- Magic 
- Miscellaneous 
-SpecialE fect 
WorldData 
Wf onld0O byects 
[- Actrator 


[+|- Container 


[+|- Door 


[+]-- Flora 


[+]: Furniture 


-~ Constructible Objec 


Editor ID Count 


a, FittenStablesk.ey 

a, Fitten¥ alindorsHousek.ey 
a Fitten’ arehousek.ey 

N Arvenwoodeé|yorH ougekey 
a, AivernwoodF aendalsHousek.ey 

a, AiverwoodGerdursHousebey 

a Arvenwoods leepingliantlinkey 
a Fivenwoods vensH ousek.ey 

a, FirverwoodT raderk.ey 

a, RoriksteadCowtlopF arm ey 

a, ForiksteadF reetormMralkislhesthey 
a, ForiksteadLemkilsHousehey 

a, RoriksteadhionksM anork.ey 

a SalviusF armhousekey 

a, ShorsS toneF injarsH ousekey 

a, shorsstoneU dfelsHousehey 

a, ShoreStoneS ylgiakey 

a, sightlessPitS hamank.ey 

a, SolitideAddvarsHousehey 

a, SolitudeAngelines4romaticskey 

a Solitudeb ardsCollegekey 

~. SolitudeBitsAndPiecesKey 

~. SolitudeBlacksmithKey 

4 Solitude lePalacekey 





Figure 559 - Renaming the duplicate key. 


When prompted to create a new object, click No. 


Next we need to set this key as the key that unlocks the front door. 


Create New Object? 


0 Create a new object? 


' Alo will rename this object, 


Figure 560 - Create New Object pop-up. 
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Setting up a home owner 


OOOFDE C1 
OOOUFOE BE 
OO0s5D 45 
OO036550) 
0301 3585 
OO0Sha42 
OO0S6440 
OOO S645E 
OOO 364,41 
OO0S64,3F 
OOOSE 1 34 
OOO4E C50 
OOOSE 133 
OOOSE 151 
OOO6S661 
O01 OBE 21 
O01 OBE 22 
OOUF1SFS 
00037 15E 
OOOLT SCS 
OOOL1SCb 
OOOLTSCA 
OO0C1 SCC 
OOOL7 SCF 
OOOLT So? 


a ee ee ee ee ee ee 





a 


Use vs 


ee ee ee cs 


—1 
= 


— 
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Setting up a home owner 


Double-click or right-click on the front door and select Edit. 





LundsHut01 [Free camera, perspective] - M#: 13.71% (21,52 MB / 157,00 MB} 


Edit Regions Here 
Generate LOD Land Texture 


Render Window Properties 
Paste 
Paste in place 


Copy 
Cut 


Duplicate 


Select Enable State Children 





Figure 561 - Opening the reference properties for the front door. 
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Setting up a home owner 


Go to the Lock tab and tick the Locked tickbox. 
Set the lock level. For this example I just set it to Adept. 


Set the Key drop down to the key we just created. 


Reference mm 


Reference 
FdiiD. | U!t!”:;*~<‘iSOS*”*”!”!” (OOS 
ae | FambouseDoorl1' (0001 2EB1| Edit Base | 
Encounter NONE = 
“one 


Teleport | aU Data | Ownership Lock | Extra Reflected by | Lir4 | >| 


if Locked 


Level Adept ¥ | |) Leveled 


n 7 | |nacceszible Zz | 
E |) Open By Default | Ignored By Sandbox 
- . | ls Full LOG 
a ritially Disabled - =“ Don't Havok Settle 
Hidden From 


Local Map I” Respawn 


cael | 


Figure 562 - Setting up a door lock. 
Click OK to close out of Reference propetties. 


Next, we need to add Jorn to his new house faction. 
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Setting up a home owner 


In the Object Window, go to Actors > Actor > Actor and double-click or right-click on Jorn 
and select Edit. 


Go to the Factions tab, right-click in the factions list and select New. 


ID) |\WTJomTester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin_4 | >| 


Name [J orn the Tester Factions and Ranks 
Short 
Nero | 


[ Summonable BardSingerFaction 
= peat this I~ Is Ghost CrimeF action\Whiterun 
ssential : i 
ll Protected T Invulnerable fanerit olowerf ection 
genes ! Doesnt Bleed or Per : 
\v Unique = a JebAenifloank ton 
Doesnt affect stealth moter PotentialFollowerF action 


: . F TownRiverwoodF action 
Destructible Object | Dialogue | ‘aiTSecdcnslonTacter 


Scripts 
Papyrus Scripts: New 





Script Name Edit 
Bs RentRoomScript braless 
®s WIDeadBodyCleanupScript 





Properties Copy Stack 
Paste Stack 


Assigned Crime Faction CrimeF action’ hiterun Y | 








~ Template Data 


ActorBase NONE 7) Edit | 


T_ Use Traits T Use Al Data [~ Use Spelllist 

[_ Use Stats [- Use Al Packages [7 Use Inventory 
T~ Use Script [~ Use Def Pack List [7 Use Base Data 
[ Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview [~ Full [~ Head Ss 








Figure 563 - Adding Jorn to the new house faction. 
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Setting up a home owner 


Select the house faction you just made then click OK. 


8 Select Form x 


Filter |wtiomhouse 


WT JornHousefF action FACT O30 





Figure 564 - Selecting the WT JornHouseFaction faction. 


Since we’ve moving Jorn out of the Riverwood Inn, I’d also like him to retire as a bard and as a 
merchant so I removed him from those factions but left him as a potential follower. 








Actor 
ID |WTJomT ester Traits | Stats Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | SpellList | Sounds | Anin_4 | >| 
Name Jom the Tester Factions and Ranks 
Short rT —C—t~C~stsS 
Name 
[ Summonable || en 6 CrimeF action nit Ue a ssmmmmmsnnnnnny 
= seer a Face Preset r is Ghost i] CurrentFollowerF action i 
ssentia : : 
[” Encumbrance 2 / 300 _ invulnerable ° eon owes scorn 
Eitan = esrt Bed omHouseF action 
wv Urieus Simple Actor 


! Doesn't affect stealth meter 


Destructible Object | Dialogue | 


- Scripts - 


Papyrus Scripts: 








Script Name 
$s RentRoomScript 
Bs WIDeadBodyCleanupScript 








Assigned Crime Faction | CrimeF action\whiterun ¥ | 


Template Data 


ActoBase [NONE ===——(‘éCSid;Cé KY! 








[aj rait I ‘| Data [” Use Spellist 
CI T Use Al Packages [7 Use Inve 
[ Use Script [_ Use Def Pack List [7 Use Base Data 
[” Use Factions [7 Use Attack Data [7 Use Keywords 
Preview” Full [” Head | con 





Cancel | 


Figure 565 - Jorn removed from the bard and merchant factions. 
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Setting up a home owner 


Let’s change his schedule a bit. 


Go to the AI Packages tab and delete the WTJornBardPerformance9x10 package. 





Actor 


ID |WTJornTester Traits | Stats | Factions | Relationships | Keywords | AlData Al Packages Inventory | SpellList | Sounds | Aninr_4 | >| 


Name [J om the Tester 

Short i Al Package List «| >>| 

Se EditoID Type | Dayof Week |b 
a 


I |sCharGen Face Preset /_ Summonable 








WT JomBardPerformance9x10 | 
[” Essential [_ |s Ghost DefaultE atE vening! 9x1 New 
[ Encumbrance 2 / 300 5 aah in 4 DefaultE atE ditorLoc8x1 Add 
[ Respawn : DefaultSleepE ditorLocOx? 
Unique [Simple Actor Default. andbox€ ditorL acation1024 Edit 


l Doesn't affect stealth meter Delete 
Destructible Object | Dialogue | P > 





Copy Stack 
Scripts ; Default Packa acre eae 
Papyrus Scripts: | NONE 





Spectator Overrid Use Info 


NONE 7 


Observe Dead Body Override Package 
NONE x] 


Script Name 
Bs RentRoomScript 
gs WIDeadBodyCleanupScript 











Properties 


Guard Warn Override Package List 
| NONE 7 
Combat Override Package List 


NONE 7 








~ Template Data 


ActorBase NONE ~| Edit | 


[~ Use Traits [~ Use Al Data I~ Use Spelliist 
[- Use Stats TL Use Al Packages ._ Use Inventory 
[~ Use Script [~ Use Def Pack List [7 Use Base Data 
[_ Use Factions [~ Use Attack Data [~ Uset eywords 


Cancel | 











Preview [~ Full [~ Head [TC ti‘“SCS 











Figure 566 - Removing Jorn's bard performance package. 
Let’s have him spend some time outside during the day. 
Right-click in the packages list and select New. 
ee 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList ] Sounds | Anin4 | >| 


Name [J orn the Tester 
Short -——— Al Package List << | >> | 
Name EdioiD ————————*dzdYST ype | Day of Week| _ Mont 


= Is CharGen Face Preset = : Eig sige DefaultE atE vening1 9x1 

Essential DefaultE atE ditorLoc8x1 

[~ Encumbrance 2 / 300 x Invulnerable DefaultSleepE ditorLocOx? 

l Respawn Doesnt Bleed DefaultS andboxE ditorLocation 024 


Piece [~ Simple Actor 


Il” Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 





Script Name Add 


Bs RentRoomScript 
BS WIDeadBodyCleanupScript 





Remove 


Properties 








~ Template Data 


ActorBase NONE v| Edit | 


[_ Use Traits [- Use Al Data [_ Use Spelllist 
[_ Use Stats [- Use Al Packages [7 Use Inventory 
T_ Use Script [~ Use Def Pack List [7 Use Base 

[_ Use Factions [7 Use Attack Data [7 Usek eywords 


Cancel | 














Add 
Edit e List 


Delete 7 


Package List 
Copy Stack 


Paste Stack : 
_ Jveride Package 


NONE 7 


Guard War Override Package List 


NONE 7 


Combat Override Package List 


NONE x| 


me 


Preview” Full [” Head [ti (i‘C;t;t;*észr 


Figure 567 - Adding a new package. 
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Setting up a home owner 


Set the package ID. For this package ’m going to set it to WTJornSandboxOutside9x10. 
Set the Package Template to Sandbox. 





Package x 


ID. |WTJomS andboxOutside9x10 Package Type [Package ¥| 
Owner quest | NONE x| Combat Style | DEFAULT v| Interrupt Override |<NONE> v| 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


Package Template [Sandbox x| Edit 
Public Package Data i<| >| 










~ Selected Package Data 
Location Location Near editor location, ra... ‘Y ane [RideHorselfPossible 
Unlock On Arriv... Bool False Y 
Allow Eating Bool True Y Type [Bool ~| 
Allow Sleeping Bool True Y 
Allow Conversati.... Bool True Y : 
Allow Idle Markers Bool True ¥ Value: [~ True 
Allow Sitting Bool True Y 
Allow Special Fu... Bool True a3 
Allow Wandering Bool False Y 
Prefered Path 1 Ral False Y iad 











Procedure Tree 





EI) Sequence 
fan Procedure: Travel 
fan Procedure: UnlockDoors 
i Procedure: Sandbox 














Item Conditions 











Cancel | 
Figure 568 - Setting the ID and package template. 
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Setting up a home owner 


In the Public Package Data list, click on Location. Set the Radius field to 2048 then click on the 
button above it that currently reads ‘Near editor location, radius 512’, 





Package x 


ID |WTJomS andboxOutside9x10 Package Type [Package x) 
Owner quest | NONE x| Combat Style | DEFAULT ~| Interrupt Override |<NONE> x | 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


«| >| Package Template [Sandbox x | Edt 


Public Package Data 














~ Selected Package Data 
Location Location Near editor location, ra... ‘Y Seer [Location 
Unlock On Ariv... Bool False id 
Allow Eating Bool True ¥ Type [Location v | 
Allow Sleeping Bool True v 
Allow Conversati... Bool True Y ; : : 
Hin dis Mates | Boos Tia y Near editor location, radius 512 | 
Allow Sitting Bool True bi Vi 
Allow Special Fu... Bool True Y [View | 
Allow Wandering Bool False v . aug 2=2=~SCé=“‘s*~*~*S 
Prefered Path 1 Ranol Falce bd bi Radius 204q 





Procedure Tree 








)- Sequence 
= Procedure: Travel 
fa Procedure: UnlockDoors 
i Procedure: Sandbox 














Item Conditions 

















Cancel | 
Figure 569 - Setting the package sandbox location. 
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Setting up a home owner 


Select Near Reference then click on the Select Reference button. 


For this example, ’m just going to select the Map Marker outside Lund’s Hut as the center point 
for Jorn’s sandbox package. 


Location 


Linked Reference 
Keyword | * | 


Near Editor Location 
Near Self 
Near Package Start Location 


In Cell | | 


Near Reference 


Cell |LundsHutExteriorO1 (-23, 04) * 
Ret |MapMarker OO0E6643 ¥ 


a 


io 


- 
C° Packdata Target | | 
cal 


Figure 570 - Selecting the map marker as the center point of Jorn’s sandbox package. 





Click OK. 
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Setting up a home owner 





LundsHutExteriorO1 [Free camera, perspective] - M#: 46.53% (63.75 MB / 137.00 MB} 





Figure 571 - The map marker outside Lund’s Hut. 


Normally you’d want to add in an XMarker or XMarkerHeading to use as the center point fora 
sandbox package. 
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Setting up a home owner 


There’s not a lot to do outside Lund’s Hut, so tick Allow Wandering. 





Package x 


ID |\WTJomS andboxOutside9x1 0 Package Type [Package y| 
Owner quest | NONE x| Combat Style | DEFAULT ~| Interrupt Override |<NONE> x| 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


«| >| Package Template | Sandbox x | Edit 


Public Package Data 

















~ Selected Package Data 
Allow Sleeping Bool True 1 Allow Wanderin 
Allow Conversati... Bool True Y Nene ? 
Allow Idle Markers Bool True x Type [Bool ~| 
Allow Sitting Bool True Y 
Allow Special Fu... Bool True 7 eres 
Allow Wandering Bool True 1 Value: [¥ True 
Prefered Path 0... Bool False ie 
RideHorselfPoss... Bool False Y 
Energy Float 50.000000 Y a 
Procedure Tree 








E) Sequence 
fa Procedure: Travel 
fan Procedure: UnlockDoors 
i Procedure: Sandbox 











Item Conditions 




















Cancel | 


Figure 572 - Turning on Allow Wandering. 
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Setting up a home owner 


Lastly, go to the Schedule tab. 
Set the Hour drop-down to 9 and the duration field to 10.0000. 





Package x 
ID) |WTJomS andboxOutside9x10 Package Type [Package v| 
Owner quest NONE y| Combat Style DEFAULT ~| Interrupt Override |<NONE> y| 


Pot eseeeesseeeeseseessenes 


Day of week: | -Any- aa 


Month: | -Any- ¥ 


Date: | “Any- = 


Hour E y| Mins |-Any- v| 
Duration: 10.0000 hours 








Cancel | 
Figure 573 - Setting the schedule for Jorn’s aimless wandering. 


Click OK to close out of Package propetties. 
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Setting up a home owner 


Ensure the new package is at the top of the package hierarchy by highlighting it and clicking on 
the ‘<<’ button. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList ] Sounds | Anin_4 | > | 


Name [J om the Tester 
Al Package List «i >>| 


Short T—Ct~C~s 
Lo Edteid ‘Type | Dap of Week 
D Day of Week | — Month 
I IsCharGen Face Preset [_ Summonable ST loc ordinal enone fl | ee ee ~ a a 
P a Is Ghost vw TJoms andbox) utside9s10 l Pack Any Any 
~ Essential arr Default atE vening! 9x1 Pack... Any Any 
[~ Encumbrance 2 / 300 Leite c lel, DefaultE atE ditorLoc8x1 Pack... Any Any 


[ Respawn [_ Doesnt Bleed DetaultSleepE ditorLoc0x? Pack... Any Any 
p 
IV Unique J Simple Actor DefaultS andboxE ditorLocation1024 = Pack... Any Any 
I Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts Default Package List 
Papyrus Scripts: NONE = | 
Script Name Spectator Override Package List 

® RentRoomScript NONE ~| 

#\ WiDeadBodyCleanupScript Observe Dead Body Override Package 
Properties NONE 7 

Guard Warn Override Package List 
NONE 7 
Combat Override Package List 


NONE x| 














> Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits T Use Al Data [_ Use Spelllist 

[_ Use Stats T Use Al Packages T~ Use Inventory 
T” Use Script [~ Use Def Pack List [7 Use Base Data 
T~ Use Factions [7 Use Attack Data [7 Use Kepwords 


Cancel | 








Preview” Full [~ Head [ti (‘(i‘(C}!!!OOC~*@™r 





Figure 574 - Sorting the package hierarchy if necessary. 
Set the Default Package List drop-down to DefaultHomeOwnerPackageList. 


D |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | SpellList ] Sounds | Anin4 | > | 


Name [J om the Tester 
Short r..COt~t~CS Al Package List «i >>| 
Dee EdtoID Cis Day of Week 


[Is CharGen Face Preset . Spall WTJom$ andboxOutside9s1 0 * 
I” Essential Is Ghost DefaultE atE vening1 9x1 

[~ Encumbrance 2 / 300 x el : DefaultE at€ ditorLoc8s1 

[” Respawn joeert Glee: DefaultSleepE ditorLocOx7 

I¥ Unique [Simple Actor DetaultS andbox ditorLocation1024 
Tl Doesn't affect stealth meter 


Destructible Object | Dialogue | 


; Scripts Default Package List 





Papyrus Scripts: DefaultHomeOwnerPackageList 


Script Name Add | Spectator Override Package List 
RentRoomScript ¥ 
$s RentRoomScrip a | NONE | 


#. WiDeadBodyCleanupScript Observe Dead Body Override Package 
Properties | | NONE - | 
Guard War Override Package List 
NONE x| 
Combat Override Package List 


| NONE x] 








> Template Data 


ActorBase | NONE x| Edit | 


[ Use Traits T Use Al Data [- Use Spellist 

[_ Use Stats T~ Use Al Packages [7 Use Inventory 
[_ Use Script [_ Use Def Pack List [7 Use Base Data 
[~ Use Factions [7 Use Attack Data [7 Use Kepwords 


Cancel | 








Preview [ Full [~ Head [.i‘(‘(Cw;O!w!W!!Oté~*™ 








Figure 575 - Setting a default package list. 
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Setting up a home owner 


Click on RentRoomScript under Papyrus Scripts to highlight it then click on Remove to remove 
it from Jorn since we don’t need it anymore. 


ID |WTJomTester 


Name [lomtheTester ==~=~=~S~O~S~*~“<s=~S*S~S 
Short rr 

Name 
I IsCharGen Face Preset [_ Summonable 


Il” Essential [Is Ghost 


[ Invulnerable 
: sels eS ! Doesnt Bleed 


: I Simple Actor 
v 
M Unique l Doesn't affect stealth meter 


Destructible Object | Dialogue | 


Scripts 
Papyrus Scripts: 


Traits | Stats | Factions | Relationships | Keywords | Al Data Al Packages | Inventory | Spelllist | Sounds | Anin_4 | >| 


A] Package List «| >>| 


WTJornS andboxOutside9x1 0 * 
DefaultE atE vening] 9x1 

DefaultE atE ditorLoc8x1 
DefaultSleepE ditorLocOx? 

DefaultS andbox€E ditorLocation1 024 


| Type | Day of Week 





Default Package List 
NONE 7 
Spectator Override Package List 
NONE +] 
Observe Dead Body Override Package 
NONE x] 
Guard Warn Override Package List 
NONE 7 
Combat Override Package List 


NONE x| 


Script Name 


® RentRoomScript 
®s WIDeadBodyCleanupScript 


Properties | 





> Template Data 


ActorBase | WONE ¥ Edit | 


[_ Use Traits [_ Use Al Data [_ Use Spelllist 

[_ Use Stats [ Use Al Packages [~ Use Inventory 
T~ Use Script J Use Def Pack List [7 Use Base Data 
T” Use Factions [7 Use Attack Data [7 Use Keywords 


OK | Cancel | 








Preview” Full [~ Head [i ( w”””~—SzY 





Figure 576 - Removing RentRoomS cript. 


Lastly, go to the Inventory tab, right-click in the inventory list and select New. 


D |WTJomTester 


Name [Jom the Tester 
Short r.—Ct~C~s~sS 
Name 


I IsCharGen Face Preset [_ Summonable 


Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Aninr 4 | >| 


Default Outfit Outfit Objects 
FarmClothesOutfit01 
Sleep Outtit 


NONE ~ 


aA ClothesF armClothes01 
a ClothesF armB oots01 


l Essential T~ Is Ghost 


Dlencinbencs 22 300 x da 
l” Respawn 


; [~ Simple Actor 
M Unique Tl Doesn't affect stealth meter 


Geared Up Weapons i 


Inventory 


[Count | bet ID. I H.. | Va | 
1 4 


zal) LootCitizenPocketsPoor 
lronD agger ... | 10 


Delete 


Destructible Object | Dialogue | 1 


~ Scripts 
Papyrus Scripts: 





Script Name 
Bs WIDeadBodyCleanupScript 





Object 


| LootCitizenPocketsPoor ¥ | 


Properties Owner NPC 


| NONE *] 


Global Yariable 
NONE 


Preview Calculated Result | Preview Level i 


Count Health % 
fi fi 00.00 


Faction 


| NONE x] 


Required Rank 





> Template Data 


ActorBase | ONE vy} Edit | 


T UseTraitt [7 UseAl Data I~ Use Spelllist 

IT Use Stats [~ Use Al Packages [7 Use Inventory 
T_ Use Script [_ Use Def Pack List [7 Use Base Data 
[" Use Factions [7 Use Attack Data [7 Use Keywords 


Cancel | 








Preview [ Full [~ Head [..i‘(i‘(Cw.wWwO!O!O!~é~*s™ 








Figure 5377 - Adding Jorn's Rey to his inventory. 
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Setting up a home owner 


Set the new inventory item to the key we created earlier. 


ID |WTJomTester Traits | Stats | Factions | Relationships | Keywords | Al Data | Al Packages Inventory | SpellList | Sounds | Anin 4 | > | 


Name [Jom the Tester Default Outfit Outfit Objects 
Short r..~COt~‘CsS. [FarmClothesOutfit01 x] 


Name Sleep Outfit 2B ClothesFarmClothes01 
[~ Is CharGen Face Preset ‘_ Summonable NONE 7] 2h ClothesFarmBoots01 


‘gee [Is Ghost 
T encumbrance 2/300 [- Ivuinerable Geared Up Weapons [1 
! Doesnt Bleed Inventory 


[~ Simple Actor 
! Doesn't affect stealth meter WilomnHouseKey 


Destructible Object | Dialogue | zl LootCitizenPocketsPoor 


lronD agger 


l Respawn 
IV Unique 





Scripts 

Papyrus Scripts: 
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Figure 578 - Setting the new object as Jorn's key. 


Click OK to close out of Actor properties. 


Next, we need to set up a new locklist for the interior cell. This will contain a list of NPCs that 
ate allowed to lock and unlock doors when entering/leaving this cell. 
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Setting up a home owner 


In the Object Window go to Miscellaneous > FormList, right-click on an existing form list and 
select New. 
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Figure 579 - Creating a new form list. 
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Setting up a home owner 


Set the form ID. For this example ’m going to call it WTJornHouseLockList. 


FormList ™* 


ID wT ornH ouseLockList 
| Type | Editor | 





= 
Cancel | 


Figure 580 - New lock list. 








In the Object Window, go to Actors > Actor > Actor and drag and drop WTJornTester into the 
form list. 


ForrmList >» 


ID wT, ornH ouseLockList | 
li. | Type [edt |. 
O - 


NPC WT ory ester 




















a4 | >| 
Lancel | 


Figure 581 - Jorn added to thelock list. 





Click OK to close the form list properties. 
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Setting up a home owner 


Now we need to configure the interior cell to set Jorn as the home owner. 


In the Cell View window, right-click on LundsHut01 and select Edit. 
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Figure 5382 - Editing the Lund's Hut cell. 
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Setting up a home owner 


Go to the Interior Data tab. 

Set the Owner faction drop-down to W’TJornHouseFaction. 
Set the Lock List drop down to WTJornHouseLockList. 

Cell 
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Figure 583 - Setting up cell ownership and assigning a lock list. 
Click OK to close out of cell properties. 
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Setting up a home owner 


If we check in-game, we'll now see that the front door to Lund’s Hut will be locked. 
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Figure 584 - Front door locked. 


If we break in, Jorn will tell us to leave. 
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Figure 585 - Jorn giving us a trespass warning. 
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Setting up a boss and making a location clearable 


SETTING UP A BOSS AND MAKING A 
LOCATION CLEARABLE 


In order to make a location ‘clearable’ we need to flag at least one NPC in that location as a 
‘boss’. Once all NPCs flagged as a boss in a specific location are dead, the cell will be marked as 
‘cleared’ if it’s associated location has the LocTypeClearable keyword. 


Let’s continue on with the previous example and set Jorn as the new boss of Lund’s Hut. 


Double-click or right-click on Jorn in the preview window and select Edit. 





LundsHut01 [Free camera, perspective] - M#: 13.71% (21,52 MB / 157,00 MB) 
a 4 





Edit Regions Here 


Generate LOD Land Texture 


Render Window Properties 


Paste 
Paste in place 


Copy 
Cut 
Duplicate 


Select Enable State Children 


Figure 586 - Editing Jorn's reference. 
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Setting up a boss and making a location clearable 


Go to the Location Ref Type tab and set the Location Reference Type drop-down to “Boss’. 


Reference mm 


Aeterence 
Editor ID: | (0301 358?) 
ena 4wiTJomTester' (C200CD70) Fit Base | 
Encounter NONE = 
“One 


E mittance: | MultiBound Location Ret Type | Scripts | 4 | r | 


Location Reference Type 
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- [ Motion Blur T ls Full Loo 
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Local Map [ Respawn 


cence _| 


Figure 587 - Setting the location reference type. 


[ No Al Acquire 





Click OK to close. 
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Setting up a boss and making a location clearable 


Lund’s Hut is a cell from the base game and already has a location set up for it. To take a look at 
it, in the Object Window go to WorldData > Location, right-click on LundsHutLocation and 


select Edit. 


8 Object Windows a 
Filter lund | Editor ID Users 


=) Actors 
[I- Actor 

a Actor Action 
i BodyPartData Duplicate 
FI- LeveledCharacter melee 


Name 








f]- TalkingActivator Create New Object Window 
- Audio 
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- Magic 
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- SpecialEffect 
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-~ Climate 
a Encounter “one 
a Lighting Template 
f]- Location 
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a Shader Particle Gec 
-~ Visual Effect 
a Water ype 
Wwf eather 


Figure 588 - Editing Location for Lund's Hut. 
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Setting up a boss and making a location clearable 


On the right hand side under the Location Ref Types tab, we can see WTJornTester flagged as 
the Boss for this location. 


Location 
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Figure 589 - Location reference types for Lund’s Hut. 


We'll need to add a keyword for this location to make it clearable. 
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Setting up a boss and making a location clearable 


Right-click in the Keywords list and select Add. 


Location 
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Figure 590 - Adding a new keyword for the Lunds Hut location. 
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Setting up a boss and making a location clearable 


Filter by ‘clearable’, select LocTypeClearable and click OK. 


© Select Form * 


Filter [clearable 
Fom Type | 


Loc] yoeLlearable Ea WD = OOF 





Figure 591 - Adding the LocTypeClearable keyword. 
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Setting up a boss and making a location clearable 


LocTypeClearable should now be listed in the Keywords list. 


Location 
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Figure 592 - LoclypeClearable added. 


Click OK to close out of Location propetties. 
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Setting up a boss and making a location clearable 


If we go in game and kill Jorn, we'll now see the location flagged as cleared on the map screen. 


MCM: Registered 5 new menu(s). 





Figure 593 - Jorn is dead. 
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Figure 594 - Lund's Hut flagged as cleared. 


And so Jorn the Tester’s story comes to an end. 
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Adding ambient creatures 


ADDING AMBIENT CREATURES 


Let’s start adding a bit of life to our world space. 


In the Object Window under Actors, filter by ‘Ivl*prey’. This will give us five different ambient 
animal spawners. These will spawn in creatures like goats, foxes, rabbits, deer, etc. Drag and 
drop one of them into the current cell. 
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Figure 595 - Ambient creature spawner. 


Levelled actor spawners are shown as an M with an arrow pointing in the direction the marker is 


facing. Their colour depends on the difficulty scaling. 


White = No scaling. 
Green = Easy. 
Yellow = Medium. 


Orange = Hard. 
Red = Very Hard. 


To add a predator spawner, filter by ‘Ivl*predator’ then drag and drop one into the scene. 
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Adding ambient creatures 


To increase the difficulty of the spawned creature, double-click on its marker in the render 
window, go to the Leveled Actor tab, and change its Level Modifier to Medium. 
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Figure 596 - Leveled Actor tab. 


| Initially Disabled 
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Adding ambient creatures 


Click OK. The colour of its marker should change. 
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Figure 597 - Predator spawner. 


Predators include aggressive creatures such as wolves, bears and sabre tooth tigers. They will 


hunt prey upon being spotted, including the player and other NPCs. 


We can spawn in insects like butterflies, dragonflies and bees using a critter spawner. In the 
Object Window, browse to WorldObjects > Activator and filter by ‘critterspawn’. Drag and drop 
a spawner such as critterSpawnInsects_Many into the render window. Critter spawners appear as 
a C above a green and blue sphere. 
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Adding ambient creatures 
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Figure 598 - Critter spawner. 
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Next, let’s add some landing markers. They are used by butterflies to note spots where they are 
allowed to land. 
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Adding ambient creatures 


In the Object Window, browse to WorldObjects > Static and filter by “critterlanding’. Drag and 
drop CritterLandingMarker_Small into the render window. 
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Figure 599 - Critter landing marker. 


Critter landing markers are marked with an arrow pointing to a spot where a critter is allowed to 
land on. I usually place them on unobscured rock ledges, sign posts, building edges or on leaves 
of bushes where butterflies won’t have to clip through solid objects to reach them. 
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Adding ambient creatures 


Use the critterSpawnPond_* critter spawners to add fish to ponds and lakes. 
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Figure 600 - Fish spawner. 


They show up as an upside down green cone in the render window. Make sure the top of the 
cone is flush with the surface of the water, and the bottom of the cone doesn’t clip through the 
eround. 
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Adding ambient creatures 


To add birds, in the Object Window browse to WorldObjects > Activator and filter by 
‘fxbirdofprey’. 
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Figure 607 - Bards. 
FXbirdOPreyNoNestACT adds free-flying birds, whereas FXbirdOPreyACT adds birds that will 


return to a nest that you can place in a tree or on top of a building. 
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CHAPTER 5: RANDOM 
ENCOUNTERS 
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Adding random encounter triggers 


ADDING RANDOM ENCOUNTER TRIGGERS 


Random encounter triggers are used to spawn in NPCs from a roster of random encounters 


defined in the Story Manager. 


For example, while traveling the road you may run into Talsgar the Wanderer, or a giant with a 
painted cow, or thalmor leading a prisoner, and so on. 


We can add these random encounters to our own world space too, as well as set up new random 
encounters. 


Let’s start by adding a new random roadside encounter. The easiest way to do this is to copy an 
existing setup from the WarehousePrefabs interior cell. 





WarehousePrefabs [Free carnera, perspective] - M#: 12.93% (20,30 MB / 157.00 MB) 





Figure 602 - Random roadside encounter setup in WarehousePrefabs. 


The random roadside encounter will consist of five XMarkerHeadings, two XMarkers, and a 
WETrigger box. Select them and press CTRL + C to copy or go to Edit > Copy Render. 


WETrigger is also linked to a secondary trigger box, but in most cases we shouldn’t need it. 


Basically when the cell containing the WETrigger box loads, a random encounter is generated, 
placing NPCs at the XMarkers or XMarkerHeadings. 


NPCs that travel the road, such as the thalmor leading a prisoner or stormcloak/imperial patrols, 
will walk back and forth between the two XMarkers, so you'd typically want to place these far 
apart from each other. 


NPCs that stand in place, such as scavengers with dead bodies or the orc wishing for a good 
death, will stand at the XMarkerHeadings. 
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Adding random encounter triggers 


Press CTRL + V to paste in the copied random encounter setup. 





Wilderness [Free camera, perspective] - M#: 84.22% (128.02 MB / 152.00 MB) 





Figure 603 -.A random roadside encounter placed in a world space. 


The screenshot above shows an example of a random roadside encounter placed in a world 
space. I put the XMarkerHeadings just to the side of the road and moved the two X Markers up 
and down the road. 
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Adding random encounter triggers 


Once you positioned the random roadside encounter in your world space, double-click on 
WETrigger to bring up its properties. 


Reference mm 


Reterence 
Fiioip |!!t”t”*é<‘i‘iséS™S™*””!”;”SCS*« EE SIP 
deca “WE Trigger (QO0445EE| ee | 
Encounter NONE = 
“one 


Location Ref Type | Navklesh [nnport Option | Attach Ref scripts | 4p 


Script Mame 


Add | 
Be WETriggerScript | 


x | |naccessible | Reflected By Auto Water 
- |) Open By Default | Ignored By Sandbox 
7 | ls Full LOD 
| itil Disabled - | Dorit Havak Seattle 
Hidden Frorn 


Local Map iw Respawn 


cael | 


Figure 604 - WE Trigger Reference. 





Go to the Scripts tab, highlight the WETriggerScript and click on the Properties button. 
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Adding random encounter triggers 


Set RoadEncounter to TRUE, and TriggerOnLoad to TRUE. 


8 Properties for script WETriqgerscript attached to WETrigger (03446 9E 3) 


Property Marne Type Value Property type: Bool 


cw Quest Cw! (00019E53)  TriggerOnLoad 
# EventNumi Int <<Default> > 

# Eventhumclearedofterspa... Bool <<Defaulk> > 

ae. myHoldLocation Location HaafingarHoldLocation (00016770 
ge FoadEncounter Bool TRUE 

PS TriggerOnLoad Boal TRUE 

4 WEHoldImperialContestedRef ObjectReference WEHoldImperialContestedRef (00 
# WEHoldImperialRet ObjectReference WEHoldInperialrer (00044603) 
4 WEHoldSonsContestedRef ObjectReference WEHoldSonsContestedRef (0004s 
# WEHoldSonsRef ObjectReference WEHoldSonsRef (00044604) 

# WERoadStart Keyword WERoadStart (00102746) 

4 WEStart Keyword WESkark (00044600) 


Add Property | Auto-Fill All | 





Figure 605 - WE TriggerScript properties. 


Later we'll need to change WERoadStart and WEStart to point to our own keywords, but for 
now let’s just leave them set at the defaults. 


myHoldLocation can also be left at HaafingarHoldLocation for now. 


Click OK when you’re finished. 
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Adding random encounter triggers 


Next, let’s add a random wilderness encounter. These spawn encounters that don’t travel a road, 
such as two wizards duelling, sprigean vs. hagraven, and so on. 


Go back to the WarehousePrefabs cell. 





WarehousePrefabs [Free carnera, perspective] - M#: 12.93% (20,30 MB / 157.00 MB) 





Figure 606 - Random wilderness encounter. 
The random wilderness encounter will consist of five XMarkerHeadings and a WETrigger box. 


Select them and press CTRL + C to copy or go to Edit > Copy Render. 
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Adding random encounter triggers 


Press CTRL + V to paste in the copied random encounter. 





WyrmstoothTobusTurnicus [Free camera, perspective] - M#: 40.18% (61.07 MB / 152.00 MB) 





Figure 607 - A random wilderness encounter placed in a world space. 


The screenshot above shows an example of a wilderness encounter placed in a world space. 
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Adding random encounter triggers 


Right-click on the WETrigger and select Edit or double-click on the WETrigger to bring up its 


propetties. 


Reference mm 


Reference 
Fiioip |!!t”t”*é<‘i‘iséS™S™*””!”;”SCS*« EE SIP 


Base ae . 
Object: WE Trigger [(UO04456 E | Edit Base | 


Encounter NONE mE 
“one 


Location Ref Type | Navklesh [nnport Option | Attach Ref scripts | 4p 


Script Mame 


Add | 
Be WETriggerScript | 


x | |naccessible | Reflected By Auto Water 
- |) Open By Default | Ignored By Sandbox 
7 | ls Full LOD 
| itil Disabled - | Dorit Havak Seattle 
Hidden Frorn 


Local Map iw Respawn 


cael | 


Figure 608 - WE Trigger Reference. 


Go to the Scripts tab, highlight the WETriggerScript and click on the Properties button. 
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Adding random encounter triggers 


O° Properties for script WETriqgerscript attached to WETriqger (O344E40F) 


Property Name Type Value | Property type: Bool 


cw Quest Cw (00019E53) M7) TriggeronLoad 
# Eventhum Int <<{DeFaulk> > 

# Eventhumlearedafterspa... Bool <<Defaulk> > 

as myHoldLocation Location HaafingarHoldLocation (00016770 
# RoadEncounter Bool <<DeFaulk> > 

PY TriggerOnLoad TRUE 

# WEHoldImperialContestedRef ObjectReference WEHoldImperialContestedRef (00 
# WEHoldImperialtef ObjectReference WEHoldImperialkef (00044603) 
# WEHoldSonsContestedRef ObjectReference WEHoldSonsContestedRef (00044 
4 WEHoldSonsRef ObjectReference WEHoldSonsRef (00044604) 

$ WERoadStart Keyword WERoadStart (00102746) 

# WEStart Keyword WESkart (00044600) 


Add Property | Auto-Fill All | 


Figure 609 - Random wilderness encounter WE TriggerScript properties. 





For random wilderness encounters, we just need to set TriggerOnLoad to TRUE. Keep 
RoadEncounter set to <<Default>>. 


Again, we'll need to come back later and set WERoadStart and WEStart to point to our own list 
of random encounters, but for now we'll leave these at the defaults. 


Click OK when you're finished. 
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CREATING OUR OWN LIST OF RANDOM 
ENCOUNTERS IN THE STORY MANAGER 


By default, the random encounter spots we added are generating encounters based on the 


WEQuests and WERoadQuests lists in the Story Manager. 
In the Object Window, go to Character > SM Event Node and open Script Event. 
Expand WEQuestNode to show WEQuests and WERoadQuests. 





SM Event Node 


x 
Event Type [Script Event Expand all | Collapse All | | Find Next | Find All | 
A 


@) Stacked Event Node: Script Event 
AO Stacked Quest Node: DLC1¥ampireFeedBystanderNode 
=) Stacked Branch Node: WEQuestNode 
4) <<} Stacked Quest Node: WEOOTemplateNodeNOTforRealQuests 
&)-@ Stacked Branch Node: WESpecificQuestsNode 
AO Stacked Quest Node: WEPriorityQuests 
+} Stacked Branch Node: WEBountyCollectorBranchNode 
AO Random Quest Node: WEDragonQuests 
a-O Random Quest Node: DLC1WEQuestsEclipseActive 
O Stacked Quest Node: DLC1WeESpecialAttacks 
f- * Random Quest Node: WEQuests 
a-@ Random Branch Node: WERoadQuests 
4) Stacked Quest Node: WE1000bjQuestsNode 
4) Stacked Quest Node: CompanionsSingleCombatNode 
4) Stacked Quest Node: MarriageNode 
4) Stacked Quest Node: FavorSimpleDrunksNode 
@ Stacked Branch Node: WIScriptEventBranchNode 
4@ Stacked Branch Node: CWBranchNode 
@ Random Branch Node: CompanionsRadiantNode 
@ Stacked Branch Node: MagesGuildRadiantNode 
) Stacked Quest Node: MQGreybeardCallNode 
<<} Stacked Quest Node: MQCallDragonNode 
) Stacked Quest Node: MQResurrectDragonNode 
@ Stacked Branch Node: ThievesGuildRadiantNode 
) Stacked Quest Node: DGIntimidateQuestNode 
<} Stacked Quest Node: WIFollowerCommentNode 
+)@ Stacked Branch Node: DLC1RadiantQuestNode 
vee €) Stacked Quest Node; MSO8ArgueNode 
I: <<) Stacked Quest Node: DA10HauntingNode 
aO Stacked Quest Node: WeatherChange 
AO Stacked Quest Node: FavorOrcsIntroNode 
C) Stacked Quest Node: BardSongScriptNode 











Node Properties - 


Node Conditions 








Target | Function Name Function Info 
5 GetEventData GetIsID, Keyword, Keyword: 'WEStart' == 1.00 AND 


ID | WEQuests 
[ Nur quests to run 1 
[ Max concurrent quests 0 


(© Random  ¢€ Stacked 


I¥ Do all before repeating 


[ Shares Event <s| >>| New 


[ Warn if no child quest started 








Figure 610 - WE Quests in the Story Manager. 


If you click on WEQuests or WERoadQuests you'll see the keyword condition under Node 
Conditions. WEQuests has a keyword condition for “WEStart’ and WERoadQuests has a 
keyword condition for WERoadStart. 
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Creating our own list of random encounters in the story manager 


If you expand WERoadQuests and expand the WERoadQuestNode node beneath it, you'll see a 
list of all possible random roadside encounters. 





SM Event Node 


x 
Event Type |Script Event Y Expand all | Collapse All | | Find Next | Find All | 


Sau Random Branch Node: WERoadQuests 
El) Random Quest Node: WERoadQuestNode 
~~ @ Quest: WERoad01 
° Quest: WERoad02 
© Quest: WE24 
ee 8 Quest: WES2 
fae O Quest: WEDLOZ 
© Quest: WEDLOS 
© Quest: WEDL13 
h~ © Quest; WEDL14 
© Quest: WEDLVigilOfStendarrO4 
-°9 Quest: WEIS1S 
© Quest: WEIS10 
© Quest: WEIS14 
ee ® Quest; WERIOZ 
fae O Quest: WERIO3 
© Quest: WEIS16 
© Quest: WEOS 
° Quest: WERoad03 
he © Quest; WERoadO4 
to Quest: WERoad05 
° Quest: WERoadO? 
© Quest: WERIO6 
we © Quest; WEISZ8 
© Quest: WERoad06 
° Quest: weroad08 
° Quest: WERoadO9 
° Quest: WERoad10 
e~ © Quest: WERoad11 
Lue O Quest: WERoad12 
© Quest: WEIS26 
© Quest: WESS : 








Node Properties 





r Node Conditions — 


| Target Function Name | Function Info Comp Value 


ID | WERoadQuests 5 GetEventData GetIsID, Keyword, Keyword: 'WERoadStart' == 1.00 


(@ Random  ¢€ Stacked 


|< 


[ Warn if no child quest started 








Figure 611 - The list of random roadside encounters. 
Similarly, if you expand WEQuests you'll see a list of all possible random wilderness encounters. 


Let’s get started on adding our own random wilderness and random roadside encounter 
branches for our custom world space. 
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Creating our own list of random encounters in the story manager 


The first thing we need to do is create new keywords for our own wilderness and roadside 
encounters. 


In the Object Window go to Miscellaneous > Keyword. 


Right-click on one of the existing keywords and select New. 


A) Object Window ~ 


Filter | 








+]- Package A 
]- Quest [Fal ActarT ype4 nial | 5 
eee [Fal ActorT ypeLovy Edit [ 
= Relationship [Fal ActarT ypeLreature wales = 
- §M Event Node [Fal ActorTypeD aedra 1: 
 . ¥oiceType [Fal ActorTypeDLC1 Boss Delete 
oF Items IRA) Actor ypeDraaon Create New Object Window iE 
| &)- Ammo [Fal ActorTypeDwarven Tk 
[- Armor [Fal ActorTypeF amiliar Use Info : 
a ArmorAaddon IK | Achorl yoeGhost WU 2 UW 1[ 
- Book [Fa] ActarT ype ian O01 OE Se U | 
~Constructible Ob RG) ActorTypeHorse oogz6110 =o 3 
Gl Ingredient [al ActorTypeMount O201S1FE so [ 
BI Rey [Fal ActorTypeNPC nns734060CtsS 
e as [) ActorT ypePrisoner ooscacs =o 
— : ae [Kl ActorTypeT ral OOOFSDIG =a 
cans [Fal ActorTypelndead oona7g96 
+]- Soul Gem . 
[Fa] ActorTypeVampireBrute 2004206 U 
[+] Weapon eal 
foesba ib aideario ik nnncos, Ao n t 


Figure 612 - Adding a new keyword. 


Using Wyrmstooth as an example, I kept the keyword names identical to the default keywords, 
but with an added ‘WT?’ prefix. E.g.: WTWERoadStart for my own random roadside encounters. 


B Po 4 Select Color | 
cancel 


Figure 613 - Naming a new Reyword. 





Click OK to create a new keyword. 
Repeat these steps to create a new keyword for wilderness encounters. E.g.: WI'WEStatt. 


Once you’ve created two new keywords, we can continue. 
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Creating our own list of random encounters in the story manager 


Back in the Story Manager, right-click on ‘Stacked Event Node: Script Event’ and select New 
Branch Node. 





SM Event Node 


x 
Event Type [Script Event Y | Expand all | Collapse All | | Find Next | Find All | 
Stacked Event Node: Scri A 
fC) Stacked Quest Node: |  NewBranchNode = 
&)}-@ Stacked Branch Node: New Quest Node 
CO) Stacked Quest Nor asts 
f)-@ Stacked Branch Nc Helewe| slate: 
HO Stacked Quest Nor feaeee 
+) Stacked Branch Ne 
CO Random Quest Node: WEDragonQuests 
a-O Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 
AO Random Quest Node: WEQuests 
a-@ Random Branch Node: WERoadQuests 
A-O Stacked Quest Node: WE1000bjQuestsNode 
AO Stacked Quest Node: CompanionsSingleCombatNode 
aO Stacked Quest Node: MarriageNode 
FO Stacked Quest Node: FavorSimpleDrunksNode 
()-@ Stacked Branch Node: WIScriptEventBranchNode 
(Stacked Branch Node: CWBranchNode 
[)-@ Random Branch Node: CompanionsRadiantNode 
f)-€ Stacked Branch Node: MagesGuildRadiantNode 
a-O Stacked Quest Node: MQGreybeardCallNode 
AO Stacked Quest Node: MOQCallDragonNode 
AO Stacked Quest Node: MQResurrectDragonNode 
()-@ Stacked Branch Node: ThievesGuildRadiantNode 
AO Stacked Quest Node: DGIntimidateQuestNode 
fC) Stacked Quest Node: WIFollowerCommentNode 
a-@ Stacked Branch Node: DLC1RadiantQuestNode 
vee €) Stacked Quest Node: MSO8ArgueNode 
AO Stacked Quest Node: D410HauntingNode 
AO Stacked Quest Node: WeatherChange 
FO Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode v 








Node Properties 





Node Conditions 





Target — Function Name Function Info 





of | 


Random © Stacked 





<s| >>| New 





[ Warn if no child quest started 

















Figure 614 - Creating a new branch node in the Story Manager. 
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Creating our own list of random encounters in the story manager 


Enter an ID for this node in the ID field. In my example, I just added the ‘WT’ prefix to 
WEQuestNode. 








SM Event Node 


x 
Event Type [Script Event v | Expand all | Collapse All | | Find Next | Find All | 
| R 


+) Stacked Branch Node: WESpecificQuestsNode 

AO Stacked Quest Node: WEPriorityQuests 
a-@ Stacked Branch Node: WEBountyCollectorBranchNode 
A-O Random Quest Node: WEDragonQuests 
AO Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 
©) Random Quest Node: WEQuests 

a-@ Random Branch Node: WERoadQuests 

AO Stacked Quest Node: WE1000bjQuestsNode 

AO Stacked Quest Node: CompanionsSingleCombatNode 

AO Stacked Quest Node: MarriageNode 

a-O Stacked Quest Node: FavorSimpleDrunksNode 

a-@ Stacked Branch Node: WIScriptEventBranchNode 

()-@ Stacked Branch Node: CWBranchNode 

[)-@ Random Branch Node: CompanionsRadiantNode 

(+) Stacked Branch Node: MagesGuildRadiantNode 

AO Stacked Quest Node: MQGreybeardCallNode 

AO Stacked Quest Node: MQCallDragonNode 

AO Stacked Quest Node: MQResurrectDragonNode 

()-@ Stacked Branch Node: ThievesGuildRadiantNode 

AO Stacked Quest Node: DGIntimidateQuestNode 

a-O Stacked Quest Node: WIFollowerCommentNode 

a-@ Stacked Branch Node: DLC1RadiantQuestNode 

ve ©) Stacked Quest Node: MSO8ArqueNode 

AO Stacked Quest Node: DA10HauntingNode 

AO Stacked Quest Node: WeatherChange 

AO Stacked Quest Node: FavorOrcsIntroNode 

AO Stacked Quest Node: BardSongScriptNode 

a-O Stacked Quest Node: SkyHavenSparringNode 

ae Stacked Quest Node: HighHrothgarTrainingNode 

AO Stacked Quest Node: SovngardeSparringNode 

w= ® Stacked Branch Node: WTWEQuestNode * v 









Node Properties 





—Node Conditions 


Target Function Name Function Info Comp | Value 








ID WTWEQuestNode 


Random © Stacked 








< 
<<| >>| New 











[Warn if no child quest started 











Figure 615 - Added a new root WE encounter branch. 


Leave this node set to Stacked. 
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Creating our own list of random encounters in the story manager 


Click on WEQuestNode, right-click on a condition listed in Node Conditions, and select Copy 
All Conditions. 





SM Event Node 


x 
Event Type [Script Event v Expand all | Collapse All | | Find Next | Find All | 
A 


@) Stacked Event Node: Script Event 
i <) Stacked Quest Node: DLC1VampireFeedBystanderNode 
a * Stacked Branch Node: WEQuestNode 
AO Stacked Quest Node: WEOOTemplateNodeNOTforRealQuests 
Fa @ Stacked Branch Node: WESpecificQuestsNode 
ee) Stacked Quest Node: WEPriorityQuests 
a-@ Stacked Branch Node: WEBountyCollectorBranchNode 
CO Random Quest Node: WEDragonQuests 
a-O Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 
fH: <<) Random Quest Node: WEQuests 
4} Random Branch Node: WERoadQuests 
a. 10 Stacked Quest Node: WE1000bjQuestsNode 
[1- <) Stacked Quest Node: CompanionsSingleCombatNode 
aO Stacked Quest Node: MarriageNode 
aO Stacked Quest Node: FavorSimpleDrunksNode 
()-@ Stacked Branch Node: WIScriptEventBranchNode 
(Stacked Branch Node: CWBranchNode 
[)-@ Random Branch Node: CompanionsRadiantNode 
a-@ Stacked Branch Node: MagesGuildRadiantNode 
AO Stacked Quest Node: MQGreybeardCallNode 
AO Stacked Quest Node: MOQCallDragonNode 
AO Stacked Quest Node: MQResurrectDragonNode 
()-@ Stacked Branch Node: ThievesGuildRadiantNode 
AO Stacked Quest Node: DGIntimidateQuestNode 
AO Stacked Quest Node: WIFollowerCommentNode 
ee @ Stacked Branch Node: DLC1RadiantQuestNode 
Bn wmf) Stacked Quest Node: MSO8ArgueNode 
Ea. <) Stacked Quest Node: DA1OHauntingNode 
AO Stacked Quest Node: WeatherChange 
-O Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 








Node Properties 




















~Node Conditions 
Target Function Name Function Info Comp Value 
fags WE Questo LC 7 
5 GetEventData New ‘d, Keyword: "WEStart' == 1. 00 
5 GetEventData ; ‘d, Keyword: 'WERoadStart' == 1.00 a 
Duplicate 
Delete 
( Random © Stacked Copy Condition 
apy Condtions 
<s| >>| Paste Conditions fee 
[~ Warn if no child quest started 














Figure 616 - Copying conditions on WEQuestNode. 
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Navigate back to your WEQuestNode, right-click on Node Conditions and select Paste 


Conditions. 


Creating our own list of random encounters in the story manager 





SM Event Node 


Event Type [Script Event ~| 






- @ Stacked Branch Node: WESpecificQuestsNode 
fH 4) Stacked Quest Node: WEPriorityQuests 


f- @ Stacked Branch Node: WEBountyCollectorBranchNode 
i 4) Random Quest Node: WEDragonQuests 

[I- <<} Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 

f- <<} Random Quest Node: WEQuests 

[#- @® Random Branch Node: WERoadQuests 


ce 1O Stacked Quest Node; 
fC) Stacked Quest Node: 


AO Stacked Quest Node: 
HC) Stacked Quest Node: 


WE1000bjQuestsNode 
CompanionsSingleCombatNode 
MarriageNode 
FavorSimpleDrunksNode 


()-@ Stacked Branch Node: WIScriptEventBranchNode 
()-@ Stacked Branch Node: CWBranchNode 

[)-@ Random Branch Node: CompanionsRadiantNode 
a-@ Stacked Branch Node; MagesGuildRadiantNode 


AO Stacked Quest Node: 
HC) Stacked Quest Node: 
HC) Stacked Quest Node: 


MQGreybeardCallNode 
MOQCallDragonNode 
MQResurrectDragonNode 


(4) Stacked Branch Node: ThievesGuildRadiantNode 


AO Stacked Quest Node: 
I) Stacked Quest Node: 


DGIntimidateQuestNode 
WIFollowerCommentNode 


Ea @ Stacked Branch Node: DLC1RadiantQuestNode 


Bn wmf) Stacked Quest Node: 
i ) Stacked Quest Node: 
fC) Stacked Quest Node: 
©) Stacked Quest Node: 
fC) Stacked Quest Node: 
fC) Stacked Quest Node: 
fC) Stacked Quest Node: 
fC) Stacked Quest Node: 


MSO084rqueNode 
DA410HauntingNode 
WeatherChange 
FavorOrcsIntroNode 
BardSongScriptnode 
SkyHavenSparringNode 
HighHrothgarTrainingNode 
SoyngardeSparringNode 


w= Stacked Branch Node: WTWEQuestNode * 


x 
Expand all | Collapse All | | Find Next | Find All | 
A 





Node Properties 





ID WTWEQuestNode 


Random © Stacked 


[ Warn if no child quest started 


Node Conditions 





Target Function Name Function Info _ Comp Yalue 





< 


<J> 





New 
Duplicate 
Delete 


Copy Condition 
Copy All Conditions 











You should now have the same three conditions listed under Node Conditions for your 


Figure 617 - Pasting the copied conditions to our own branch. 


WEQuestNode branch. 
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Creating our own list of random encounters in the story manager 


Our Node conditions list should appear as follows: 





SM Event Node 


x 
Event Type [Script Event Expand all | Collapse All | | Find Next | Find All | 









-@ Stacked Branch Node: WESpecificQuestsNode 
AO Stacked Quest Node: WEPriorityQuests 
a-@ Stacked Branch Node: WEBountyCollectorBranchNode 
FeO Random Quest Node: WEDragonQuests 

AO Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 

AO Random Quest Node: WEQuests 

a-@ Random Branch Node: WERoadQuests 

AO Stacked Quest Node: WE1000bjQuestsNode 

AO Stacked Quest Node: CompanionsSingleCombatNode 
fC) Stacked Quest Node: MarriageNode 

AO Stacked Quest Node: FavorSimpleDrunksNode 

(4) Stacked Branch Node: WIScriptEventBranchNode 

(4) Stacked Branch Node: CWBranchNode 

(4 Random Branch Node: CompanionsRadiantNode 

a-@ Stacked Branch Node: MagesGuildRadiantNode 

a-O Stacked Quest Node: MQGreybeardCallNode 

AO Stacked Quest Node: MOQCallDragonNode 

AO Stacked Quest Node: MQResurrectDragonNode 

()-@ Stacked Branch Node: ThievesGuildRadiantNode 

AO Stacked Quest Node: DGIntimidateQuestNode 

AO Stacked Quest Node: WIFollowerCommentNode 

()-@ Stacked Branch Node: DLC1RadiantQuestNode 

ve €) Stacked Quest Node: MSO8ArgueNode 

AO Stacked Quest Node: DA10HauntingNode 

AO Stacked Quest Node: WeatherChange 

AO Stacked Quest Node: FavorOrcsIntroNode 

AO Stacked Quest Node: BardSongScriptNode 

AO Stacked Quest Node: SkyHavenSparringNode 

AO Stacked Quest Node: HighHrothgarTrainingNode 

AO Stacked Quest Node: SovngardeSparringNode 

Stacked Branch Node: WTWEQuestNode * v 





Node Properties 





Node Conditions 





Target Function Name | Function Info | ¥alue a : 
ID | WTWEQuestNode S GetGlobalValue Global: "WEEnabled' == 1.00 AND 
S GetEventData GetIsID, Keyword, Keyword: "WEStart' == 1.00 OR 
5 GetEventData GetIsID, Keyword, Keyword: "WERoadStart' == 1.00 OR 











© Random © Stacked 





< 
<<| >>| New 











[ Warn if no child quest started 





Figure 618 - Copying the WEStart keyword condition. 
Double-click on the keyword condition for WEStart to bring up its properties. 


Condition Item 4 


Condition Function Parameters (Use dliasesi [ (Use Pack data! Comparison Walle 


GetEventData GetIsID, Keyword, Keyword: 'WEStart' | |== +| 1.0000 oR Iv 
; Paes Z Swap Subject Use Global | Cancel | 
AEE E 
eect = Seles! and Target 





Figure 619 - Condition properties for the WEStart keyword condition. 
Click on the button that reads: GetIsID, Keyword, Keyword: “WEStart’ 
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Creating our own list of random encounters in the story manager 


Under Parameter 3, set the drop-down menu to the WEStart keyword you created earlier. 
Following on with the previous example that would be WT WEStart. 


Select Function Parameters 


Parameter 1 


Evenk Function GetisID 


|GetIsID il | 


Parameter 2 


Event Member Keyword 


[Keyword * | 


Parameter 3 


Data (Optional’ Eeyword: ‘WT WEStart’ 


Cancel 





Figure 620 - Setting our own WE Start keyword. 
Click OK to close out of Select Function Parameters. 


Click OK to close out of Condition Item. 
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Creating our own list of random encounters in the story manager 


Repeat those steps to change the keyword condition for WERoadStart as well. 


SM Event Node 


x 
Event Type [Script Event v | Expand all | Collapse All | | Find Next | Find All | 
A 


-@ Stacked Branch Node: WESpecificQuestsNode 
AO Stacked Quest Node: WEPriorityQuests 
a-@ Stacked Branch Node: WEBountyCollectorBranchNode 
FeO Random Quest Node: WEDragonQuests 
} Random Quest Node: DLC1WEQuestsEclipseActive 
4) Stacked Quest Node: DLC1WESpecialAttacks 
4} Random Quest Node: WEQuests 

Random Branch Node: WERoadQuests 

4} Stacked Quest Node; WE1000bjQuestsNode 

4} Stacked Quest Node: CompanionsSingleCombatNode 

> Stacked Quest Node: MarriageNode 

4} Stacked Quest Node: FavorSimpleDrunksNode 

4}-@ Stacked Branch Node: WIScriptEventBranchNode 

+) Stacked Branch Node: CWBranchNode 

4-@ > Random Branch Node: CompanionsRadiantNode 

@ Stacked Branch Node: MagesGuildRadiantNode 

4) Stacked Quest Node: MQGreybeardCallNode 

4} Stacked Quest Node: MOCallDragonNode 

CY Stacked Quest Node: MQResurrectDragonNode 

4 Stacked Branch Node: ThievesGuildRadiantNode 

4} Stacked Quest Node: DGIntimidateQuestNode 

C) Stacked Quest Node: WIFollowerCommentNode 


@ Stacked Branch Node: DLC1RadiantQuestNode 


: ©) Stacked Quest Node: 
4} Stacked Quest Node: 
4) Stacked Quest Node: 


MSO8ArqueNode 
DA10HauntingNode 
WeatherChange 


a-O Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 
AO Stacked Quest Node: SkyHavenSparringNode 
AO Stacked Quest Node: HighHrothgarTrainingNode 
AO Stacked Quest Node: SovngardeSparringNode 

wo. © Stacked Branch Node: WTWEQuestNode * 





Node Properties 





-Node Conditions - 


ID | WTWEQuestNode GetGlobal¥alue Global: "WEEnabled' 


GetEventData GetIsID, Keyword, Keyword: "WTWEStart' 
GetEventData GetIsID, Keyword, Keyword: "WTWERoadStart’ 





© Random © Stacked 














[ Warn if no child quest started 











Figure 621 - Our WE QuestNode with new conditions added. 


Our Node Conditions list should now appear as per the screenshot above. 
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Creating our own list of random encounters in the story manager 


Right-click on your WEQuestNode and create three new quest nodes. 


Set the ID of the first branch node to RoadQuestNode, the second branch node to 


WaildernessQuestNode, and the quest node to DragonQuests. In the example below I also added 
the ‘WT? prefix. 


The third node, DragonQuests, will be used to spawn random dragon encounters in our world 
space. 





SM Event Node 


x 
Event Type Script Event ’ Expand all | Collapse All | | Find Next | Find All | 


@>) Stacked Event Node: Script Event 
AO Stacked Quest Node: DLC1¥ampireFeedBystanderNode 
(+) Stacked Branch Node: WEQuestNode 

AO Stacked Quest Node: WE1000bjQuestsNode 

AO Stacked Quest Node: CompanionsSingleCombatNode 
a-O Stacked Quest Node: MarriageNode 

AO Stacked Quest Node: FavorSimpleDrunksNode 

a-@ Stacked Branch Node: WIScriptEventBranchNode 
(Stacked Branch Node: CWBranchNode 

(4) Random Branch Node: CompanionsRadiantNode 

a-@ Stacked Branch Node: MagesGuildRadiantNode 

fC) Stacked Quest Node: MQGreybeardCallNode 

AO Stacked Quest Node: MQCallDragonNode 

AO Stacked Quest Node: MQResurrectDragonNode 

(4) Stacked Branch Node: ThievesGuildRadiantNode 

AO Stacked Quest Node: DGIntimidateQuestNode 

AO Stacked Quest Node: WIFollowerCommentNode 

a-@ Stacked Branch Node: DLC1RadiantQuestNode 

of) Stacked Quest Node: MSO84rgueNode 

AO Stacked Quest Node: D410HauntingNode 
AO Stacked Quest Node: WeatherChange 

AO Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 
AO Stacked Quest Node: SkyHavenSparringNode 
©) Stacked Quest Node: HighHrothgarTrainingNode 
AO Stacked Quest Node: SovngardeSparringNode 
Ei-® Stacked Branch Node: WTWEQuestNode * 








Node Properties 
Node Conditions ————— ee —_ — 





Target | Function Name Function Info 





ID | WTRoadQuestNode 
[ Num quests to run 1 
[ Max concurrent quests [o 


(© Random  ¢ Stacked 


I¥ Do all before repeating 


[” Shares Event <<| >>| New 


[ Warn if no child quest started 








Figure 622 - Adding new branch nodes within our WEQuestNode branch. 


Change all three from Stacked to Random. Quests added to stacked nodes will be processed 
sequentially, while quests added to random nodes will be processed in a randomized ordet. 


Seeing as though we just want to game to choose the event randomly, we’ll set these nodes to 
Random. 
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Creating our own list of random encounters in the story manager 


For our DragonQuests node, tick “Max concurrent quests’ and set the field next to it to ‘1’. 


This helps ensure no more than one random dragon encounter can occur at a time. 


SM Event Node 


x 
Event Type [Script Event v Expand all | Collapse All | | Find Next | Find All | 


@® Stacked Event Node: Script Event 
4) Stacked Quest Node: DLC1VampireFeedBystanderNode 
~@ Stacked Branch Node: WEQuestNode 
HC) Stacked Quest Node: WE1000bjQuestsNode 
4) Stacked Quest Node: CompanionsSingleCombatNode 
4) Stacked Quest Node: MarriageNode 
4) Stacked Quest Node: FavorSimpleDrunksNode 
4) Stacked Branch Node: WIScriptEventBranchNode 
+) Stacked Branch Node: CWBranchNode 
Random Branch Node: CompanionsRadiantNode 
@ Stacked Branch Node: MagesGuildRadiantNode 
4) Stacked Quest Node: MQGreybeardCallNode 
4) Stacked Quest Node: MQCallDragonNode 
€) Stacked Quest Node: MQResurrectDragonNode 
4) Stacked Branch Node: ThievesGuildRadiantNode 
4} Stacked Quest Node: DGIntimidateQuestNode 
4) Stacked Quest Node: WIFollowerCommentNode 
4} Stacked Branch Node: DLC1RadiantQuestNode 
(©) Stacked Quest Node: MSO8ArgueNode 
4} Stacked Quest Node: DA10HauntingNode 
C) Stacked Quest Node: WeatherChange 
HC) Stacked Quest Node: FavorOrcsIntroNode 


C} Stacked Quest Node: BardSongScriptNode 

4) Stacked Quest Node: SkyHavenSparringNode 
C) Stacked Quest Node: HighHrothgarTrainingNode 
4 Stacked Quest Node: SovngardeSparringNode 
=)@ Stacked Branch Node: WTWEQuestNode * 


-{) Random Quest Node: WTRoadQuestNode * 


©) Random Quest Node: WTWildernessQuestNode * 
Random Quest Node: WTDragonQuests * 





Node Properties 





Node Conditions 


_Function Name Function Info Comp Yalue” 


ID WTDragonQuests GetGlobal¥alue "Global: ‘DragonsReturned' = 1.00 
GetGlobal¥alue Global: 'MQ106TurnOffRando,.. == 0.00 
1 
[Num quests to run GetGlobal¥alue Global: "WINextDragon' < Global: 'GameD... 
I¥ Max concurrent quests | 1 








( Random  ¢ Stacked 


I¥ Do all before repeating 


[ Shares Event <<| >>| 


[ Warn if no child quest started 




















Figure 623 - Only ever run one event at a time from this node. 
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Creating our own list of random encounters in the story manager 


From our WEQuestNode parent, copy the keyword condition for our WERoadStart keyword 
and paste it to the Node Conditions on RoadQuests. Copy the keyword condition for our 
WEStart keyword and paste it to the Node Conditions on WildernessQuests. 





SM Event Node 


x 
Event Type [Script Event Expand all | Collapse All | | Find Next | Find All | 


@®) Stacked Event Node: Script Event 
AO Stacked Quest Node: DLC1V¥ampireFeedBystanderNode 
a-@ Stacked Branch Node: WEQuestNode 

Oo Stacked Quest Node: WE1000bjQuestsNode 

AO Stacked Quest Node: CompanionsSingleCombatNode 
AO Stacked Quest Node: MarriageNode 

AO Stacked Quest Node: FavorSimpleDrunksNode 
a-@ Stacked Branch Node: WIScriptEventBranchNode 
(4) Stacked Branch Node: C\WBranchNode 

a-@ Random Branch Node: CompanionsRadiantNode 
a-@ Stacked Branch Node: MagesGuildRadiantNode 
AO Stacked Quest Node: MQGreybeardCallNode 

AO Stacked Quest Node: MQCallDragonNode 

AO Stacked Quest Node: MQResurrectDragonNode 
(4) Stacked Branch Node: ThievesGuildRadiantNode 
AO Stacked Quest Node: DGIntimidateQuestNode 
AO Stacked Quest Node: WIFollowerCommentNode 
a-@ Stacked Branch Node: DLC1RadiantQuestNode 

see €) Stacked Quest Node; MSO8ArgueNode 

AO Stacked Quest Node: DA10HauntingNode 

AO Stacked Quest Node: WeatherChange 

AO Stacked Quest Node: FavorOrcsIntroNode 

AO Stacked Quest Node: BardSongScriptNode 

AO Stacked Quest Node: SkyHavenSparringNode 

AO Stacked Quest Node: HighHrothgarTrainingNode 
AO Stacked Quest Node: SovngardeSparringNode 
=) Stacked Branch Node: WTWEQuestNode * 


fee ©) Random Quest Node: WTRoadQuestNode * 














Node Properties 
~Node Conditions 
Target | Function Name Function Info | Comp Yalue 
ID | WTWildernessQuestNode 5 GetEventData GetIsID, Keyword, Keyword: "WTWEStart’ = 1.00 AND 


[ Num quests to run | 1 
[ Max concurrent quests | 0 


(@ Random  ¢€ Stacked 


I¥ Do all before repeating 


[ Shares Event <<| >>| New 


[ Warn if no child quest started 














Figure 624 - Copied conditions to our RoadQuests and WildernessQuests branches. 
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Creating our own list of random encounters in the story manager 


Browse to the original WEQuestNode branch above, expand it and click on WEDragonQuests. 








SM Event Node 


x 
Event Type [Script Event Y Expand all | Collapse All | | Find Next | Find All | 
A 


4 <)} Stacked Quest Node: DLC1VampireFeedBystanderNode 
= 7@ Stacked Branch Node: WEQuestNode 
4) Stacked Quest Node: WEOOTemplateNodeNOTforRealQuests 
@ Stacked Branch Node: WESpecificQuestsNode 
HO Stacked Quest Node: WEPriorityQuests 
a-@ Stacked Branch Node: WEBountyCollectorBranchNode 
fA * Random Quest Node: WEDragonQuests 
AO Random Quest Node: DLC1WEQuestsEclipseActive 
AO Stacked Quest Node: DLC1WESpecialAttacks 
€} Random Quest Node: WEQuests 
Random Branch Node: WERoadQuests 
ea O Stacked Quest Node: WE1000bjQuestsNode 
- <<} Stacked Quest Node: CompanionsSingleCombatNode 
AO Stacked Quest Node: MarriageNode 
AO Stacked Quest Node: FavorSimpleDrunksNode 
fH ®@ Stacked Branch Node: WIScriptEventBranchNode 
- 4@ Stacked Branch Node: CWBranchNode 
i 4® Random Branch Node: CompanionsRadiantNode 
- 4@ Stacked Branch Node: MagesGuildRadiantNode 
AO Stacked Quest Node: MQGreybeardCallNode 
fC) Stacked Quest Node: MQCallDragonNode 
AO Stacked Quest Node: MQResurrectDragonNode 
(4) Stacked Branch Node: ThievesGuildRadiantNode 
AO Stacked Quest Node: DGIntimidateQuestNode 
GC) Stacked Quest Node: WIFollowerCommentNode 
a 4®@ Stacked Branch Node: DLC1RadiantQuestNode 
bo oo) Stacked Quest Node: MSO8ArgueNode 
i: <) Stacked Quest Node: DA1OHauntingNode 
AO Stacked Quest Node: WeatherChange 
AO Stacked Quest Node: FayorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 
aN-O Stacked Quest Node: SkyHavenSparringNode v 









Node Properties 





Node Conditions 








Target | Function Name Function Info 
ID | WEDragonQuests S GetGlobaly’alue Global: 'DragonsReturned! == 1.00 AND 
fi GetGlobalyalue Global: 'MQ106TurnOffRa ites | AN | 
; iS | ° 
[Num quests to run S GetGlobal¥’alue Global: '"WINextDragon' New AND 
IW Max concurrent quests | 1 Duplicate 
Delete 
(* Random  ~ Stacked mi 
Copy Condition 
[ Shares Event <s| >>| Paste Conditions new 














[ Warn if no child quest started 














Figure 625 - Copying the conditions from WEDragonQuests. 


Right-click on one of the conditions under Node Conditions and select Copy All Conditions. 
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Creating our own list of random encounters in the story manager 


Navigate to your DragonQuests branch, right-click in Node Properties and select Paste 
Conditions. 


SM Event Node 


x 
Event Type [Script Event v Expand all | Collapse All | | Find Next | Find All | 


@® Stacked Event Node: Script Event 

4) Stacked Quest Node: DLC1VampireFeedBystanderNode 
+} Stacked Branch Node: WEQuestNode 
HC) Stacked Quest Node: WE1000bjQuestsNode 
C) Stacked Quest Node: CompanionsSingleCombatNode 
C) Stacked Quest Node: MarriageNode 
C) Stacked Quest Node: FavorSimpleDrunksNode 
~@ Stacked Branch Node: WIScriptEventBranchNode 
+)@ Stacked Branch Node: CWBranchNode 
+ Random Branch Node: CompanionsRadiantNode 
4)@ Stacked Branch Node: MagesGuildRadiantNode 
C) Stacked Quest Node: MQGreybeardCallNode 
C) Stacked Quest Node: MOQCallDragonNode 
C) Stacked Quest Node: MQResurrectDragonNode 
@ Stacked Branch Node: ThievesGuildRadiantNode 
4}-) Stacked Quest Node: DGIntimidateQuestNode 
C} Stacked Quest Node: WIFollowerCommentNode 
4) Stacked Branch Node: DLC1RadiantQuestNode 
©) Stacked Quest Node: MSO8ArqueNode 
C} Stacked Quest Node: DA1OHauntingNode 
HC) Stacked Quest Node: WeatherChange 
C) Stacked Quest Node: FavorOrcsIntroNode 
HC) Stacked Quest Node: BardSongScriptNode 
+) Stacked Quest Node: SkyHavenSparringNode 
4) Stacked Quest Node: HighHrothgarTrainingNode 
4) Stacked Quest Node: SovngardeSparringNode 
=) Stacked Branch Node: WTWEQuestNode * 

-{) Random Quest Node: WTRoadQuestNode * 

©) Random Quest Node: WTWildernessQuestNode * 


Random Quest Node: WTDragonQuests * 





Node Properties 





Node Conditions 


Function Name Function Info Value 

ID | WTDragonQuests GetGlobal¥alue Global; 'DragonsReturned' 1.00 

1 GetGlobal¥alue Global: 'MQ106TurnOffRando... 0.00 
GetGlobal¥alue Global: "WINextDragon' Global: 'GameD... 














[Num quests to run 


¥ Max concurrent quests 1 


(@ Random ¢€ Stacked 


I¥ Do all before repeating 


[ Shares Event <<| >>| 


[Warn if no child quest started 




















Figure 626 - Pasting conditions to our DragonQuests quest node. 


Now we can start adding the random encounters we want to see in our world space. 
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Creating our own list of random encounters in the story manager 


To add random encounters to our RoadQuestNode, right click on your RoadQuestNode and 
select Add Quests. 





SM Event Node 


x 
Event Type [Script Event Y | Expand all | Collapse All | | Find Next | Find All | 


@) Stacked Event Node: Script Event 
AO Stacked Quest Node: DLC1¥ampireFeedBystanderNode 
a-@ Stacked Branch Node: WEQuestNode 

AO Stacked Quest Node: WE1000bjQuestsNode 

AO Stacked Quest Node: CompanionsSingleCombatNode 
AO Stacked Quest Node: MarriageNode 

AO Stacked Quest Node: FavorSimpleDrunksNode 

a-@ Stacked Branch Node: WIScriptEventBranchNode 
()-@ Stacked Branch Node: CWBranchNode 

a-@ Random Branch Node: CompanionsRadiantNode 

()-@ Stacked Branch Node: MagesGuildRadiantNode 

fC) Stacked Quest Node: MQGreybeardCallNode 

A-O Stacked Quest Node: MOQCallDragonNode 

A-O Stacked Quest Node: MQResurrectDragonNode 

()-@ Stacked Branch Node: ThievesGuildRadiantNode 

AO Stacked Quest Node: DGIntimidateQuestNode 

AO Stacked Quest Node: WIFollowerCommentNode 

(4) Stacked Branch Node: DLC1RadiantQuestNode 

ve ©) Stacked Quest Node: MSO8ArqueNode 
A-O Stacked Quest Node: D4A10HauntingNode 
AO Stacked Quest Node: WeatherChange 
I) Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 
AO Stacked Quest Node: SkyHavenSparringNode 
AO Stacked Quest Node: HighHrothgarTrainingNode 
> Stacked Quest Node: SovngardeSparringNode 
B-@ Stacked Branch Node: 'WTQuestNode * 

aaa Random Quest Node: WTRoadQuestlealieds 


: vee ©) Random Quest Node: WT Wilderness Add Quests 

















so) Random Quest Node: WTDragonQui"y Copy Node 
Cut Node 
Delete Node 
Node Properties 
Use Info 
Target Function Name Function Info Comp Value 





ID | WTRoadQuestNode 5 GetEventData GetIsID, Keyword, Keyword:'... == 1.00 AND 
[ Num quests to run 1 
[ Max concurrent quests | 0 


( Random ¢ Stacked 


I¥ Do all before repeating 


[ Shares Event <s| >>| New 


[ Warn if no child quest started 

















Figure 627 - Adding a new random encounter to the Story Manager. 
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Creating our own list of random encounters in the story manager 


Random encounters from the base game are prefixed with “WE’ so filter by “WE’. 


OB Select Form on 


Filter we 


WE 5 
WIE SB 
WE Bounty Collectorl)S T 
WEDAGZ 
WEDLO 
WEDLOTb 
WEDLOZ 
WEDLOS 
WEDLO4 
WEDLOS 
WEODLOEB 
WEDLO? 
WEDLOS8 


WEDLY gO FS tendarnrl1 
WEDLY igi fStendarnrllz 
WEDLY gil FS tendarrls 
WEDLY igi fSterndarnrlld 
WEJSOT 

< 


U 
0 
U 
0 
U 
0 
U 
0 
U 
0 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 
U 


ol 








Figure 628 - Selecting the random encounters to add. 
Highlight the random encounters you want to add and press OK. 


To get a list of random encounters, browse to Character > Quests in the Object Window and 
filter by “WE”. A description of the random encounter is generally found in the Name column to 


the right. 


You can adjust the position of the random encounter quests added to the Story Manager by left- 
clicking on them and dragging them to the preferred location. You can even drag quests from 
one branch to another. 


Steps for creating our own random encounters will be covered in Creating New Random 


Encountets. 
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Creating our own list of random encounters in the story manager 


For Wyrmstooth, I use a mix of my own custom random encounters plus a few random 
encounters from the base game as you can see in the screenshot below. Random encounters 
prefixed with ‘WE’ are from the base game. The ones with the “WT” prefix are custom random 
encounters that I created. 


SM Event Node 


x 
Event Type [Script Event Expand all | Collapse All | Find Next | Find All | 
A 


of) Stacked Quest Node: MSO84rqueNode 
AO Stacked Quest Node: D410HauntingNode 
AO Stacked Quest Node: WeatherChange 
Oo Stacked Quest Node: FavorOrcsIntroNode 
AO Stacked Quest Node: BardSongScriptNode 
ES 
ca 
cs 
iS 








4 Stacked Quest Node: SkyHavenSparringNode 
4) Stacked Quest Node: HighHrothgarTrainingNode 
> Stacked Quest Node: SovngardeSparringNode 
@ Stacked Branch Node: 'WTQuestNode * 
(4) Random Quest Node: WTRoadQuestNode * 
= ~® Random Quest Node: WTWildernessQuestNode * 
/ io © Quest: WTRandomEnc0? * 
° Quest: WTRandomEncts * 
2 Quest: WTRandomEncO9 * 
o~ © Quest; WTRandomEnc10 * 
so © Quest: WTRandomEnc11 * 
° Quest: WTRandomEncl2 * 
° Quest; WTRandomEnc16 * 
° Quest: WTRandomEnc1? * 
ee © Quest; WTRandomEnc18 * 
so © Quest: WTRandomEnc19 * 
° Quest: WTRandomEnc20 * 
° Quest: WTRandomEnc21 * 
° Quest: WTRandomEnc22 * 
e~ 8 Quest: WTRandomEnc23 * 
-- © Quest: WTRandomEnc24 * 
° Quest: WTRandomEnc25 * 
° Quest: WTRandomEnc26 * 
e~ © Quest; WTRandomEnc2? * 
wo © Quest: WTRandomEnc36 * 
° Quest: WE15 
© Quest: WE1S v 





Node Properties 


Node Conditions 








Target | Function Name Function Info 
S GetEventData GetIsID, Keyword, Keyword: "WTWEStart' =m 1.00 AND 


ID | WTWildernessQuestNode 
[Nur quests to run 1 
[ Max concurrent quests [o 


(© Random  ¢€ Stacked 


I¥ Do all before repeating 


[ Shares Event <s| >>| New 


[ Warn if no child quest started 





Figure 629 - Random encounter quests added. 


For example, WE11 will be sabre cats hunting mammoths, WEDLO2 will be Talsgar the 
Wanderer, WEJS25 will be two wizards duelling, and so on. 


Add WE04 and WE08 to your DragonQuests quest node. WE04 will create a random encounter 
involving a dragon attacking the player, while WE08 will create a random encounter involving a 
dragon flying around the player before flying away. 


Lastly, we’ll need to change our WETriggers we placed in the world earlier to use the new 
keywords we created. 
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In the Object Window, go to World Objects > Activator and filter by ‘wetrigger’. 
Right-click on WETrigger and select ‘Use Info’. 


















GB Object Window * 


















Filter /wetrigger Editor ID Count | Users 
Po Pareane SAW DLCO1 SoulCaimHorseWE Trigger 7 12 

E- Quest sl) wET rigger lew a 
Bier “hu WE TriggernLi 
.. Rel ationship HL AWE Triggers ect Edit : 0 
. SH Event Node Duplicate 

YoiceType Delete 

- [tems 

G+ Ammo Preview 
F- Armor Recalc Bounds 
-- Armoraddon 
+. Book Taggle On Map 
< sic ie Ob Create New Object Window 
[+] Ingredient . 
G- Key isa linea 
~~ Leveleditem 
G1 Miscltem 
=~ Qutfit 





Figure 630 - Use Info. 


This will bring up a list of every instance of WETrigger. Click on the World Editor ID column 
to sort by world space name. 


© Use Report: 


Used by these objects: 











Used in these Cells: 


“‘Wrarld Editor ID - Cell Editor ID Cell Grid 


Wormshoothy orld Wilderness 
Warmestoothyy orld ree 
Warmetoothyy orld Wiildemness 
Warmetoothyy orld Wildemness 
Waormshoothy orld WormstoothChillwat. 
Warmetoothyy orld Wiildemness 
Waorrmshoothy orld Wormstooth | obs... 
Warmetoothyy orld Wiildemness 

| Wurmshtonth ole Wilderness 





Figure 631 - Every instance of WE Trigger. 
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Double-click on an instance in the ‘Used in these cells’ list to jump to that instance in the render 
window. 





Wilderness [Free carnera, perspective] - M#: 86.97% (132.19 MB / 152.00 MB) 


Edit Regions Here 
Generate LOD Land Texture 
Render Window Properties 
Paste 


Paste in place 


Copy 
Cut 


Duplicate 


Select Enable State Children 





Figure 632 - Opening reference properties for the instance of WE Trigger. 


Right-click in the render window and select Edit or double-click on the WETrigger to bring up 
the properties for that instance. 
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Go to the Scripts tab, highlight the WETriggerScript and click on the Properties button. 


Reference mm 


Reference 
Editor ID: | (OS44E SE SIP 
Base eT ; 
Object: WE Trigger (UO04456 E | Edit Base | 
aielie NONE = 
One 
Location Ret Type | Naviesh Irnport Option | Attach Ref scripts | 4 | » | 


Add 


WETriggerScript 
Remove | 
Properties | 


[ Turn Off Fire [ Inaccessible [ Reflected By Auto Water 
Open By Default [Ignored By Sandbox 
[Motion Blur l Is Full LOD 

[ Starts Dead . Don't Havok Settle 


[ No Al Acquire 


[Initially Disabled 


Hidden From 
Local Map If Respawns 


cence _| 


Figure 633 - Scripts tab in reference properties. 
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Change WERoadStart and WEStart to point to the new keywords you created earlier instead. 


In the screenshot below I changed WERoadStart to WT'WERoadStart and WEStart to 
WTWEStart. 


O° Properties for script WETriggerscript attached to WETrigger (03446 OF 3) 


Property Narnne Type Value | Property type: Keyword 


ecw Quest Cy (O0019E53) Pick, Cibject: |W TWERoadstart +| 


# EventNumi Int <<Default>> 

# Eventhumclearedofterspa... Bool <<Defaulk> > 

as myHoldLocation Location HaafingarHoldLocation (00016770 

ae FoadEncounter Bool TRUE 

Bs TriggerOnLoad Boal TRUE 

# WEHoldImperialContestedRef ObjectReference WEHoldImperialContestedRef (00 

$ WEHoldImperialRer ObjectReference WEHoldImperialrer (000446033 

# WEHoldSonsContestedRef ObjectReference WEHoldSonsContestedRef (0004 

# WEHoldSonsRef ObjectReference WEHoldSonsRef (00044604) 
WERoad Start Keyword WTWERoadStart (03944833) 

Keviord WTWESkark (03944339) 


Add Property | Auto-Fill All | Cancel | 


Figure 634 - Changing the keyword values in script properties. 





Click OK to close out of the script properties. 
Click OK to close out of the reference properties. 


Go back to the list of WETtigger instances in Use Report, double-click on the next instance and 
repeat these steps. 


Continue this until you’ve changed all instances of WETrigger in your world space. 
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CREATING NEW RANDOM ENCOUNTERS 


This section will cover creating our own random encounters that we can then add to the Story 


Manager. 


The easiest way to create a new random encounter is to duplicate an existing one that closely 
matches what we want to create. 


Let’s say we wanted to create a random encounter that spawns in an NPC that travels to the 
nearest settlement. Well, the random encounter WEDLO2 already does that. It spawns in Talsgar 
the Wanderer, and when he spawns in he’ll path to the nearest settlement and wander there until 
his event ends. 


In the Object Window, filter by “WEDL’ and search for WEDLO2. 
Right-click on WEDLO2 and select Duplicate. 





A) Object Window » 




















Filter ‘wed Editor ID Users | Name 


OUUBS1 41 U | Bard at rest 
UUUBFBET U | Bard at attacked by bandit 





—« TalkingActivator 
Fl. Audio 

| -~ Acoustic Space 
7 Music Track 





avelling on the road 
? WEDLOS New : way to the Weddin 
? WEDLOA Edit fter the Wedding 


-~ Music Type ? WEDLOS Duplicate sent by Louis Letrust 
- Reverb Paramete ? WEDLOB | -etrush ve Thug 
. Sound Category ? WEDLO? Delete Ings of 4 madman 
os Sound Descrpto ? WEDLOG Create New Object Window uUnken dare 
2 Sound Marker ? WEDL1 O an vs Lumberjacks 
~~ Sound Output Me ? WEDL12 Use Info by a vampire 
= Character ? WEDL1 4 UUUBL hf Looking to jor Imperials 
~ Association Type | 9 WEDL14 OOOBD75e Looking to join Stormeloak 


> Clas ? WEDLVigil0fStenda... OOOB32F 
. aie — ? WEDLYigil0fStenda... 00083296 
on aesion ? WEDLVigilOfStenda.. O00B32D6 


[- HeadPart bd 
. Movement Type ? WEDLVigil0fStenda.. O00B32F2 


Widiants fighting Atronach 
Vidilants fighting Vampire 
Vidiants fighting Skeletons 


oO oO oO Of 
9 PP Bo bo te 


Vidilants Patrol 


Figure 635 - Duplicating WEDLO2. 
This will create a duplicate quest that will be named WEDLDUPLICATE003. 
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Highlight WEDLDUPLICATE003, press ‘F2’ and rename it. 


GB) Object Window 4 


























Filter [wed Users | Name 

— OUOBS1 41 U ce Bard at rest 
a TalkingActivator UUUBFEET U 4 Bard at ae b 

Ep Auda OO06 31 3F U 3 Bard travelling on t 

| icaPoueie Gnace ? WEDLOG OOORS143 =o 14. On the way to the' 
.. Music Track ? WEDLOA oooRgIDs =o 12 Last after the Wed 
. Music Type ? WEDLOS OOOBSIAE =o 6 Thug sent by Louis 
- Reverb Paramete ? WEDLOG OUOB S101 U 10 Louis Letrush vs TI 
Sound Category ? WEDLOF OOORSIES =o 10 Ramblings of a rman 
7 Sound Descrpto ? WEDLOG OOUBBD... U oe The drunken dare 
~~ Sound Marker ? WEDLIO OOORD750 48s 1 Spriggan vs Lumbe 

+» Sound Output Mi ? WEDLI2 OOOBD 753 0 14 Bitten by 4 vampire 

El) Character ? WEDL13 OOORD?5F 86s Looking to join Imp 
~ Association Type |? WEDL14 OOOBD 75 r 3° Looking to join Sto 
_ " escultald ae Bard travelling on t 
- Equip Slot ? WEDLigil0 fStendand OOOR328F = so 2 Vigilants fighting At 
‘a jade ? WEDLvigilOfStendanlz OO0R329E 0 2 Vigilants fighting 4: 
. Mavement Type ? WEDLYigilOfStendarl3 QUUB 206 U Ma Widilants fighting St 
? WEDLYigilOfStendar4 UUUB 32F2 U fc Vigilants Patrol 


FI- Package 
- Quest 


Figure 636 - Random encounter renamed. 


For this example, I just reverted the name back to WEDLO2 and added the “WT” prefix. 
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Double-click on the new random encounter or right-click on it and select Edit. 


8) Object Window 


Filter weed Editor ID Users 








oooRs141 oO 3 
F- TalkingActiyator ee : 
=). Audio OOOR813F =o 3 
lL Acoustic Space |_| |MEYEDLO OO0Bsi43 oo 14 
Mage Track ? WEDLOA OOORS1De =o 12 
. Music Type ? WEDLOS OOOBSIAE =o 5 
.. Reverb Paramete | ? ‘WEDLOB oooRgIc1 =o 10 
Sound Category |? WEDLO? OOOBSIER =o 10 
7 Sound Descrpto ? WEDLOG OOUBBD... U oe 
~~ Sound Marker ? WEDLIO OOOBD750 =o 1 
+» Sound Output Mi ? WEDLI2 OOORD753 =o 14 
El) Character ? WEDL13 ODOBD757 =O 3 
~ Association Type | WeEDL14 OOOBD758 =o 3 


a aim a 2 WEDLYigiOfSte New 

a fee ? WEDLYigiO Ste! Egat 

+ am | hee Tet Oe 
canal 2 WEDLVigilDFSte | 

-- Movement Type 7 Duplicate 
3 ? WEDLYVigilOFSte 

HI Package Delete 


- Create New Object Window 
-~ Relationship 
-~ SM Event Node 
YoiceType 
}- Items 
ff Ammo 
F- Armor 


Use Info 


Figure 637 - Editing WIWEDLO2. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 



















Harme 


Bard at rest 

Bard at attacked b 
Bard travelling ont 
On the way to the" 
Lost ather the Wed 
Thug sent by Louis 
Louis Letrush vs TI 
Ramblings of a rian 
The drunken dare 
Spriggan vs Lurnibe 
Bitten by a warmpire 
Looking to join Irnp 
Looking to join Sto 





ard travelling on t 


"gilants fighting At 
‘gilants fighting Ye 
‘giants fighting Sk 
‘igilants Patrol 


513 


Creating new random encounters 


Under the Quest Aliases tab, we’ll see the Bard alias. This defines the NPC the encounter will be 
spawning in. Let’s edit that first. 





Quest: WTWEDLO2 

















_ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Scope Event: Script Event 
Aliases 
dliasName || Optio..| Type | Fill Type | Allow | Papyrus | Packages _ Inventory Factions Spells 
TRIGGER N Ref Event: Script Event Data: Ref 1 -NONE- 
myHoldLoca... N Loc Event Script Event Data: Location Reuse N/A N/é N/A N/A N/A 
myHoldCont... T Loc Forced: NONE o Reuse N/A N/A NZA N/A N/A 
myHold|mpe... Y Loc Forced: NONE Oo Reuse N/A N/A NZA N/A N/A 
myHoldS ons Y Loc Forced: NONE o Reuse N/A N/A N/d& N/A N/A 
MarkerlnCur... N Ref Conditions -NONE- 
InnCenterM.... N Ref Conditions -NONE- 
TravelMarkerl N Ref Near. TRIGGER Type: Linked Child -NONE- 
TravelMarker2 N Ref Near: TRIGGER Type: Linked Child -NONE- 
Settlement N Ref Conditions -NONE- 
Bard N Ref Created 'T alsgarT he Wanderer’ at TravelMarker] Disabled wealiasscript.... WEDLO2S... -NONE- 
< > 
<<} >I 


Figure 638 - WI WEDLO2 Ouest aliases. 


Double-click on the Bard alias or right-click on it and select Edit. 
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In this example, we'll be spawning in a hunter instead, so change the drop-down menu next to 
‘Create Reference to Object’ to ‘LvlHunter’ and change the Alias Name to ‘Hunter’, 











Reference Alias x 
Alias Name | Hunter| Display Name | NONE ~| [” Reserves Reference [ Optional [ Essential IV Protected [ Quest Object 
Force Into Alias NORE Additional Valid Voice ae [ Allow Reuse in Quest [ AllowDead [|v Allow Disabled [ Allow Reserved [ Allow Destroyed 

Pat vr 
When Filled Types For Export [~ Uses Stored Text [~ Stores Text [ Initially Disabled [” Clears Name When Removed 
Fill Type | ,-Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 
Script Name Add 
( Unique Actor NONE = script Name _ 


#. wealiasscript 


( Location Alias Reference NONE | Ref Type | NONE i $\ weCrimeFactionAliasScript Remove | 
( External Alias Reference NONE ¥ Alias | NONE ~| roperties | 
( Create Reference to Object iran = Level [Hard +| Create be eats |TravelMarker1 x | 


( Find Matching Reference [ In Lo 








[ From Event [ie INE ~| Event Data [nc INE z 
I~ Near Alias NONE ~| Near Type |Linked Ref Child 


Match Conditions 





Function Name Function Info 





Yalue 


<<| >>| New 








| « > 
Alias Data 
Alias Factions Alias Spells Alias Keywords Alias Package Data 
Editor ID Editor ID Editor ID | Editor ID 
WEDLO2SettlementTravel Or 
DefaultSandboxCurrentLocation1024 tics 


Alias Inventory ; <s| >>| 


Object Count Health % 


| 0 100,00 Spectator Override Package List 


> Owner | NONE Ei 





pCount | Object TH [| 


444GrantIntLightHurtBright » 





NPC Faction Observe Dead Body Override Package 
| NONE Y | NONE Y | | NONE x | 
Global Yariable Required Rank Guard Warn Override Package List 


NONE ad ’ | NONE v | 





Combat Override Package List 


Preview Calculated Result | Preview Level 1 NONE | 











coc _| 





Figure 639 - Spawning in a hunter instead. 


If you wanted to spawn in a unique NPC instead, such as Aela the Huntress, you would change 
the Fill Type to ‘Unique Actor’ and select ‘AelaTheHuntress’ from the drop-down menu. 


When referencing a unique NPC, try using their unique ID where possible rather than a specific 
reference. If I set the Fill Type to Specific Reference instead and selected Aecla’s reference in the 
render window, this may create an unnecessary cell edit. 
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Near the bottom right you'll see the Alias Package Data list. This is a list of packages assigned to 
the NPC when the random encounter is running. These packages will override any packages 
already assigned to an NPC in their actor properties. 


This alias is assigned two packages; WEDLO2SettlementTravel and 
DefaultSandboxCurrentLocation1024. 


So basically, when the NPC spawns in, they'll travel to the nearest inn. When they arrive, the 
travel package will end, and the sandbox package takes over to make them wander around that 
location. 


Double-click on WEDLO2SettlementTravel to open its propetties. 








Package x 
ID |WTWEDLO2SettlementT ravel Package Type Package v 
Owner quest |WTWEDLO2 ¥ Combat Style DEFAULT ¥ | Interrupt Override <NONE> ¥ 

Package | Flags | Conditions | Schedule Begin/End/Change Idles 
Package Template [Travel ~ | Edt 
Public Package Data «| >| Papel eee 
t t 
[Nene [Type [Vee [Pubic | Sorted Packane Dat 

Place to Travel Location Alias: InnCenterMarker, radius O = Name 

Ride Horse if po... Bool True T 

Prefer Preferred... Bool True if Type Bool | 

< > 


Procedure Tree 





GE) Sequence 
i Procedure: Travel 


Item Conditions 








Cancel | 





Figure 640 - Changing the package ID and Owner Quest. 


In the screenshot above, I added the ‘WT’ prefix to the package ID and changed the Owner 
Quest to point to WI'WEDLO2 instead of WEDLO2. 


Click OK. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 516 


Creating new random encounters 


If prompted to create a new form, click Yes. We don’t want to change the existing 
WEDLO2SettlementTravel package, we want to create a new one for our new random 


encounter. 


Create New Object? 


| Old ID: WWEDLO2S ettlementTravel Mews ID: 
P WTWEDLO2 Settle mentTravel 
You have changed the Form’s Editar ID, 


Create a new Form: 


Figure 641 - Create a new form. 





Highlight WEDLO2SettlementTravel in the Alias Package Data list and press Delete, or right- 


click on it and select Delete. 





Reference Alias 


Alias Name | Hunter Display Name | NONE y| [” Reserves Reference [ Optional 
Additional ¥alid Yoice [NONE =——~=<C—t~=‘S~CSYS 
NONE = Types For Export NONE = 


Force Into Alias 
When Filled 


Fill Type 


[ Uses Stored Text 





© Specific Reference 





© Unique Actor 


[None 
poe 
(@ Create Reference to Object tanta a Level |Hard 


( Find Matching Reference [~ In Loade 


Hi From Event NC INE 


© Location Alias Reference 


Ref Type | NONE v | 
Alias | NONE | 
¥ create © Ee (TravelMarker1 v| 


Event Data | NONE 2 


© External Alias Reference 





[ Near Alias 
Match Conditions 


| NONE Y 7 


Near Type jLinked Ref Child 














Target | Function Name — | Function Info | Yalue 





<<| >>| New 
| 


Alias Data 
Alias Factions 





Alias Spells Alias Keywords 


Editor ID 


Editor ID 


Editor ID 





[ Essential 
[ Allow Reuse in Quest [ AllowDead [¥ Allow Disabled [ Allow Reserved [ Allow Destroyed 
[ Stores Text [” Initially Disabled [ Clears Name When Removed 








~ Alias Inventory 








Object 


Count Health % 





pcount | Object Df [| 


444GrantIntLightHurtBright » 


Owner 
NPC Faction 


NONE | NONE “| 


Global Yariable Required Rank 
NONE , | ¥ | 


Preview Calculated Result | Preview Level | 1 

















Cancel | 


Figure 642 
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IV Protected I Quest Object 


Scripts 
Papyrus Scripts 





Script Name 





gs wealiasscript 
 WECrimeFactionAliasScript 











“Editor ID 
DeFaultSe New 
Add 
Copy Stack 


Paste Stack 


cx | >> | 
Spectator Override Package List 
NONE v| 


Observe Dead Body Override Package 
NONE x | 


Guard Warn Override Package List 


NONE = | 


Combat Override Package List 


NONE = | 








- Deleting the existing WEDLO2Settlementlravel package. 
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Creating new random encounters 


Right-click in Alias Package Data and select Add. 


Reference Alias x 


Alias Name | Hunter Display Name | NONE x] [” Reserves Reference [ Optional [ Essential IV Protected I Quest Object 
Force Into Alias [none SOS*~S~S~S~S SYS Additional Valid Yoice [none SOS*S~S~SY [ Allow Reuse in Quest [~ AllowDead [¥ Allow Disabled [” Allow Reserved [” Allow Destroyed 
When Filled NONE Z Types For Export NONE hed 


[” Uses Stored Text [ Stores Text [~ Initially Disabled [ Clears Name When Removed 
—Fill Type Scripts 
( Specific Reference Select Forced Reference Papyrus Scripts 


: Script Name 
© Unique Actor NONE ~] . ; 

> wealiasscript ae 
© Location Alias Reference NONE ~| Ref Type NONE ~| @& WECrimeFactionAliasScript EMOVE 
C External Alias Reference NONE ~| Alias NONE ~] Properties 
(* Create Reference to Object |LviHunter ~| Level [Hard x| Create 5 a |TravelMarker1 7 


( Find Matching Reference [~ In Loaded 4rea [ Closest 


[_ From Event NONE ~] Event Data NONE ~] 
a Near 4lias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 








Add 























Target Function Name Function Info 





<s| >>| New 






























































< > 
— Alias Data 
4lias Factions Alias Spells Alias Keywords ~filias Package Data 
Editor ID Editor ID Editor ID Editor ID 
DefaultSandboxCurrentLocation1024 isa 
ee 
New 
Delete 
Copy Stack 
~ Alias Inventory Py 
Object Count Health % Paste Stack 
Object ID fo... WH. 1¥.. | [AAAGrantintLightHurtBright = | Qo 100,00 Spoceucor wyroriue F aenuye cst 
Owner NONE | 
NPC Faction Observe Dead Body Override Package 
NONE ¥ | NONE ¥ NONE a | 
Global Variable Required Rank Guard Warn Override Package List 
NONE ~| ~] NONE x! 
Combat Override Package List 
Preview Calculated Result | Preview Level 1 NONE | 





























coct_| 


Figure 643 - Adding a new package. 
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Search for the package you just created, highlight it and click OK. 


8 Select Form x 


Filter JwtwedIO2 


Form 0 
WTWEDLO2S ettlementT ravel PACK. O3C: 





Figure 644 - Selecting the package we just created. 


Itll appear at the bottom of the Alias Package Data list. We'll need to move it above 
DefaultSandboxCurrentLocation1024 so it goes first. 
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Highlight the new package and click on ‘<<’ to move it above 
DefaultSandboxCurrentLocation1024. 








Reference Alias x 
Alias Name [Hunter Display Name [NONE =——(i‘CéCY [ ReservesReference [ Optional § [ Essential IW Protected T~ Quest Object 
erred alee [none Additional Valid Voice [none] [~ Allow Reuse in Quest [~ AllowDead [¥ Allow Disabled [” Allow Reserved [” Allow Destroyed 

When Filled } NONE ~ Types For Export | NONE —| TF Uses Stored Text [~ Stores Text [~ Initially Disabled [” Clears Name When Removed 
— Fill Type Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 








Script Name Add 





© Unique Actor NONE ~| . . 

> wealiasscript ae 
© Location Alias Reference NONE ~ | Ref Type NONE = $s WECtimeFactiondliasScript emove 
( External dlias Reference NONE ~| Alias NONE ~| Properties 


(@ Create Reference to Object [LviHunter x! Level |Hard x| Create = As |TravelMarkert x| 


( Find Matching Reference [~ In Loaded Grea [ Closest 


[7 From Event NONE v Event Data | NONE ¥. 
[~ Near Alias NONE ~| Near Type [linked Ref Child ~| 


Match Conditions 

















Function Name Function Info 





<s| >>| New 
































< > 
Alias Data 
Alias Factions Alias Spells dlias Keywords — Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 








WTWEDLO2SettlementTravel cad 
DefaultSandboxCurrentLocation1024 Cia. 





~ Alias Inventory <s| >>| 








Object Count Health % 
Object ID [O... TH... Ye. AAAGrantIntLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner NONE xl 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~| NONE ~| 
Global Variable Required Rank Guard Warn Override Package List 
| NONE ~] | ~] | NONE x] 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 | NONE >| 


























cous _| 








Figure 645 - Moving our package up in Alias Package Data. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 520 


Creating new random encounters 


Lastly, let’s just change the Level drop-down menu to None, untick Allow Disabled and untick 


Protected. 





Reference Alias 


Alias Name | Hunter Display Name | NONE ~| [” Reserves Reference [ Optional 
NONE | Additional valid Voice NONE = 


Types For Export 


Force Into Alias 


When Filled [ Uses Stored Text 


[ Essential 


x 


I Protected [ Quest Object 


[ Allow Reuse in Quest [~ AllowDead [" Allow Disabled [” Allow Reserved [ Allow Destroyed 
[ Stores Text [” Initially Disabled [ Clears Name When Removed 





Fill Type 
C Specific Reference 


Select Forced Reference 





© Unique Actor 


NONE v | 


© Location Alias Reference 


Scripts 
Papyrus Scripts 





Script Name Add 





$s wealiasscript 


Remove 


NONE ~| Ref Type NONE ~] 
NONE ~| Alias NONE +] 
(* Create Reference to Object |LviHunter | Level None | ~| Create = As |TravelMarkert v| 


( Find Matching Reference [~ In Loaded Srea [~ Closest 


$s WECrimeFactiondliasScript 





Properties 


© External Alias Reference 








T From Event NONE ~| Event Data NONE ~| 
[_ Near Alias NONE ~| Near Type [linked Ref Child ~] 
—Match Conditions 





Function Name Function Info 




































































New 
< > 
~ Alias Data 
Alias Factions Alias Spells dlias Keywords — Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 
WTWEDLO2SettlementTravel Or 
DefaultSandboxCurrentLocation1024 is 
~ Alias Inventory <s| >>| 
Object Count Health % 
Object ID fO.. Hee UV. | AAAGrantIntLightHurtBright ¥ | 0 100.00 Spectator Override Package List 
Owner NONE <I 
NPC Faction Observe Dead Body Override Package 
NONE ~] NONE ~] NONE ~| 
Global Variable Required Rank Guard Warn Override Package List 
NONE | | NONE v 
Combat Override Package List 
Preview Calculated Result | Preview Level 1 | NONE | 























Cancel | 





Figure 646 - Removed level scaling on the hunter. 


Click OK to close out of the Reference Alias properties for the Hunter alias. 
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Creating new random encounters 


Double-click on the Settlement alias or right-click on it and select Edit. 




















Quest: WTWEDLO2 _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Scope Event: Script Event 
Aliases 
Alias Name ie Fill Type | Allow Papyrus Packages | Inventory Factions 
TRIGGER N Ref Event: Script Event Data: Ref 1 -NONE- 
myHoldLocation N Loc Event: Script Event Data: Location Reuse N/A N/A NZA N/A 
myHoldContested Y Loc Forced: NONE 0 Reuse N/A, N/é N/A, NAA 
myHoldimperial Y Loc Forced: NONE Oo Reuse NZA N/A NZA NZA 
myHoldS ons t Loc Forced: NONE Qo Reuse NZA NZA NZA NAA 
MarkerlnCurrentHold N Ref Conditions -NONE- 
InnCenterM arker N Ref Conditions -NONE- 
TravelMarkerl N Ref Near TRIGGER Type: Linked Child -NONE- 
TravelMarker2 N Ref Near: TRIGGER Type: Linked Child -NONE- 
Conditions ef HONE 

Hunter New Reference Alias Created 'LvlHunter' at TravelMarkerl wealiasscript,... WTWEDL... -NONE- 

New Location Alias 

Duplicate 

Delete 

Find Use In Conditions 
< 

<<} >| 


Figure 647 - Opening the properties for the Settlement alias. 
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So based on the conditions listed under Match Conditions, the location chosen must have a 
LocationCenterMarker and the CWCampImperial keyword. 





Reference Alias x 


Alias Name | Settlement Display Name | NONE y| [ Reserves Reference [ Optional [ Essential [” Protected [ Quest Object 
Force Into Alias [none ~OC~*~*~S~S*YdS Additional Valid Yoice [none ~SCS~*~S~S~S*Y I Allow Reuse in Quest [ AllowDead [ Allow Disabled [” AllowReserved [” Allow Destroyed 
When Filled | NONE = Types For Export NONE as 


[ Uses Stored Text [ Stores Text [~ Initially Disabled [ Clears Name When Removed 
Fill Type Scripts - 
Papyrus Scripts 











( Specific Reference 


Script Name 
© Unique Actor NONE ~| . 
( Location Alias Reference NONE ~| Ref Type | NONE ¥ | 
( External Alias Reference NONE +] Alias | NONE ~| 
: & At : 
C Create Reference to Object ~] Level [Easy ~| Create C1 NONE v 
in 


(* Find Matching Reference [ InLoaded Areal Closest 


[ From Event NONE ~ Event Data | NONE - | 
[ Near Alias NONE ¥ Near Type [Linked Ref Child 4 | 


~ Match Conditions 














Function Name __| Function Info 


S HasRefType Location Ref Type: ‘LocationCenterMarker' == 1.00 AND 
5 LocationHaskeyword Keyword: 'CWCampImperial' == 1,00 4ND 























<s| >>| New 
« > 














Alias Data 
Alias Factions Alias Spells Alias Keywords Alias Package Data 


| Editor ID || Editor ID 





Editor ID | Editor ID 








Alias Inventory - << | >> | 


Object Count Health % 


AAAGrantintLightHurtBright +] [0 [100.00 Spectator Override Package List 


NONE = | 











count | Object Df TH. [| 





Owner 
NPC Faction Observe Dead Body Override Package 
| NONE nd | NONE uf NONE 7) 
Global Yariable Required Rank Guard Warn Override Package List 
| NONE ~| ~| NONE ~| 











Combat Override Package List 


Preview Calculated Result | Preview Level | 1 | NONE | 


























cons 








Figure 648 - Match Conditions for potential locations. 
Let’s change that keyword so our hunter actually goes to a settlement. 
Double-click on the LocationHasKeyword condition. 


Condition Iter 4 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value 


LocationHaskeyword Keviviord: CW CampImperial | |== +| 1.0000 oR [7 
Swap Subject Use Global [| Cancel | 
nae eo ~ and Target 





Figure 649 - Condition properties for the location keyword. 
Click on the button with the CWCampImperial keyword. 
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Change CWCampImperial to LocTypeHabitationHasInn, then click OK. 


Select Function Parameters 


Parameter 1 


Keyword Keyword: 'LocTypeHabitationHasInn 


LocTypeHabitationHasInn 


Cancel 





Figure 650 - Changing the keyword to Locl ypeHabitationHasInn. 
Our Condition Item properties should now look like this. 


Condition Iter = 


Condition Function Parameters (Use dliasesi [ {Use Pack data)! Comparison Value OK | 


|LocationHaskeyword | Keyword: ‘LocTypeHabitationHasiInn |== +| 1,0000 or [7 
ee Swap Subject Use Global | Cancel | 
Run on [Subject ~| Select | [| orange 





Figure 651 - Updated Condition Item with new keyword. 
Click OK. 
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Our Reference Alias for the Settlement alias should now look like this: 


Reference Alias x 


Alias Name | Settlement Display Name NONE x| [” Reserves Reference [ Optional [” Essential l Protected I Quest Object 
Force Into Alias [none SCY Additional Valid Yoice [none ~SOSCS*Y [~ Allow Reuse in Quest [~ AllowDead [” Allow Disabled [ Allow Reserved [” Allow Destroyed 
When Filled | NONE = Types For Export NONE = 


[” Uses Stored Text [ Stores Text [~ Initially Disabled [” Clears Name When Removed 


Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 


Unique Actor [None ——“‘“C‘<C;O;‘S;O;O!CSS* Script Name Add 

C Location Alias Reference [None = t—“‘<‘“‘“‘;;‘ CS Ref Type [none =——(<‘(Csrt*;*;*;*;*;*éC SY Remove 
C External dlias Reference [None = tsts~—“‘“‘i;OC CS Alias [none =——(<;ti‘CSéOé;*;*;*;*C YS Properties 
( Create Reference to Object [J Level easy =>] Create . is [one =——(<‘(Ci‘ Cw; Ci 


n 
(* Find Matching Reference [- In Loaded Area Closest 


[ From Event NONE ~| Event Data NONE ~| 
[ Near Alias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 


— Fill Type 































Function Name Function Info 


HasRefType Location Ref Type: ‘LocationCenterMarker' 
5 LocationHaskeyword Keyword: 'LocTypeHabitationHasInn' = 1.00 AND 





<s| >>| New 
































< > 
Alias Data 
Alias Factions Alias Spells Alias Keywords — Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 








~ Alias Inventory <s| >>| 








Object Count Health % 
Object ID 'O... JH. [Ye | AAAGrantintLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner | NONE xl 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~] NONE y| 
Global Variable Required Rank Guard Warn Override Package List 
NONE ¥ | ¥ | NONE . 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 NONE >| 


























cout _| 





Figure 652 - Updated keyword condition in Reference Alias. 
Click OK to close out of the Reference Alias properties. 
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Next, we need to update the scripting for the random encounter. 


Go to the Quest Stages tab and click on stage 255. 





Quest: WTWEDLO2 — x 


Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





Index 
0 [ StartUp Stage [4 ShutDown Stage [ Keep Instance Data From Here On 


255 





Log Entry Conditions 
EMPTY 


Log Entry Papyrus Fragment | Advanced 
kmyQuest |WEScript ba 





} debug. trace(self + "stage 255, calling ReArmTrigger(} on trigger" + Alias_Trigger.GetReference(}) 
(Alias_Trigger.GetReference() as WETriggerScript).ReArmTrigger() 


alias_Hunter,GetReference()}, Delete WhenAblet) 





Compile | Properties | Edit 
. Complete Quest Next quest 


. Fail Quest 
Conditions 





Target | Function Name Function Info 


<<] | >> New 
<| >| 





Figure 653 - Stage 255 of our random encounter. 


To explain what’s going on here, the scripting on stage 0 is run when our random encounter 
starts up. Seeing as though we’re spawning in an NPC at TravelMarker1, we don’t need to do 
anything here. 


The scripting on stage 255 is run when our random encounter ends. We need to ensure any 
NPCs or objects generated by our random encounters are cleaned up to prevent save game 
bloat. 


Change the line that reads: 

alias Bard.GetReference() .DeleteWhenAble () 
To: 

alias Hunter.GetRereréence().DelevewhenAble() 
Then click on the Compile button. 


If you, for example, created an adversary for our Hunter to fight, like a bandit, you would also 
need to delete the bandit reference as well. 
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When dealing with unique NPCs, obviously we shouldn’t be deleting them on stage 255. 
For stage 0, we can move them into place with the following code: 


it Alves Aela.,Getkherersnce() t= Alves Follower.Gelrketerence,) £6 
Alias AGla.GeLACLOLRe! ().1SDead() == false &6 
Alias Acla.GecActorRer ().isDisabled() == false 


Alias Acla GetkRelerence().Movelo(Alaas -TravelMarkerl.Getkererence()) 
endif 


So basically we’re checking whether our unique NPC, Aela in this example, is our current 
follower, is dead, or is currently disabled. If all three conditions are False, then we’ll move her to 
TravelMarker1. Otherwise, do nothing. 


To check whether a unique NPC is our current follower, you would need to create a new 
Reference Alias named Follower and link it to the Follower alias in the DialogueFollower quest 


like so: 








Reference Alias x 
Alias Name | Fete Display Name | NONE ¥| [” Reserves Reference [¥ Optional [ Essential [ Protected [ Quest Object 
Force Into Alias NOME Additional Valid Voice ae [ Allow Reuse in Quest [ AllowDead [ Allow Disabled [ Allow Reserved [ Allow Destroyed 

y ae vr 
When Filed Types For Export [ Uses Stored Text [~ Stores Text [~ Initially Disabled [ Clears Name When Removed 
Fill Type | Scripts 
( Specific Reference Select Forced Reference _ Papyrus Scripts 
; Script Name Add 
( Unique Actor NONE = 






( Location Alias Reference NONE . Ref Type | NONE ’ | 





(* External Alias Reference [DialoqueFollower ¥| Alias [Follower y| 
( Create Reference to Object “| Level |Easy r] Create co 7,,| TNONE y 
( Find Matching Reference [~ In Loaded Srea [~ 





ml Ever NONE oa Event Data 





. Near 4 NONE 4 Near Type jLinked Ref Child 
Match Conditions 





Target | Function Name Function Info 


<<| >>| New 
< > 

















Alias Data 
Alias Factions Alias Spells Alias Keywords Alias Package Data 
Editor ID _ | Editor ID Editor ID 
Alias Inventory << | >> | 
Object Count Health % 
Object ID fo... TH. | ¥..._| AAAGrantIntLightHurtBright 0 100,00 Spectator Override Package List 
2 a a : | NONE ¥| 
NPC Faction Observe Dead Body Override Package 
| NONE - NONE . | | NONE v| 
Global Variable Required Rank Guard Warn Override Package List 
7 if NONE x | 
——— — Combat Override Package List 
Preview Calculated Result | Preview Level | 1 NONE >| 


cancel _| 





Figure 654 - Pulling alias data from another quest. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 527 





Creating new random encounters 


For stage 255 we can return a unique NPC to their original location with the following code: 


if Alias Aela.GetReference() != Alias Follower.GetReference() && 
Alias: Aela,GetActorkel ().isbDead() == LTalse 6&¢ 
Alias ASla.CecACLOrRer ()<IsSDisabledt) == false 


Alias Aela.GetReference() .MoveToMyEditorLocation () 


endif 


Again, we’re checking whether our unique NPC is currently our follower, is dead, or is currently 
disabled. If those conditions are all False, then we'll move the NPC back to their original 
location. 


So let’s get back to our Hunter random encounter. 


Go to the Quest Data tab and change the Quest Name to provide a short description of what 
the random encounter is about. In my example, I set this to “Hunter traveling to the nearest inn’. 








Quest: WTWEDLO2 — x 
Quest Data Guest Stages} Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc Scripts | 
ID |WTWEDLO2 Type None 7 | 
Quest Name [Hunter traveling to nearest inr] Object Window |\ildermess Encounters’ 
Filter Recompile All Papyrus Scripts 


Priority [50 
Export Scene Dialogue | 
Event |Script Event x | 


Export Quest Dialogue | [ Exelude from dialogue export 
a . Run Once [ Warn on alias fill failure 


Calculate voice assets | 
Lines of dialog: 0 


[ Allow repeated stages 


Quest Dialogue Conditions Text Display Globals 





Target | Function Name Function Info 


Editor ID 


«| >| New 











Figure 655 - Changing the description of the random encounter. 
Click OK to close out of the Quest properties for our random encounter. 


Now we need to add our random encounter to the Story Manager. 
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In the Object Window, go to Character > SM Event Node and double-click on Script Event or 
right-click on it and select Edit. 


Expand the WildernessQuestNode you created in the previous section. 


Right-click on WildernessQuestNode and select Add Quests. 





SM Event Node 


x 
Event Type [Script Event Expand all | Collapse ll | | Find Next | Find Al | 
Seems Random Quest Node: WTWildernessg = 
es © Quest: WTRandomEnc0? * Add Quests 
ae Quest: WTRandomEnc08 * Copy Node 
he © Quest: WTRandomEncO9 * 
© Quest: WTRandomEncio * CutNode 
-9 Quest: WTRandomEnc11 * Delete Node 
© Quest: WTRandomEnc12 * 
-~ © Quest: WTRandomEnc16 * Use Info 
© Quest: WTRandomEnc17 * 
© Quest: WTRandomEnc18 * 
© Quest: WTRandomEnc19 * 
es © Quest: WTRandomEnc20 * 
so © Quest: WTRandomEnc21 * 
© Quest: WTRandomEnc22 * 
© Quest: WTRandomEnc23 * 
-° Quest: WTRandomEnc24 * 
oe © Quest: WTRandomEnc25 * 
= © Quest: WTRandomEnc26 * 
© Quest: WTRandomEnc27 * 
© Quest: WTRandomEnc36 * 
me O Quest: WE1S 
Lo Quest: WE18 
© Quest: WEDLVigilOfStendarr03 
© Quest: WEDLYigilOfStendarrOd2 
© Quest: WEDLYigilOfStendarrO1 
me O Quest; WEISZ0 
oo 8 Quest: WEIS25 
© Quest: WERoad06 
° Quest: WERoad0? 
e~ © Quest: WERoad09 
8 Quest: WE31 
® Quest: WERIOS v 











Node Properties 





| Node Conditions 





Target Function Name Function Info 


ID | WTWildernessQuestNode 5 GetEventData GetIsID, Keyword, Keyword: '... == 1.00 AND 
[~~ Num quests to run 1 
[ Max concurrent quests 0 





( Random  ¢ Stacked 


I¥ Do all before repeating 


[ Shares Event <<| >>| New 


[ Warn if no child quest started 




















Figure 656 - Adding a new random encounter to WildernessQuestNode. 
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In my example I named the random encounter WI'WEDLO2 so that’s what Pl be adding. 


© Select Form * 


Filter JwtwedIO2 





Figure 657 - Filtering by the quest ID of the random encounter we just made. 
Click OK to add the random encounter to the Story Manager. 
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Confirm that the random encounter has been successfully added to the Story Manager. 







































SM Event Node x 
ent v | Expand all | Collapse All | | Find Next | Find All | 
: WTRandomEnc16 * A 


: WTRandomEnc17 * 

: WTRandomEnc18 * 

: WTRandomEnc19 * 

: WTRandomEnc20 * 

: WTRandomEnc21 * 

: WTRandomEnc22 * 

: WTRandomEnc23 * 

: WTRandomEnc24 * 

: WTRandomEnc25 * 

: WTRandomEnc26 * 

: WTRandomEnc2? * 

: WTRandomEnc36 * 

: WE1S 

: WE18 

: WEDLYigilOfStendarr03 
: WEDLYigilOfStendarr02 
: WEDLVigilOfStendarr01 
: WEIS20 

: WEIS25 

: WERoad06 

: WERoadO7 

: WERoadO9 

: WES1 

: WERIOS 

: WE14 

: WEIS16 

: WEIS23 

: WTRandomEnc40 * 

: WTRandomEnc41 * 





&}-€) Random Quest Node: WTDragonQuests * v 





Node Properties 





Node Conditions - 

















Function Name Function Info Comp Value 
5 GetGlobal¥alue Global: 'WETalsgarIsDead' [= 1,00 AND 





ID [ wrweDLoz 
[ Num quests to run 1 


Hours until reset 0.0000 





<<| >>| New 




















Figure 658 - Our new random encounter added to the Story Manager. 
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Highlight the GetGlobalValue condition checking the current value of ‘WETalsgarIsDead’. 





SM Event Node 








-~ © Quest; WTRandomEnc16 * 
so © Quest: WTRandomEnc1? * 
© Quest: WTRandomEnc18 * 
© Quest: WTRandomEnc19 * 
© Quest: WTRandomEnc20 * 
- © Quest: WTRandomEnc21 * 
so © Quest: WTRandomEnc22 * 
-© Quest: WTRandomEnc23 * 
© Quest: WTRandomEnc24 * 
«© Quest; WTRandomEnc25 * 
© Quest: WTRandomEnc26 * 
© Quest: WTRandomEnc27 * 
© Quest: WTRandomEnc36 * 
© Quest: WE15 
e~ © Quest: WEL 
oo © Quest: WEDLYigilOfStendarrO3 
© Quest: WEDLYigilOfStendarr02 
-° Quest: WEDLVigilOfStendarrO1 
vO Quest: WEIS20 
a O Quest; WEIS25 
© Quest: WERoad06 
© Quest: WERoad07 
© Quest: WERoadO9 
ee 8 Quest: WES1 
fae O Quest: WERIOS 
© Quest: WE14 
° Quest: WEIS16 
o~ © Quest: WEIS23 
so @ Quest: WTRandomEnc40 * 
o~ © Quest: WTRandomEnc41 * 
es © Quest: WTWEDLOZ * 
ao Random Quest Node: WTDragonQuests * 


x 
Event Type /Script Event Expand all | Collapse All | | Find Next | Find All | 





Node Properties 





| Node Conditions 








Target | Function Name _ Function Info Comp Yalue | 


S| GetGlobalvalue —— rr 








ID Vy Ty E D L 0 ? 


[ Num quests to run 1 





Duplicate 
eee ree Dele 
Copy Condition 


Copy All Conditions 


Paste Conditions 
<<| >>| New 

















Figure 659 - Removing an existing condition. 


Press Delete or right-click on it and select Delete to remove the condition. 





Lastly, say for example we only want our random encounter to occur during the day. Well, we 


can add our own conditions to the random encounter in the Story Manager. 
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Right-click on Node Conditions and select New. 





SM Event Node 


x 
Event Type /Script Event Expand all | Collapse All | | Find Next | Find All | 


-~ © Quest; WTRandomEnc16 * 
so © Quest: WTRandomEnc1? * 
© Quest: WTRandomEnc18 * 
© Quest: WTRandomEnc19 * 
© Quest: WTRandomEnc20 * 
© Quest: WTRandomEnc21 * 
so © Quest: WTRandomEnc22 * 
-© Quest: WTRandomEnc23 * 
© Quest: WTRandomEnc24 * 
«© Quest: WTRandomEnc25 * 
© Quest: WTRandomEnc26 * 
© Quest: WTRandomEnc27 * 
© Quest: WTRandomEnc36 * 
© Quest: WE1S 
ee © Quest: WEL 
© Quest: WEDLVigilOFStendarr03 
© Quest: WEDLVigilOfStendarr02 
-° Quest: WEDLYVigilOfStendarrO1 
vO Quest: WEIS20 
a O Quest; WEIS25 
© Quest: WERoad06 
© Quest: WERoad07 
° Quest: WERoadOg 
ee O Quest: WES1 
fae O Quest: WERIOS 
° Quest: WE14 
° Quest: WEIS16 
o~ © Quest: WEIS23 
© Quest: WTRandomEnc40 * 
-~ © Quest: WTRandomEnc41 * 
es ® Quest: WTWEDLO2 * 
4} Random Quest Node: WTDragonQuests * bd 











Node Properties 





| Node Conditions 





Target | Function Name _ Function Info Comp Yalue 








ID Vy VT vy E D L 0 ? 
ae an eee 
Duplicate 
Hours until reset 0.0000 

Delete 
Copy Condition 

Copy All Conditions 

<<| >>| Paste Conditions 























Figure 660 - Adding our own condition. 


Set the Condition Function to GetCurrentTime. Set the Comparison operator to ‘>’ and set the 
value to ‘7’. This means that it needs to be at least 7:00 AM for this random encounter to occur. 


Click OK to close the Condition Item properties. 


Condition Iter r 4 


Condition Function Parameters (Use dliasesi [ (Use Pack data! Comparison Value 


|GetCurrentTime | NONE |> +| 7| a 
; ae Swap Subject Use Global | Cancel 
Run on [Subject ~| Select | T snd Target __Gancel | 





Figure 661 - Setting the first time condition. 


Right-click and create another new condition. 
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For this one, set the Condition Function to GetCurrentTime, set the Comparison operator to *<’ 
and set the Value to ‘20’. This means the random encounter can’t occur later than 8:00 PM. 


Condition Iter r 4 


Condition Function Parameters (Use dliasesi [ (Use Pack data)! Comparison Value 


GetCurrent Time NOME | le +| 20,0000 ap 
| Cancel 
Runon [Subject | a | 


Figure 662 - Setting the second time condztion. 





Click OK to close out of the Condition Item Properties. 





SM Event Node 


x 
Event Type [Script Event Expand all | Collapse All | | Find Next | Find All | 








® Quest: WTRandomEnc16 * 
ew © Quest: WTRandomEnc1? * 
~~ Quest: WTRandomEnc16 * 
° Quest: WTRandomEnc19 * 
° Quest: WTRandomEnc20 * 
s- © Quest; WTRandomEnc21 * 
© Quest: WTRandomEnc22 * 
° Quest: WTRandomEnc23 * 
° Quest: WTRandomEnc24 * 
° Quest: WTRandomEnc25 * 
oe © Quest: WTRandomEnc26 * 
wo © Quest: WTRandomEnc27 * 
° Quest: WTRandomEnc36 * 
© Quest: WE15 
-° Quest: WE16 
ee © Quest: WEDLVigilOfStendarr03 
— Quest: WEDLYigilOfStendarrO02 
© Quest: WEDLVigilOfStendarr01 
© Quest: WEIS20 
ee © Quest: WEIS25 
© Quest: WERoad06 
° Quest: WERoadO? 
2 Quest: WERoad09 
-° Quest: WES1 
ee 8 Quest: WERIOS 
= © Quest: WE14 
© Quest: WEIS16 
° Quest: WEIS23 
° Quest: WTRandomEnc40 * 
oe © Quest: WTRandomEnc41 * 
es ® Quest: WTWEDLOZ * 
fC) Random Quest Node: WTDragonQuests * ws 


Node Properties 





~ Node Conditions - 
— Target — Function Name | Function Info Yalue 
ID | WTWEDLOZ 5 GetCurrentTime NONE < 20.00 AND 


[ Num quests to run | 1 3 GetCurrentTime NONE > 7.00 AND 


Hours until reset | 0.0000 


<<| >>| New 








Figure 663 - New Node Properties on our random encounter. 


We should now have two GetCurrentTime conditions on our WEDLO2 random encounter as 
per the screenshot above. 


For a full list of Condition Functions, see the article on the Creation Kit wiki. 


Click OK to close out of the Story Manager. 
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THE BASICS OF SETTING UP QUESTS 


This section will cover the basics of setting up quests in the Creation Kit. 


Before opening the Creation Kit, I would strongly recommend that you plan out your quest first. 
Start with a draft outline of your story and use that to help define the ‘beats’ of the quest and the 
dialogue between the player and the NPCs involved. 


A simple fetch quest, for example, is generally comprised of the following four stages: 
Stage 0 - The NPC is ready to give the player a quest. 
Stage 10 - The NPC has told the player what to do or what to find and what kind of reward they 


should expect to receive. 
Stage 20 - The player completes the task and needs to return to the quest-giver NPC. 


Stage 30 - The player tells the quest-giver NPC that the task is done and has received a reward. 





Quest: WTAthirFavor 


Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





Q [ StartUp Stage [| ShutDown Stage [ Keep Instance Data From Here On 





Conditions 


Log Entry Papyrus Fragment | Advanced 


kmyQuest NONE ~ | 


self SetObjectiveCompleted({20, true} 


| have given the sword Embersunder to Athir. 








Compile | Properties | Edit 
I¥ Complete Quest Next quest | NONE + 
r 


Conditions 





Target | Function Name Function Info 


<<] >> New 
<| >| 





Figure 664 - A simple fetch quest. 


You should also consider how your quest immerses the player in the game world, and what kind 
of reward the player will recetve for completing it. 


Teaching you how to write a questline is well beyond the scope of this tutorial, but I would 
highly recommend watching Josh Sawyer’s GDC talk on Choice Architecture, Player Expression, 
and Narrative Design in Fallout: New Vegas. 
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Drawing the player’s route on a screenshot of the world map can be a useful way to help plan 
out your quest. 


The first quest in Wyrmstooth can be diagrammed as follows: 


4 4\2 


L \Local Map | J \Journal (Wheel!Zoom | € |Current Location | F \Find Location (M1|Set Destination Sundas, 8:03 AM, 17th of Last Seed, 4E 201 





Figure 665 - Ouest beat diagram of the first quest in Wyrmstooth. 


Once the player meets quest starting requirements, an NPC named Theodyn Bienne spawns in at 
the Bannered Mare in Whiterun and travels to the player’s current position to deliver a message 
(stage Q). 

Once the player has talked to Theodyn, the current objective is to speak to his employer, Lurtus 


Liore, currently staying at the Bannered Mare (stage 10). 


Lurius will divulge more information about the threat and will instruct the player to meet up with 
some mercenaries along the road to Falkreath so that together you can team up and put the 
dragon to the sword (stage 20). 


The player travels to Ancient’s Ascent where the dragon is roosting (stage 100) and confronts 
the dragon. But the dragon knows the player is dragonborn and catches the player off-guard with 
a shout (stage 110). 


While the player is disabled by the shout, the dragon delivers his exposition - an invitation of 
sorts to the island of Wyrmstooth, then flies away. One of the mercenaries instructs the player to 
return to the Bannered Mare to let Lurtus know what transpired (stage 120). 


The player returns to the Bannered Mare and speaks to Lurtus (stage 130). 


Note: There’s a gap in the quest stages between stage 20 and 110 because originally I had the player hunt 
down each mercenary individually. 
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So let’s now look at setting up a quest in the Creation Kit. 


For this section, I'll be recreating a simple side quest from Wyrmstooth called “Retrieving 
Embersunder’. It’s a simple fetch quest that should teach you the basics of setting up quests in 
the Creation Kit. 


In the Object Window, go to Character > Quest. 


Right-click on one of the existing quests and select New. 








B° Object Window ,, 
ical Sulisal Users [ta 
=. Actors 2 AchievementsHardworkerFoodGluest OOOFDE7D = 1 

Actor ? AchievementsGuest OOOFCSs5D> «=i ass 


al S4renalombatuestU00 6 5 pecial 000357554 U U 


c Actor Action 
+]: BodyPartD ata 











+] LeveledCharacter ? AtenaCom: u u 
.. Perk ? ArenaCom Edit 0 0 
: )- TalkingActivator | lesa Duplicate U O 
+) Audio Arenalom BEIGE O 0 
I Character ? ArenaCom 0 U 
Association Type | ? ArenaCom Create New Object Window 0 0 
~~ Class ? ArenaCom 0 U 
7 Equip Slot ? ArenaCom Use Info 0 0 
~~ Faction ? ArenaCombatQuest0ST roll OO0d244F = rT 
Bl HeadPart 2 ArenaCombatQuest09NPCsPlusFive ooog2a50 =o 0 
7 spies Type |? srenaCombatGuest! OGiant noose7D9 «=n 0 
i aaE “a ? ArenaCombatQuest] INPCsPlusSeven ooose7DA =o i 
+ : 
a ene ? ArenaCombatQuestl 2lcewraith OON9e7oOc =o T 
: : P 4renaLombatll vest] sHPCsPlushine O0036/06 U U 
= Relationship 2 
: CH Event Node seals Eee DOOD "B12 U 10 
|. VoiceType ? ArenaWagerFighterQuest QOD LSD U U 
)- Items al Bard4udienceluest O01 0624 U 15 
Ea Magic Z BardsCollegeD rum DOOD 344F U 11 f 


Figure 666 - Creating a new quest. 
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In the Quest Data tab, set the ID, Quest Name and Type. For my example, I just set the ID to 
WTTestQuest, the Quest Name to Test Quest and the Type to Side-Quests. 


I also set the Priority to 60. This determines dialogue precedence. Dialogue in the Dialogue Views 
tab from quests with a higher priority will have precedence over dialogue from quests with a 
lower priority. 


Leave ‘Start Game Enabled’ and ‘Run Once’ ticked. 


Start Game Enabled means this quest will start up as soon as the game loads. ‘This means any 
quest dialogue defined in that quest will become available as soon as the game loads. 


Run Once means this quest can only be completed once. For repeatable radiant quests, you’re 
going to want to untick that. 








Quest ox x 
Quest Data Quest Stages| Quest Objectives | Quest Aliases | Scripts 
ID |\WTTestQuest Type [Side Quests ¥ 
Quest Name [Test Quest Object Window 
Filter Recompile All Papyrus Scripts 

Priority [60 
Export Scene Dialogue | 

Event |[fiiTs ~ 
Export Quest Dialogue | [Exclude from dialogue export 

IV StattGame Enabled [¥ Run Once [~ Warm on alias fill failure 


Calculate voice assets | 
Lines of dialog: 


[ Allow repeated stages 


Quest Dialogue Conditions Text Display Globals 





Target Function Name Function Info Comp Value 


Editor ID 


<| >| New 





Figure 667 - Ouest Data tab. 
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The basics of setting up quests 


Important: Before doing anything else, click OK to close out of the Quest properties, then re-open the 
quest. 


You should now see more tabs relating to quest dialogue. 





Quest: WTTestQuest - x 


[ Guest Data Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combs | Favors | Detection | Service | Misc | Scripts | 


ID |WTTestQuest Type [Side Quests x! 
Quest Name [Test Quest Object Window 





Filter Recompile All Papyrus Scripts | 
Priority [60 
Export Scene Dialogue | 
Event | NONE x) 
Export Quest Dialogue | [Exclude from dialogue export 
IV StartGame Enabled [¥ Run Once [~ Warn on alias fill failure 


Calculate voice assets | 
Lines of dialog: [0 


[ Allow repeated stages 


Quest Dialogue Conditions Text Display Globals 





Target | Function Name Function Info 


Editor ID 





<| >| New 


Figure 668 - More tabs in Quest properties. 


Go to the Quest Stages tab. Right click on the quest stage list on the left hand side and select 
New to add a new stage. 





Quest: WTTestQuest 


Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 








Log Entry | Conditions 





Delete 


Log Entry Papyrus Fragment Advanced | 


nyquest [NONE SCS 





T Complete Quest Next quest ~| 


T Fail Quest 
Conditions 
Target Function Name Function Info 








| >| New 


Figure 669 - Setting up quest stages. 
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The basics of setting up quests 


I created four new stages: 0, 10, 20, and 30. 
Right-click in the area under the ‘Start Up Stage’ tickbox and select New. 


This will create a new log entry that will appear in your journal at that stage in the quest. 





Quest: WTTestQuest — x 


Quest Data | Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


IV StartUpStage [ ShutDown Stage [ Keep Instance Data From Here On 


| Conditions 








Log Entry Papyrus Fragment | Advanced 


kmyQuest 


T Complete Que Next quest ~| Geme7 


T Fail Que 
Conditions 
Target | Function Name _ Function Info Comp Value 











Figure 670 - Setting up the start-up stage. 
It will also allow you to run papyrus on that stage. 
Create a new log entry for stages 10, 20 and 30 as well. 


We can leave the Log Entry fields blank for now. 
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The basics of setting up quests 


Go to Stage 30. 


Tick ‘Complete Quest’. Advancing to this stage will flag the quest as completed in the player’s 
journal. 





Quest: WTTestQuest - x 


Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


[” StartUp Stage [ ShutDownStage [ Keep Instance Data From Here On 





Log Entry 
EMPTY 


Log Entry Papyrus Fragment | Advanced | 


kmyQuest NONE fe | 


Compile | Properties | Edit 
Next quest | NONE bf 


Conditions 
Target Function Name Function Info 








Figure 671 - Setting up the quest complete stage. 
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The basics of setting up quests 


Go to the Quest Aliases tab. 
Quest Aliases can be items, objects, NPCs or even locations that are involved in the quest. 


For example, for a fetch quest, the item the player has to retrieve and the NPC giving the quest 
will both need to be added to the quest as reference aliases. 


To add a reference alias, right-click in the aliases list and select New Reference Alias. 





Quest: WTTestQuest — x 


Quest Data | Quest Stages | Quest Objectives || Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Mise | Scripts | 





Scope Event: NONE 
Aliases 





Alias Name Optio...) Type Fill Type | Flags Allow Papyrus Packages Inventory Factions Spells | Keywords 


New Location Alias 
Duplicate 

Edit 

Delete 

Find Use In Conditions 


J >| 





Figure 672 - Adding a new Reference Alias. 
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The basics of setting up quests 


Enter in the name of the alias in the Alias Name field. For this example, ?m going to add in 
Athir, a unique NPC from Wyrmstooth. 


Set the Fill Type to ‘Unique Actor’ then select the NPC from the drop-down to the right. 


I also ticked the ‘Essential’ tickbox as I don’t want this NPC to die while this quest is active. 





_ 
Reference Alias x 
Alias Name | Athir Display Name | NONE y| [” Reserves Reference [ Optional lV Essential [ Protected [ Quest Object 
Force Into Alias [ope Additional Valid Voice F = [ Allow Reuse in Quest [" AllowDead [ Allow Disabled [7 Allow Reserved T Allow Destroyed 

4 Lt 7: 
When Filled Types For Export [ Uses Stored Text [ Stores Text [~ Initially Disabled [ Clears Name When Removed 


Fill Type Scripts 
( Specific Reference select Forced Reference Papyrus Scripts 


@ Unique Actor lwiFolowerathr | Script Name Add 

C Location Alias Reference [Nome = t”t”t~—<“‘i‘“‘“‘i‘i‘sSCS YS Ref Type [ions ~=~*~‘“sS:C:::::CS PECUE | 
( External Alias Reference NONE > Alias [None =——“(“‘ SOé;*;*;*CS YS erties | 
( Create Reference to Object [| Level |Easy Create At] [NOME =——“‘ O;‘(SCS'Y 


nM 
( Find Matching Reference [" | 


7 From Event ~| Event Data | NONE | 
[ Near Alia | NONE ~| Near Type jLinked Ref Child a 


Match Conditions 
























Target | Function Name Function Info 





<<| >>| New 


— Alias Data 
4lias Factions Alias Spells Alias Keywords Alias Package Data 


Editor ID ie Editor ID Editor ID I] Editor ID_ 


Alias Inventory << | >> | 


Object Count Health %> 


| 0 100,00 Spectator Override Package List 
NONE v| 




















pcount | Object Df TH 


444GrantIntLightHurtBright 


> Owner 
NPC Faction Observe Dead Body Override Package 
NONE Y NONE v | NONE v| 
Global Yariable Required Rank Guard Warn Override Package List 


| NONE v | if | NONE y| 


Combat Override Package List 


Preview Calculated Result | Preview Level | 1 NONE >| 








coce_| 





Figure 673 - Reference alias for Athir. 


A ‘unique’ NPC is generally an NPC that has its own name, not something generic like ‘bandit’ 
ot ‘fox’. 


Note: If you’re selecting an NPC, use ‘Unique Actor’ where possible for the sake of compatibility. 


Selecting an NPC using Specific Reference will create an NPC edit, however selecting the same NPC 
through Unique Actor doesn’t. 
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The basics of setting up quests 


Next, let’s select an item for the player to retrieve. 

Right-click on the alias list again and select New Reference Alias. 
Tick ‘Quest Object’ then set the Fill Type to ‘Specific Reference’. 
Quest Object flags this item as un-droppable. 





NONE Ms NONE v | 



































When Filled Types For Export [ Uses Stored Text l Stores Text [ Initially Disabled [ Clears Name When Removed 
Fill Type Scripts 
(* Specific Reference Select Forced Reference | Papyrus Scripts 
Script Name 
© Unique Actor NONE +] e 
( Location Alias Reference NONE ~] Ref Type | NONE ~] 
© External Alias Reference NONE ~] Alias | NONE ~] 
At 
( Create Reference to Object ~] Level [Easy ~] Create c . | NONE ~| 
! 
(~ Find Matching Reference [~ In loaded Area” Closest 
Pater PS] Event Data [NONE : 
[” Near Alias | NONE ~| Near Type [Linked Ref Child ~| 
-Match Conditions 
Function Name Function Info 
<s| >>| New 
< > 


























Alias Data 


Reference Alias x 
Alias Name | Embersunder Display Name | NONE ¥| [” Reserves Reference [ Optional [ Essential [~ Protected IV Quest Object: 
Force Into Alias ad dal voice [ Allow Reuse in Quest [” AllowDead [” Allow Disabled [ Allow Reserved [ Allow Destroyed 





Alias Factions 





Alias Spells Alias Keywords - Alias Package Data 


Editor ID | Editor ID | 


Editor ID Editor ID 














Alias Inventory - 








Object Count Health % 
Object ID rO.. PH. [Mee | AAAGrantIntLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner NONE a 
NPC Faction Observe Dead Body Override Package 
NONE ~] NONE ~] NONE v| 
Global Yariable Required Rank Guard Warn Override Package List 
| NONE ~| ~| NONE y| 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 | NONE | 


























cout _| 








Figure 674 - Reference Alias for Embersunder. 


To select the reference, click on the button next to it that currently reads ‘Select Forced 
Reference’. 
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The basics of setting up quests 


In the Choose Reference pop-up, click on ‘Select Reference in Render Window’ 


Choose Reference 


— 


Fite | 
PF 


View Heference | 
cancel _| 





Figure 675 - Choose Reference pop-up. 


This will change your mouse cursor to a crosshair in the render window. 
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The basics of setting up quests 


The sword I want the player to retrieve currently exists in a special holding cell, which contains 
quest-telated objects and NPCs related to Wyrmstooth that I want to have ‘off-screen’ until 
they’re ready. 


When the quest starts up, Ill be scripting the sword into place. 





WyrmstoothHolderCell [Free carnera, perspective] - M#; 2.15% (3.38 MB / 157,00 MB) 





Figure 676 - A holding cell with quest-related NPCs and objects. 


Double-click on the sword or the item you want the player to retrieve in the render window to 
select it. 


Choose Reference 


Cell WirrnostoothH alderCell 


Filter | 
Ret WWTE mbersunder U2 3B4DEE ¥ | 


View Reference | 
cael _| 





Figure 677 - Forced Reference. 
Click OK to the Choose Reference pop-up. 
Click OK to the Reference Alias propetties. 
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The basics of setting up quests 


Lastly, we need to define the location to move the sword to once the quest starts up. 


Right-click in the alias list again and select New Reference Alias. 





Quest: WTTestQuest 








— x 
Quest Data | Quest Stages | Quest Objectives || Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Scope Event: NONE 
Aliases 
Alias Name Optio... Type Fill Type | Allow | Papyrus Packages Inventory Factions Spells Kepwords _ 
iAthir N Ret UniqueActor WT FollowerAthir E -NONE- -NONE- 
Embersunder N Ret Forced: \WTEmbersunder (023B4DEE) Q -NONE- -NONE- 
New Location Alias 
Duplicate 
Edit 
Delete 
Find Use In Conditions 
< > 
<<} >| 


Figure 678 - Adding a third reference alias. 
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The basics of setting up quests 


Set the Alias Name to BossLocation. 


Set the Fill Type to Specific Reference then click on ‘Select Forced Reference’. 


Reference Alias x 


ne [Bossuocation Display Name NONE x] [” Reserves Reference [ Optional [~ Essential 7 Protected [7 Guest object 
Force Into Alias [NONE ~O~«S*Y Additional valid Voice [None SSCS [~ Allow Reuse in Quest [~ AllowDead [” Allow Disabled [ Allow Reserved [ Allow Destroyed 
When Filled | NONE = Types For Export | NONE a 


[ Uses Stored Text [ Stores Text [~ Initially Disabled |” Clears Name When Removed 
Fill Type Scripts 


(@* Specific Reference: Select Forced Reference Papyrus Scripts 
: Script Name Add 
© Unique Actor NONE ~| 
© Location Alias Reference NONE ~| Ref Type NONE +] Remove 
( External Alias Reference NONE ~| Alias NONE ~| Properties 


* At 
© Create Reference to Object ~| Level [Easy ~] Create c i | NONE ~] 
! 


( Find Matching Reference [~ In Loaded Area [~ Closest 


[_ Near Alias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 


























Function Name Function Info 








<s| >>| New 





























< > 
~ Alias Data 
Alias Factions Alias Spells Alias Keywords Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 








~ Alias Inventory <s| >>| 


Object Count Health % 








Object ID fo... Hi. TV. | AAAGrantintLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner NONE | 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~| NONE ¥| 
Global Variable Required Rank Guard Warn Override Package List 
NONE Y NONE = | 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 | NONE >| 


























cout_| 


Figure 679 - Setting the BossLocation reference alias. 
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The basics of setting up quests 


On the Choose Reference pop-up, click on ‘Select Reference in Render Window’. 


Choose Reference 


re 


Fite | 
PT 


View Heference | 
cancel _| 


Figure 680 - Selecting the reference alias from the render window. 





For this example, ’m going to select the BossTreasureMarker next to the boss chest at Hag’s 
End. This is in the HagsEndOrigin cell of the DeepwoodRedoubtWorld world space. 





HagsEndOrigin [Free camera, perspective] - M#: 54.40% (82.69 MB / 152.00 MB) 





Figure 681 - Selecting the location to move the sword to. 


Click OK to the Choose Reference pop-up. 
Click OK to the Reference Alias propertties. 
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The basics of setting up quests 


We should now have three quest aliases as per the screenshot below. 





Quest: WTTestQuest _— b 4 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Scope Event: NONE 
Aliases 


Alias Name Optio...) Type Fill Type Papyrus Packages Inventory Factions Spells | Keywords 
Athir N Ref UniqueActor WT FollowerAthir' -NONE- -NONE- 
Embersunder N Ref Forced: WTEmbersunder (023B4DEE) -NONE- -NONE- 
BossLocation N Ref Forced: XMarker (O00984FE) -NONE- -NONE- 








Figure 682 - Our quest aliases added. 
Go to the Quest Objectives tab. 


Right-click in the objectives list and select New. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages || Quest Objectives Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
| 


Objective Index Display Text 








Delete 





~ Quest Objective Data 


Index Display Text 


. ORed With Previous 


Target Ref Conditions 








Quest Target Data 


Target Alias| NONE , 


Conditions 
Target | Function Name _ Function Info 























Figure 683 - Adding a new quest objective. 
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The basics of setting up quests 


Set the Index to ‘10’ and the Display Text to ‘Retrieve Embersunder’. 


This will be the objective for stage 10 of this quest. The display text is the objective that appears 
in the player’s journal. 


Right-click on the target list below and select New. 




















Quest: WTTestQuest — x 
Quest Data | Quest Stages || Quest Objectives Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 

Objective Index | : Display Text EE 

10 Retrieve Embersunder. 


~ Quest Objective Data 


Index I 0 Display Text |Retieve Embersunder. 











| T ORed With Previo 
Target Ret Conditions 
Copy 
Paste 
Quest Target Data 
Target Alias! NON Delete 7 [~ Compass Markers Ignore Locks 


Conditions 





Target = Function Name Function Info 


is<| DI New 





Figure 684 - Adding a quest objective. 
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The basics of setting up quests 


Under Quest Target Data, set the Target Alias to Embersunder. 


The reference selected here will have an objective pointer above it in-game at that stage of the 
quest. 





Quest: WTTestQuest 
Quest Data | Quest Stages || Quest Objectives Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Objective Index Display Text 
10 Retrieve Embersunder. 








Quest Objective Data 


Index [10 Display Text |Retiieve Embersunder. 


. ORed With Previous 





Target Ref Conditions 
Embersunder 





~ Quest Target Data 


Target Alias | Embersunder 7 [ Compass Markers Ignore Locks 


Embersunder 


Conditions 
Target | Function Name Function Info 














Figure 685 - Setting the quest target. 
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The basics of setting up quests 


Create a second objective for stage 20. Set the Display Text to ‘Return to Athir.’ 
Set the Target Ref to Athir. 


This will place an objective over Athir once the player has obtained the sword. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages || Quest Objectives Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Objective Index Display Text 


10 Retrieve Embersunder. 
Return to Athir. 








~ Quest Objective Data 


Index [20 Display Text |Retum to Athir. 


Hy ORed With Previous 


Target Ref Conditions 
Athir 








~ Quest Target Data 


Target Alias | NONE ~| [~ Compass Markers Ignore Locks 


Conditions 
Target | Function Name Function Info 























Figure 686 - Setting the second objective. 
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The basics of setting up quests 


Go back to the Quest Stages tab. 
Now we can enter a Log Entry for stage 10. I just went with: 


Althir has asked me to find a sword called Embersunder. I should search the forsworn camp at Hag's End as 
Althir suggested. 











Quest: WTTestQuest — x 
Quest Data | Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Index 
0 . StartUpStage [| ShutDown Stage [ Keep Instance Data From Here On 
“9 Log Entry Conditions 
30 Athir has asked me to find a sword call... 


Log Entry Papyrus Fragment | Advanced 

Athir has asked me to find a sword called Embersunder. | should search the 

forsworn camp at Hag's End as Athir suggested. kmyQuest NONE ne 
dlias_Embersunder.getReference(}.enable(p 


Alias_Embersunder.getReference(}.moveto(Alias_BossLocation.getReference()}) 
self SetObjectiveDisplayed(10) 








Compile | Properties | Edit | 
l Complete Quest Next quest : 


. Fail Quest 
Conditions 


Target | Function Name Function Info Comp Value 





<<] | >> New 
<| >| 





Figure 687 - Stage 10 of the sample fetch quest. 
Under the Papyrus Fragment tab, enter in the following code: 


Alias Embersunder »Getketerence() senable() 

Alias Embersunder.getReference().moveto(Alias BossLocation.getRefere 
nce ()) 

self.SetObjectiveDisplayed (10) 


The sword is flagged as disabled by default so we need to enable it first. 


It’s then moved to the BossMarker reference alias and the stage 10 quest objective is displayed in 
the journal with a quest marker pointing to the sword. 
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The basics of setting up quests 


For stage 20, I set the Log Entry to: 
I have found the sword Exmbersunder for Athir. I should bring it to him when I get the chance. 











Quest: WTTestQuest - x 
Quest Data || Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Index 
0 . StartUpStage [ ShutDown Stage [ Keep Instance Data From Here On 
a Log Entry | Conditions 
30 EMPTY 
Log Entry Papyrus Fragment | advanced 





| have found the sword Embersunder for Athir. | should bring it to him when | get 
the chance. 





kryQuest NONE v| 


self, SetObjectiveCompleted(10) 
self SetObjectiveDisplayed(20p 








Compile | Properties | Edit | 
l Complete Quest Next quest ~| 
l Fail Quest 
Conditions 
Target | Function Name Function Info Comp Value 
«| >| New 





Figure 688 - Stage 20 of the sample fetch quest. 


Under the Papyrus Fragment tab, enter in the following code: 


self.SetObjectiveCompleted (10) 
self.SetObjectiveDisplayed (20) 


Once the player successfully retrieves the sword, we need to clear the objective to obtain the 
sword and replace it with the objective to return to our quest-giver Athit. 
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The basics of setting up quests 


Finally, for stage 30, I set the Log Entry to: 


I have given the sword Embersunder to Athur. 





Quest: WTTestQuest 


Quest Data | Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





. StartUpStage [ ShutDown Stage [ Keep Instance Data From Here On 





» Log Entry Conditions 
30 EMPTY 
Log Entry Papyrus Fragment | Advanced 





| have given the sword Embersunder to Athir. 
kmyQuest NONE ¥ 


self, SetObjectiveCompleted(20p 





Compile | Properties | Edit | 


l¥ Complete Quest Next quest | NONE ” 


Conditions 





Target | Function Name Function Info Comp Value 


<| >| New 





Figure 689 - Stage 30 of the sample fetch quest. 
Under the Papyrus Fragment tab, enter in the following code: 
self.SetObjectiveCompleted (20) 


Now that we’ve given the sword to Athir we can complete the last objective and shut down the 


quest. 


You can use the stop () command to manually shut down the quest or tick ‘Shut Down Stage’ 


on stage 30. 


Important: Quest dialogue will become unavailable once the quest shuts down. 
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The basics of setting up quests 


Lastly, we need some way of detecting when the player has acquired the sword. To do this, 
double-click or right-click on the sword in the render view and select Edit. 


Go to the Scripts tab and select Add. 
Reference mm 


Reference 


Editor ID: | O23B4DEE JF 
Fase [WT Embersunder (023B4DEE EditBase | 
Object: mbersunder | | it base 
Encounter NONE a 
“one 
E mittance: | MultiBound | Location Ref Type  =cripts | 


Script Mame 


- 
| No Al Acquire 
i [nitially Disabled 
- 


ie iz 

E | Ignored By Sandbox 
| | ds Full LOD 

T | Don't Havok Settle 
ie 


w Respawn 


OF | Cancel | 





Figure 690 - Scripts tab. 
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The basics of setting up quests 


Filter by ‘defaultsetstageonplayeracquireitem’. 


Highlight that script in the script list and click OK. 


O) Add scriptto WTErmbersunder (023B4DEE} 4 


Filter: | defaultsetstageonplayeracquireitem [Show Hidden Scripts 


[Hew Script] 
defaultsetstageonplayeracquireitem 





Figure 691 - Add script pop-up. 
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The basics of setting up quests 


Highlight “defaultsetstageonplayeracquireitem’ in the Scripts tab then click Properties. 


Reference mm 


Reference 
Editor ID: | O23B40EE |F 
ease 'w'TEmbersunder' (023B4DEB E dit B | 
Object: mbersunder | | it Base 
Encounter NONE . 
“One 
E mittance: | MultiBound | Location Ref Type =cripts | 4 | » | 


Add 


defaultsetstageonplayeracquireitem 
Remove | 
Properties | 


[ Turn Off Fire [ Inaccessible [ Reflected By Auto Water 
[ Open By Default [Ignored By Sandbox 


[Motion Blur . |e Full LOG 
| ait 
¥ fel Beavled [" Starts Dead [ Don't Havok Settle 
Hidden From 


Local Mi ap [we Aespawrs 


cence _| 


Figure 692 - Script added to the object reference. 


[ No Al Acquire 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 560 


The basics of setting up quests 


Highlight myQST and set the quest value from the Pick Object drop-down. For this example, 
that’s going to be WT TestQuest. 


8 Properties for script defaultsetstaqeonplayeracquireitern attached to WTEmbersunder (023B4DEE} 


Property Manne Value Property type: Quest 


es my Q5ST WTTestQuest (03002862) Pick Object: |e tentcss 
preRegstage <<(Defaulk> > 
SkageToSet <<Defaulk> > 


Add Property | 4uto-Fill All | 





Figure 693 - Setting the myQOST variable value. 
Set preReqStage and click on Edit Value. Set preReqStage to 10. 


BS Properties for script defaultsetstaqeonplayeracquireitern attached to WTEmbersunder (023B4DEE) 


Property Manne Value Property type: Int 


$a myQST WTTestQuest (O30028E2) <<Using Default Script value >> 
preRegstage <<Defaulk> > 
SkageToSet <<Defaulk> > 


Add Property | Auto-Fill All | 





Figure 694 - Setting the prerequisite quest stage. 
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Now go to StageToSet and set it to 20. 


8 Properties for script defaultsetstaqeonplayeracquireitern attached to WTEmbersunder (023B4DEE} 


Property Name _ value Property type: Int 


es ry WTTestQuest (03002862) andesite? /20 | Clear value | 
es preRegStage 
PM StageToSet 20 Revert 


Add Property | Auto-Fill All | 





Figure 695 - Setting StageToSet to 20. 
Click OK to close the script properties. 
Click OK to close the Reference properties. 


When the player picks up this item it'll set the quest stage to 20. The papyrus on stage 20 
changes the objective to ‘Return to Athir’ and the quest marker will be set to Athir’s current 
position. 


The papyrus for setting stage 10 and stage 30 of this sample quest will be added to the dialogue 


itself which Pll be covering in the next section. 
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Adding dialogue to a quest 


ADDING DIALOGUE TO A QUEST 


All dialogue in the game is attached to quests. Some quests, such as DialogueGenertic, serve the 
singular purpose of providing NPCs with their generic hello, goodbye, combat and trespass 
dialogue. 


Note: For the sake of compatibility, ?d recommend adding new dialogue to your own quests where 
possible rather than modify existing quests. 


In this section, Pll be continuing where I left off in the previous section and will show you how 
to add in dialogue for our sample fetch quest. 


Back in our quest properties, go to the Dialogue Views tab. Right-click in the Dialog Views list 
and select New. 





Quest: WTTestQuest — x 


Quest Data Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 





Dialog Views 





EditorlD 


Delete 














-| [Sh ll 
+| | ow all text ~ 





Figure 696 - Adding a new dialogue view. 


Give the dialogue view a unique ID. For this example, ’m going to call it 


WTTestQuestAthirDialog View. 


New Dialogue View ID ~ 


WTT esti uest&thirD ialogyiew 


Cancel | 


Figure 697 - Giving our dialogue view a unique ID. 





Click OK. 
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Highlight the new dialogue view. Right-click in the area to the right and select “Create branch’. 





Quest: WTTestQuest — x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





Dialog Views 





WT TestQuestAthiDialogView * 


Insert branch into current view 


Set dialogue type for current view 





+| | [ Show all text 


Figure 698 - Creating a new branch. 
Enter in a branch ID and click OK. ’m going to call it WTTestQuestAthirBranch1. 


Mew Branch ID mm 


(WIT esti uesb&thiB ranch 
cancel _| 


Figure 699 - Adding a branch ID. 





You'll also be prompted to enter in the ID for the first topic. Generally this should include the 
branch ID. In the following example I went with WTTestQuestAthirBranch1Topict. 


New Starting Topic ID * 


(WIT est uestAthireranch T opic| 


Cancel | 


Figure 700 - Adding the first topic ID. 
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The new branch and topic should appear as per the screenshot below. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthiDialogyview * 


+| | [~ Show all text 





Figure 701 - New branch and topic. 


Double-click on the topic within the branch to open it. 
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Enter in the Topic Text. The topic text is a player’s dialogue option that is available when 
speaking to an NPC. 


Topic 


ID | WTTestQuestathirBranch! Topic! Subtype |Custom ~| [ Do all before repeating 
Topic Text Is there anything I can do to help?| (35/80) Priority 50.00 


Info Flags #... | SpeakerNPC | TargetNPC | Is Voice Type | In Faction Conditions 





Figure 702 - Adding topic text. 
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Right-click in the space beneath the topic text and select New to add a new NPC response. 


Topic 


ID | WTTestQuestathirBrancht Topic! Subbype [Custom ~| . Do all before repeating 
Topic Text Is there anything I can do to help? (35/80) Priority 50,00 


Flags #... | Speaker NPC | Target NPC Is Voice Type | In Faction Conditions 


Copy 
Delete 


Move to Topic 
Replicate to Topic 
Create Info Stack from Form List 


hdake Shared Info 





Figure 703 - Adding a new NPC response. 
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Enter in the NPC’s response in the Response Text field. This will be used as the subtitle for the 
line of the dialogue that the NPC will say. 


New Response 


Topic: Is there anything I can do to help? 
Prompt: -- 


Response Text ({47i149} 


: I suppose there is something you can do For me, 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Emotion Type [Happy ~| Emotion Value E 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! Save Configure: | 


Generate Lip File: ( From wav  ¢~ From LTF 


concel_| 


Figure 704 - Configuring the NPC's response. 
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If you want the NPC to play an animation while speaking, select the animation in the Speaker 
drop-down under Idle Animations. 


The Emotion Type drop-down can be used to influence an NPC’s facial animations while they’re 
speaking a line of dialogue. In the previous example, I set the Emotion Type to Happy. You can 
control the amount of emotion they show in the Emotion Value field. The lower the number, 
the closer to neutral their expression will be. 


Click OK to close the New Response screen. 


Our Topic Info screen should now appear as per the screenshot below: 


Topic Info 


ee Is there anything I can do to help? | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE +| 


Filter: | 
Responses: Share Response Data From Info: NONE +| me | Link To: | Invisible Continue 


Response Text Emotion Edited 
I suppose there is something you can do for me, Happy (20) NH 


if@ Has LIP File [| SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |Mone 
| | Goodbye | Random | Random End 4udia Qukput Override | Hours untilreset; | 0.00 


Conditions: 


Target | Function Name Function Info 


Scripts 


Begin: End: 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 





Figure 705 - Topic Info. 
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To add successive lines of dialogue, right click in the Responses list and select New. 


Topic Initio 


Ts Is there anything I can do to help? [ Requires post-processing 


Prompt: fo/eo) Speaker: NOME ~| 
Filter: | 
NONE +] | Link To: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Emotion Edited 


I suppose there is something you can do For me. Happy (20) 


Delete 
IW HasLIFFile [ Say Once [| Force : While Greeting [ Spends Favor Points Favor Level: [None ~| 
[On Activatior [7 Goodbye | Random [Random End Audio Qutput Override | Hours until reset; | 0,00 


Conditions: 


Target | Function Wane Function Info 


[Walk Away Invisible In Menu [ Walk Away: NONE ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | —o 
Remove | 


Properties 


cacel_| 





Figure 706 - Adding more lines of dialogue to this topic. 
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I went ahead and added a few mote lines for this example. 


Requires post-processing 


Topic Irfo 
Topic [Isthere anythingIcandotohelp? = ssSs—CS~=<SsiCSO 
Tee Is there anything I can do to help? 
Prompt: II fOofeo) Speaker: | NONE ~| 


Filter: | 
Share Response Data From Info: NONE +| oe | Link To: [Invisible Continue 


Responses: 
Response Text Emotion 
The last anyone knows, it had Fallen into the hands of the Forsworn of the Reach, I was hoping I'd stumble 4... Puzzled (30) 
TF you Find it, I'd much appreciate it iF you would bring it back to me, The blade's name is Embersunder,. Neutral (50) 
The one place I haven't yet been bo is Hag's End, south-west of Solitude, The Forsworn there may have their... Happy (30) 


I¥ HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 


[ Random End Audio Cutput Override | Hours until reset: | 0,00 


Function Info 


[ On Activatior [~ Goodbye  [~ Random 


Conditions: 


Target | Function Wame 


<s| >>| 
[ Walk Away Invisible In Menu [ walk Away: NOME ~| 


Scripts 

Beqgin: End: Script Name Add 
Papyrus Fragment | Advanced | Memo 
Remove 


Papyrus Fragment | Advanced 
Properties 


cocl_| 





Figure 707 - Added multiple responses. 


Next, we need to select the NPC that these lines will apply to. 
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Right-click in the Conditions list and select New. 


Topic Initio 


es Is there anything I can do to help? [ Requires post-processing 
Prompt: fOo/eo) Speaker: NOME ~| 


Filter: | 
NOME = ee Link To: 


l Invisible Continue 


Emotion 


Responses: Share Response Data From Info: 


Response Text 


The last anyone knows, it had Fallen into the hands of the Forsworn of the Reach. Iwas hoping I'd stumble a... Puzzled (30) 
TF wou Find it, I'd much appreciate it iF you would bring it back to me. The blade's name is Embersunder. Neutral (50) 
The one place I haven't yet been to is Hag's End, south-west of Solitude, The Forsworn there may have their... Happy (30) 


iW HasLIFFile [ SayOnce | Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End dudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Mane Function Info 


Duplicate 
Delete 


Copy Condition 

Copy All Conditions 
<s| >>| PY 

Paste Conditions 


Scripts 


[Walk Away Invisible In Menu [ Walk Away: NONE ~| 


Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ae 
Remove 


Properties 


cacel_| 





Figure 708 - Adding the first dialogue condition. 


Ensure the Condition Function is set to GetIsID then click on the button next to it that 
currently says ‘INVALID’. 


4 


Condition Item 


Condition Function Parameters (Use dliases) [ (Use Pack data! Comparison Value OK | 


|GetisIo | INVALID |== +| 1.0000 on. 
’ Swap Subject Use Global | Cancel | 
evar Eee = r and Target 





Figure 709 - Setting an NPC ID condition. 
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Select the form ID of the NPC. In this example, that’s going to be our quest-giver Athir. 
select Function Pararneters 


Parameter 1 


Objectio 4ctor: WY! TFollowerAthir’ 


WT Follower thir 


Parameter 2 


Parameter 3 


Cancel 





Figure 710 - Selecting the NPC ID. 
Click OK to close Select Function Parameters. 
Click OK to close Condition Item propetties. 


Condition Item 4 


Condition Function Parameters (Use dliasesi [ {Use Pack data)! Comparison Value OK | 


|GetisIo | Actor: W'TFollower4thir’ |== +| 1.0000 orf 
=e Swap Subject Use Global | Cancel | 
Run on [Subject ~| Select | [| Ee aGce 





Figure 711 - NPC ID has been set. 
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Next, we need to add another condition to only show this topic if we haven’t yet received this 


quest from our quest-giver. 


Right-click again in the Conditions list and select New. 


Topic Info 


pa Is there anything I can da to help? [~ Requires post-processing 
Prompt: fOo/eo) Speaker: NOME +| 


Filker: | 
NOME = El Link To: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ermation 


The last anyone knows, it had Fallen into the hands of the Forsworn of the Reach, Iwas hoping I'd stumble a... Puzzled (30) 
IF wou Find it, I'd much appreciate it iF you would bring it back to me. The blade's name is Embersunder. Neutral (504 
The one place I haven't vet been to is Hag's End, south-west of Solitude, The Forsworn there may have their... Happy (30) 


I HasLIPFile [ Say Once [ Force Subtitle [ Can Move While Greeting [ Spends Favor Points Favor Level: [None +| 
[ On Activatior [7 Goodbye |. Random [ Random End 4udio Gutput Override | Hours untilreset: | 0.00 


Conditions: 


Target | Function Marne Function Info 
GetIsID Actor: W'TFollower thir’ 


Duplicate 
Delete 


Copy Condition 


<s| >>| Copy All Conditions 
Paste Conditions 
[walk Sway Invisible In Menu . Walk aw ay! [NONE O™~<“—~sSOSSCY 


End: Script Marne Add 


Scripts 
Begin: 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ae 
Remove 


Properties 


Compile | Compile | 





Figure 712 - Adding a GetS tage condition. 
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Set the Condition Function to GetStage then click on the button next to it that currently says 
‘INVALID’. 


Condition Iter 4 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value 


petSkage INVALID | |== +| 1.0000 on. 
Soe z= Swap Subject Use Global | Cancel | 
IEE E 
Run on [Subject | select _| and Target 


Figure 713 - Set the Condition Function to GetS tage. 





Select the Quest ID from the Quest drop-down, then click OK. 


Select Function Parameters 


Quest: "WT TestOuest' 


= 


Parameter 2 


Parameter 3 


Cancel 





Figure 714 - Setting the Ouest ID. 


c__ —__9 


Set the Comparison operator to ‘== and the value to 0. We only want this topic to appear if the 
current stage is 0. 


Condition Item 


Condition Function Parameters (Use dliasesi [ {Use Pack data! Comparison Value 


|GetStage | Quest: "WTTestQuest’ | |== +| o a 
Swap Subject Use Global | Cancel | 
ae ze = r and Target 





Figure 715 - Ouest ID has been set. 


Click OK to close out of Condition Item properties 
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In the Scripts section, enter in the following code into the End field and click Compile. 


self.GetOwningQuest ().SetStage (10) 


Topic Irifo 


ues Is there anything I can do to help? | Requires post-processing 


Prompt: | fofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: | NONE ¥ | as | Link To: | Invisible Continue 


Response Text Ermation Edited =” | Branch 


The last anyone knows, it had Fallen into the hands of the Forsworn of the Reach, I was hoping I'd stumble 4... Puzzled (30) NH 
TF you Find it, I'd much appreciate it iF you would bring it back to me, The blade's name is Embersunder, Neutral (50) NH 
The one place I haven't yet been bo is Hag's End, south-west of Solitude, The Forsworn there may have their... Happy (30) NH 


if HasLIP File | SayOnce [| Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |None 
| | Goodbye | Random | Random End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetSthage Quest: 'WTTestQuest' 
5 GetIsIb Actor: "WT Follower athir' 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | oF WT_TIF__ 03006444, 


self GebOuwningQuestt), SetStagel10) 


Compile | 
OK | Cancel | 


Figure 716 - Adding papyrus to execute when the NPC finishes speaking. 





This code will be run when the NPC finishes speaking and will advance our sample fetch quest 
to stage 10. 





When you press Compile, a new papyrus script fragment will be generated automatically. The 
papyrus fragment generated for this topic is WT_TIF_O3000AAA. 


Click OK to exit out of the Topic Info properties. 
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Our first branch and topic should now appear as per the following screenshot: 





Quest: WTTestQuest - x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





Dialog Views 





WT TestQuest&thirDialog¥iew * 0... 


[5] | suppose there is something you can do for me. | You see, I've been 





+| | [ Show all text 








Figure 717 - First topic added. 
So just to recap, our quest starts up behind the scenes at stage 0 when the mod 1s loaded. 


After asking Athir ‘Is there anything I can do to help’, the quest will advance to stage 10, the 
swotd will be moved into position, and the quest ‘starts up’ in the player’s journal when the first 
objective becomes active. 


When the player picks up the sword, the quest will be advanced to stage 20. 


Now we need to add in a second dialogue branch to add the dialogue for returning the sword to 
our quest-giver. 


Repeat the previous steps above to add a second branch and topic. 
Note: When adding additional topics to an existing branch, the Creation Kit won’t prompt us for a topic 


ID in a pop-up, so we need to manually change the topic ID in the ID field. For this example, I just 
called it WTTestQuestDialogueChainT opic2. 
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In my example, I set the second branch ID to WTTestQuestAthirBranch2 and set its topic ID to 
WTTestQuestAthirBranch2Topicl. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuest&thiDialogyview * 


[S] | suppose there is something you can do for me. | You see, I've been 


[S] You have? Incredible. Hopefully the forsworn didn't give you too much 


+| | [ Show all text 





Figure 718 - Added the second branch and topic. 
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I set the Topic Text field for the second branch’s topic to ‘?ve found your sword’. 


Topic 


ID | WTTestQuestathirBranch2Topic! Subtype |Custom ~| . Do all before repeating 
Topic Text I've Found your sword, (22/80) Pricrity 50.00 


| Flags #... | Speaker MPC | Target NPC | Is Voice Type | In Faction Conditions 


* You have? Incredible, Hopefully the Forsworn ... ze WTFollowe,.. fGetStage .. 





Figure 719 - The player's dialogue for the second branch. 
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The response for this topic was set up as per the following screenshot: 


Topic Info 


oe ihe Roum eur ene | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | aa | Link To: | Invisible Continue 


Response Text Ermation Edited Branch 


You have? Incredible, Hopefully the Forsworn didn't give you too much trouble, Surprise (40) NH 
Here, take this, It's part of my portion of the bounty For killing that dragon, but you deserve it more thanIfo... Happy (40) NH 


if HasLIP File | SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |None 
a | Goodbye | Random | Randorn End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetSthage Quest: 'WTTestQuest' 
5 GetIsIb 4ctor: "VWTFollovwerathir' 


Scripts 


Begin: End: Script Name 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | oF WT _TIF_ 03006440 


self GebOuwningQuest(), setstagelso) 
game. GetPlayer(). Removeltem{Embersunder, 
game, SetPlayer(), 4ddItem(Gold, 200p 


Compile | Compile | 
cance | 





Figure 720 - NPC response for returning the sword. 


In the Conditions list, this time I set the GetStage condition to ‘20’ so this topic only appears 
once the player has the sword. 


The papyrus added to the End field is as follows: 


self.GetOwningQuest().setstage (30) 
game.GetPlayer() .RemovelItem(Embersunder, 1) 
game.GetPlayer().AddItem(Gold, 200) 


To break down this code, first we set our quest stage to 30 so we can end it. Then we remove 
the sword from the player’s inventory. Lastly, we give the player a 200 gold reward for 
completing the quest. 
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Currently, if we try to Compile the End code, we’ll get the following warning: 


8 Papyrus Errors 


Compile Results: 


Starting 1 compile threads For 1 Files... 

Compiling "WT TIF O300644D",,, 

CiProgram Files (664) Steam \steamnapps|commaniskyrim|Datalscripts| Source tempi TIF. 
CiProgram Files (66) Steam\steamapps common skyrin Catal Scripts | Source tempi wT _ TIF. 
No output generated for WT TIF 03006440, cormpilation Failed, 


Batch compile of 1 Files Finished, 0 succeeded, 1 Failed, 
Failed on WT TIF 03006440 


Copy to Clipboard | 





Figure 721 - Papyrus warning. 


This is occurring because the ‘Embersunder’ and ‘Gold’ variables haven’t yet been defined in the 
script fragment. 
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To rectify this situation, highlight the papyrus fragment and click on the Properties button. 


Topic Info 


oe ihe Roum eur ene | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE +| 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | aa | Link To: | Invisible Continue 


Response Text Ermation Edited Branch 


You have? Incredible, Hopefully the Forsworn didn't give you too much trouble, Surprise (40) NH 
Here, take this, It's part of my portion of the bounty For killing that dragon, but you deserve it more thanIfo... Happy (40) NH 


if Has LIF File | SayOnce | Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None | 
a tor | Goodbye | Random | Randorn End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetSthage Quest: 'WTTestQuest' 
5 GetIsIb 4ctor: "VWTFollovwerathir' 


Scripts 
Begin: End: Script Mame Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | oP WT_TIF__O3006440 as | 


self GebOuwningQuestt), setstagelso) 
game, GetPlayer(), Removelten(Emnbersunder, 
game, GetPlayer(), 4ddItem(Gold, 200) 


Compile | Compile | 
OK | Cancel | 





Figure 722 - Opening properties of the papyrus fragment. 
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If you see the following error, just click OK and ignote it. 


script Reload 





Figure 723 - Script reload error. 
Click on the Add Property button. 


Properties for script \WT_TF_O30064.40 attached to (050064411) 


Property Manne Property type: <nothing selected > 


<no properties > <<Using DeFaulk Script Value> > 





Figure 724 - Adding a new script property. 
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Set the Type drop-down to MiscObject and set the Name field to ‘Gold’ then click OK. 


Add Script Property ~ 


Type: MiscObject ~| [Array 


Marcie: | Gold 
Initial Value: | 


[Hidden 
| Conditional 


Documentation String: 





OK Cancel | 


Figure 725 - Adding the Gold variable. 





Click on Add Property again. This time set the Type drop-down to WEAPON and the Name 
field to Embersunder then click OK. 


Add Script Property ~ 


Type: | WEAPON ~| | Array 


here: | Embersunder| | 
Initial Value: | 


| Hidden 
| Conditional 


Documentation String: 








Figure 726 - Adding the Embersunder variable. 
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The two variables should now appear in the Properties list. Next, we need to set their values. 


O° Properties for script WT_TIF_O300844D attached to (03006441) 


Property Mame Property type: WEAPON 


Enibersunder WESPoR <<Defaulk> > <<Using Default Script Value >> Edit Value | 
MiscObject <<Defaulk> > 


Revert 


4ubo-Fill | 


Add Property | Auto-Fill All | 





Figure 727 - The two variables added. 
Highlight the Embersunder variable and click on the Edit Value button. 
Set the Pick Object drop-down to point to the sword the player obtained. 


O° Properties for script WT_TIF_ 03008440 attached to (03006441) 


Property Name Property type: WEAPON 


es Embersunder WEAPON WTEmbersunder (0236B4DEB) Pick Object: [etal atet=te Clear Value | 
Gold MiscObject <<Defaulk> > 


Revert 


Auto -Fill | 


Add Property | Auto-Fill All | 





Figure 728 - Setting the Embersunder variable’s value. 
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Next, highlight the Gold variable and click on the Edit Value button. 
Set the Pick Object drop-down to point to Gold001. 


:' Properties for script WT_TIF_ O3006440 attached to (03005441) 


Property Name Value Property type: MiscObject 


ge: Embersunder WEAPOR WTEmbersunder (023B4DEB) Pick, Object: |Goldoo1 ~| Clear Value | 
Sald MiscObject 
Auto-Fill | 


Add Property | Auto-Fill All | 





Figure 729 - Setting the Gold variable's value. 


Click OK to close out of script properties. 
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Now when we compile the papyrus code in End, we should no longer receive an error. 


Topic Info 


oe ihe Roum eur ene | Requires post-processing 


Prompt: | fOofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | aa | Link To: | Invisible Continue 


Response Text Ermation Edited Branch 


You have? Incredible, Hopefully the Forsworn didn't give you too much trouble, Surprise (40) NH 
Here, take this. It's part of my portion of the bounty For killing that dragon, but you deserve it more thanIfo... Happy (40) NH 


if@ HasLIP File | SayOnce [| Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: [None | 
| | Goodbye | Random | Randorn End 4udia Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetSthage Quest: 'WTTestQuest' 
5 GetIsIb 4ctor: "VWTFollovwerathir' 


| Walk Away: | NONE | 


Scripts 
Begin: End: Script Mame Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ea WT_TIF__O3006440 aaa | 


self GetOumningQuest(), setstage(30) p ' | 
game, GetPlayer(), Removelten(Emnbersunder, EEL 
game, GetPlayer(), 4ddItem(Gold, 200) 


Compile | 
OK | Cancel | 





Figure 730 - Papyrus compiled successfully. 


Click OK to close out of Topic Info, click OK to close out of ‘Topic, then click OK to close out 
of Quest propertties. 
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CHAINING DIALOGUE TOPICS TOGETHER 


Say for example we wanted an NPC to say something and give the player multiple choices to 
choose from. We can accomplish this by chaining topics together in Dialogue Views. 


Let’s start by creating a new branch. 


In the Dialogue Views tab under WTTestQuestDialogueView, right-click in the empty area and 


select ‘Create branch’. 





Quest: WTTestQuest — x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





Dialog Views 





WT TestQuest&thirDialoqueView * 


[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


Insert branch into current view 





-| [ Show all 
+| _| ow all text a 


Figure 731 - Creating a new branch. 
Set the branch ID then click OK. For this example I set it to WTTestQuestDialogueChain. 


Mew Branch ID mm 


(WIT esti uestD ialogueChain 


Cancel | 


Figure 732 - Setting the branch ID. 
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Set the topic ID of the first topic then click OK. Again, for this example I just named it 
WTTestQuestDialogueChainTopicl. 


New Starting Topic ID a” 


(WIT estQuestDialogueChainT opic| 


Cancel | 


Figure 733 - Setting the topic ID of the first topic. 





Double-click or right-click on the new topic and select ‘Edit topic’. 





Quest: WTTestQuest — x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases || Dialoque Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthiDialogueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


Delete topic 


New info 


Use Info 


| | [~ Show all text 





Figure 734 - Editing the first topic in the dialogue chain. 
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Chaining dialogue topics together 


Enter topic text into the Topic Text field then right-click in the Info list below and select New to 
create a new NPC response. 


Topic 


ID | WT TestQuestDialogueChainTopic! Subbype [Custom ~| . Do all before repeating 
Topic Text Dialogue chain example, (25/80) Priority 50,00 


Flags #... | Speaker NPC | Target NPC Is Voice Type | In Faction Conditions 


Copy 
Delete 


Move to Topic 
Replicate to Topic 
Create Info Stack from Form List 


hake Shared Info 





Figure 735 - Setting the topic text and adding a response. 
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Chaining dialogue topics together 


Enter in the dialogue that the NPC will respond with in the Response Text field then click OK. 


Obviously not the most riveting line of dialogue. I’m just keeping things simple here for the sake 
of this example. 


New Response 


Topic: Dialogue chain example, 
Prompt: -- 
Response Text (22/149) 


: MPL response text one, 


Script Motes 


Idle Snimations 


Speaker | MONE ~| Listener | NONE ~| 


Iw Use Emotion 4nimatian 


Audio 


Emotion Type [Neutral +| Emotion value [50 
Voice Filename | New Response 


Sound File Seleck Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: ( From wav  ¢~ From LTF 


caneel_| 


Figure 736 - The NPC's first response. 
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Chaining dialogue topics together 


Right-click in the Conditions list and select New. 


Topic Info 


tags Dialogue chain example. [ Requires post-processing 


Prompt: fOo/eo) Speaker: NOME ~| 
Filter: | 
NONE +] | Link To: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Emotion Edited 


NPC response text one, Neutral (504 


IW HasLIFFile [ SayOnce | Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Aectivatior [~ Goodbye  [~ Random [ Random End Gudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wane Function Info 


Duplicate 
Delete 


Copy Condition 


<s| >>| Copy All Conditions 


Paste Conditions 
[Walk Away Invisible In Menu [ Walk Away: NONE ~| 
Scripts 
Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ae 
Remove 


Properties 


cacel_| 





Figure 737 - Adding a new condition. 


Ensure the Condition Function drop-down is set to GetIsID and set the actor. Since ’m setting 
this example up in the WTTestQuest example, I’m just going to reuse Athir. 


Condition Item 


Condition Function Parameters (Use dliases) [ {Use Pack data! Comparison Value OK | 


|GetisIo | Actor: WTFollowerAthir’ |== +| 1.0000 a 
’ Swap Subject Use Global | Cancel | 
amen Ei = LT and Target 





Figure 738 - Setting Athir as the speaker of this line of dialogue. 
Click OK to close out of Condition Item. 
Click OK to close out of Topic Info. 
Click OK to close out of Topic. 
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Chaining dialogue topics together 


Right-click in the WTTestQuestDialogueChain branch and select “Add topic’. 





Quest: WTTestQuest _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialoque Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuest&thiDialogueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


NPC response text one. 
Edit branch 


Remove branch from current view 


Delete branch 


Use Info 


+| | [ Show all text 





Figure 739 - Adding a second topic to the WI'TestQuestDialogueChain branch. 
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Chaining dialogue topics together 


Set the player response in the Topic Text field then right-click in the Info list and select New. 


Topic 


ID | WTTestQuestDialogueChainTopic? Subbype [Custom ~| . Do all before repeating 
Topic Text Player option 1, (16/80) Priority 50,00 


Flags #... | Speaker NPC | Target NPC Is Voice Type | In Faction Conditions 


Copy 
Delete 


Move to Topic 
Replicate to Topic 
Create Info Stack from Form List 


Make Shared Info 





Figure 740 - Setting the ID, topic text and adding a response. 


Repeat the steps mentioned earlier to add in the NPC’s response. 
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Chaining dialogue topics together 


Then add a third topic to the same branch by once again right-clicking in the 
WTTestQuestDialogueChain branch and selecting “Add topic’. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialoque Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


WTTestQuestDialoqueChainTopic2: Player option 1. 
NPC response text one. | NPC response text two. 


Edit branch 


Remove branch from current view 
Delete branch 


Use Info 


+| | [ Show all text 





Figure 741 - Adding a third topic to WI'TestOuestDialogueChain. 


We should now have three topics in the same branch. Just align them into position like they are 
in the screenshot below: 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


NPC response text one. NPC response text two 


WTTestQuestDialoqueChainTopic3: Player option 2 
. NPC response text three. 


WTTestQuestDialogueChainTopic2: Player option 1. 


+| _| [~ Show all text 





Figure 742 - Three topics in the same branch. 


Now to chain them together. 
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Chaining dialogue topics together 


Click on WTTestQuestDialogueChainTopicl to select it. When you hover over the NPC 
response text, your mouse cursor should change into a hand icon. Left-click and drag from the 
response text in WTTestQuestDialogueChainTopic! to WTTestQuestDialogueChainTopic2 to 
link these two topics together. 





Quest: WTTestQuest — x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases || Dialoque Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuest&thirDialoque¥iew * 
[5] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


NPC response text one. rs PC response text two. 


WTTestQuestDialogueChainTopic3: Player option 2 
NPC response text three. 


WTTestQuestDialogueChainTopic2: Player option 1. 


+| El [~ Show all text 





Figure 743 - Linking topic 1 to topic 2. 


Repeat these steps to link WTTestQuestDialogueChainTopic1 to 
WT TestQuestDialogueChainTopic3 as well. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


WTTestQuestDialogueChainTopic2: Player option 1. 
NPC response text two. 

WTTestQuestDialogueChainTopic3: Player option 2. 
NPC response text three. 


NPC response text one. 


= 
= 


+| _| [~ Show all text 





Figure 7/44 - Linking topic 1 to topic 3. 
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Chaining dialogue topics together 


In-game we should now see those two choices presenting themselves when we speak to Athir 
after selecting “Dialogue chain example’. But what if the player tabs out of dialogue before 
choosing the next response? 


By default, if the player tabs out before selecting a response, dialogue with the NPC will end. But 
we can set up a default choice instead to continue dialogue with the NPC. 


In order to do this, open the Topic Info properties of the preceding line of dialogue, tick Walk 
Away, then select the topic to automatically progress to should the player attempt to tab out of 
dialogue. 


In the following example, I set the Walk Away topic to WTTestQuestDialogueChainTopic2. 





Topic Info x 


ee Dialogue chain example. [ Requires post-processing 


Prompt: (0/80) Speaker: | NONE + | 
Filter: | 
Responses: Share Response Data From Info: | NONE Sd aa | Link To: [~~ Invisible Continue 


Response Text Emotion Edited Branch Topic 


NPC response text one. Neutral (50) N WTTestQues... WTTestQuestDialog 
WTTestQues... WTTestQuestDialog 





l¥ HasLIPFile [ SayOnce [ Force Subtitle [ Can Move While Greeting [ Spends Favor Points Favor Level: [None Y | 
[” On Activatior [~ Goodbye [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 
Conditions: 





Target Function Name Function Info 
5 GetIsID Actor: 'WTFollowerAthir' == 1.00 AND 





<s| >>| New < 
[ Walk Away Invisible In Menu Iv Walk Away: |WTTestQuestDialogueChainTopicz ¥| 


v 









~ Scripts WT TestQuestDialoqueChainTopic2 
Begin: End: Script Name WTTestQuestDialogueChainTopic3 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced 





cancel _| 





Figure 745 - Setting the walk away topic for ‘Dialogue chain example’. 
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Chaining dialogue topics together 


In the Dialogue Views tab, we should now see a red arrow between 


WTTestQuestDialogueChainTopicl and WTTestQuestDialogueChainT opic2. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


NPC response text one. T - 


NPC response text three. 


+| | [~ Show all text 





Figure 746 - Walk Away shown in Dialogue Views. 
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Chaining dialogue topics together 


Another thing we can do is set up an invisible continue. This allows us to link multiple topics 
together. 


An invisible continue is represented in the dialogue view as a green line between topics. 





Quest: WTDialogueldle _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT DialogueldleHolmarT opics 

WT DialogueldleSteampoolHunterT opi... 
WT DialoqueldleJ ashavidarT opics 

WT DialogueldleHulgardT opics 

WT DialoqueldleM arauderG ateG uardT ... 
WT DialoqueldleSits\WithB eetlesT opics 
WT DialoqueldleS peaksManyT ongues... 
WT DialogueldleHelgaT opics 

WT DialoqueldleHuntersS hackHunter... 
WT DialoqueldleEImeraT opics 

WT DialoqueldleThelmaT opics 

WT DialoqueldleSkonjarT opics 

WT DialogueldleLegateH amiinT opics 
WT DialoqueldleCastusT opics 

WT DialoqueldleYnglodT opics 

WT DialogueldleB almirT opics 

WT DialoqueldleLalaineT opics 

WT DialoqueldlePressurePuzzleAdven... 
WT DialoqueldleRefectorAdventurer... 
WT DialogueldleVontusT opics 

WT Dialoqueldle¥ alstadtT opics 

WT DialogueldleSigurT opics 

WT DialogueldleLorumendT opics 

WT DialoqueldleN alionT opics 

WT DialogueldleYngfaT opics 

WT DialoqueldleShomaraT opics 

WT DialogueldleT heodynBienneT opics 
WT DialogueldleS venjal opics 

WT DialoqueldleMudcrabMerchantT o... 
WT DialoqueldleGildanT opics 

WT DialogueldleLuriusT opics 

WT DialogueldleHuntersShackHunter... 
WT DialoqueldlePlantsBitterSeedsT opi... 
WT DialoqueldledjiraT opics 

WT DialogueldleRoseT opics 

WT DialoqueldleHroldarT opics 

WT DialoqueldleGeitrichT opics 

WT DialogueldleSignyT opics 

WT DialoqueldleLeoneT opics 


WT Dialogueldle SignyBranch1 Topic2 
Mama tells me there are some bad people on the island, so we lock our doors at nightin — |The town guards were all burned by that dragon, 
But hopefully the guards catch them. 


VWTDialogueldleSignyBranch2Topic2 
Vell ifyou need to trade, speak with papa. He's the blacksmith. | bet he can forge you a —J| |e used to have aninn, but it was bumed down 
|ifyou need food you should go to the inn. They call 


ft headed east, over the mountains. | Marna said there's an old Nordic barrow on the 


eoooooeeeeocooneeeeecoceeg eee ee e000 Seo eeo00 0008 


+| | [~ Show all text 





Figure 747 - Invisible Continue. 


We can use invisible continues to break up a single big topic without needing to prompt the 
player to select a dialogue response in between. In the following example I used an invisible 
continue to change what an NPC says based on different conditions. 
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Chaining dialogue topics together 


Open the first topic. 
Tick ‘Invisible Continue’. 


If you haven’t already linked the topics together, right-click in the dialogue list below it and select 
Add Link. 


Topic Irito 


ee What can you tell me about Wyrmstooth? [ Requires post-processing 


Prompt: fO/eo) Speaker: NOME ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| a | Link To: I Invisible Continue 


Response Text Emotion Edited Topic 


Mama bells me there are some bad people on the island, so we lock our doors at night in case they come by. Fear (30) 


Remove Link 
IW HasLIPFile [ SayOnce | Force Subtitle |. Can Move While Greeting [ Spends Favor Points Favor Level: [None +| Copy All 
[On Activatior [7 Goodbye . Random [ Random End Audio Qutput Override | Hours until reset: | 0.00 Paste 


Conditions: 


Target | Function Mane Function Info 
GetIsID Actor: "WT Signy 


[_ Walk Qway Invisible In Menu [ Walk Qway: NONE ~| 


Scripts 


Begin: End: Script Name Add 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 


Remove 


Properties 


cacel_| 





Figure 748 - Adding an invisible continue. 
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Chaining dialogue topics together 


Select the topic you want to continue to then click OK. 


select topic 


|) Joptlevelonly 0 fw Current quest only G& 


Quest 


WT Dialoquel dle 
WT Dalogueldle 
WT Dialoguel dle 
WT Dialoquel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Dalogueldle 
WT Dialoquel dle 
WT Daloguel dle 
WT Dialoquel dle 
WT Daloguel dle 
WT Dialoquel dle 
WT Daloguel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Dialogueldle 
WT Dialoquel dle 
WT Daloqueldle 
< 


Branch Scene 


WT DialogueldleS homarabrar... 
WT Dialoguel dleShormaraBbrar... 


WT DialogueldleSignyB ranch 
WoT DialogqueldleSignyB ranch 
WT DialogueldleSignyB ranch? 
WT DialogueldleSignyB ranch? 
WT DialogueldleSignyB ranch? 
WT DialogueldleSignyBranch3 
WT DialogueldleSigurBranch1 

WT DialogueldleSiqurBranch? 
WT DialogueldleSigurBranch? 
WT DialogueldleSigqurBranchs 
WT Dialoguel dleSigurBranch4 
WT DialogueldleSigqurBrarnch5 


WT Dialoguel dleSitsWithB eet... 
WoT DialogueldleSitsWithb eet... 
WT Dialoguel dleSits\yithB eet... 
WoT DialogueldleSitsWithb eet... 
WT DialogueldleSkonjarBranc... 
WT DialogueldleSkonjarbranc... 
WT DialogueldleS konjarBranc... 
WT DialogueldleS peaks any... 
WT DialogueldleS peaksh any... 
WT DialoqueldleS peaksM ary... 


Topic 

WT DialoqueldleS homarabranchsT op 
WT DalogueldleS homarabranch4 Top 
WT DialogueldleSignyBranch Topic 
WT Dialoguel dleSignyB ranch Topice 
WT DialogueldleSignyBranch?eT opict 
WT DialoqueldleSignyBranch2T opic? 
WT DialogueldleSignyBrancheT opic4 
WT DialoqueldleSignyBranch3T opict 
WT Dialoguel dleSigurBranch Topic 
WT DialoqueldleSigurBrancheT opicl 
WT DialogueldleSigurBranch2 Topic? 
WT DialoqueldleSigurBranchsT opic 
WT Daloguel dleSigurbranch4 Topic 
WT DialoqueldleSigurBranchST opic 
WT Daloguel dleSits\yIthB eetlesB rane 
WT Dialoquel dleSits'Withb eetlesB rane 
WT Daloguel dleSits\yithB eetlesB rane 
WT Dialoguel dleSits'Withb eetlesB rane 
WT DalogueldleSkonjparBranch Topic 
WT DialogqueldleSkonjarBranche Topic 
WT DialogqueldleS konjarBranchsT opic 
WT DialogueldleS peaksh anyT ongues 
WT DialoqueldleS peaks anyT ongue: 


WT DialogueldleS peaksManyT onque: “ 


> 


Cancel | 





Figure 749 - Selecting the topic to continue to. 
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601 


Chaining dialogue topics together 


Confirm that the topic was added successfully then click OK to close out of Topic Info. 


Topic Irifo 


Les What can vou tell me abouk Wyrmstooth? [ Requires post-processing 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 


Responses: Share Response Data From Info: NONE +| aa | Link To: I Invisible Continue 
Response Text Emotion Edited 


Mama tells me there are some bad people on the island, so we lock our doors at night in case they come by, Fear (30) WTDialoguelde... | WTDialogueldle: 


i¥ HasLIFFile [ SayOnce [ Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 
GetIsID Actor: "WTSigny" 


Scripts 


[ Walk Away Invisible In Menu [ walk Away: NOME ~| 


Begin: End: Script Name Add 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 


Properties 


cacel_| 





Figure 750 - Next topic linked to. 
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Chaining dialogue topics together 


Ensure the Topic Text field is blank in the topic we’ve linked to. 


Topic 


ID | WT DialoqueldleSignyBiranch1 Topic Subtype ‘Custom +| | Bo all before repeating 
Topic Text | (0/80) Priority 50.00 


Info | Flags #... | Speaker NPC | Target NPC | Is Voice Type = In Faction Conditions 


The town guards were all burned by that draga,.. 1 WT Signy fGetSkage .. 
But hopefully the guards catch therm. 1 WT Signy (GetStage .. 





Figure 751 - Empty topic text. 


So this topic contains two Topic Infos, allowing the NPC to say two different things based on 
out condition check. 
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Chaining dialogue topics together 


If WTBarrowOfTheWyrm hasn’t been completed yet, Signy will follow on and end the topic 
chain with this line: 


Topic Irfo 


Topic Requires post-processin 
eh [OO [ Requires post-p q 


Prompt: II fofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE ~| ae | Link To: [Invisible Continue 


Response Text Ermotion 
The town guards were all burned by that dragon, so we need to be really careful now, Fear (70) 


IW HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetSthage Quest: Wi TBarrowOrThewyrnn 
GetIsID Actor: "WT Signy" 


[ Walk Away Invisible In Menu [ walk Away: | NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties 





Figure 752 - First Topic Info in the linked topic. 
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Chaining dialogue topics together 


Otherwise if WTBarrowOfTheWyrm has been completed, Signy will end the topic chain with 
this instead: 


Topic Info 


Topic Requires post-processin 
eh [OO [ Requires post-p q 


Prompt: II fofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE ~| ae | Link To: [Invisible Continue 


Response Text Ermotion 
But hopefully the guards catch them, Fear (30) 


I¥ HasLIFFile [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetSthage Quest: W'TBarrowOrThewyrnn 
GetIsID Actor: "WT Signy" 


[ Walk Away Invisible In Menu [ walk Away: | NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties 





Figure 753 - Second Topic Info in the linked topic. 
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Blocking branches 


BLOCKING BRANCHES 


If we wanted dialogue in a specific branch to be said by the NPC with priority over even the 
hello lines, we can set the branch up as a blocking branch. 


Let’s start by creating a new branch with a topic that we want the NPC to say first. 


In the Dialogue Views tab, right-click in the blank area and select ‘Create branch’. 





Quest: WTTestQuest — x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 0... 
[S] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


NPC response text one 


Insert branch into current view 


+ | [ Show all text 





Figure 754 - Creating a new branch. 


Enter in the ID of the new branch then click OK. For this example, I set it to 
WTTestQuestBlockingBranch. 


Mew Branch ID mm 


(WIT estQuestBlockingB ranch 
cancel _| 


Figure 755 - Setting the ID of the new blocking branch. 





Enter in the ID of the first topic in the new branch then click OK. 


New Starting Topic ID 


WT TestliuestBlockingBranchT opic 


Cancel | 


Figure 756 - Setting the ID of the new blocking branch's topic. 





Double-click or right-click on the topic in the new branch and select ‘Edit topic’. 
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Blocking branches 





Quest: WTTestQuest _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 
WT TestQuest&thirDialoqueV¥iew * 


[S]| suppos e here is something you could do forme. | 


(S] You have? Incredible. Hopefully the Forswom didnt 


| VWTTestQuestDialogueChainTopic2: Player option 1. 
- 
NPC response text ore. C] 7 - NPC response text two. 


WiTestQuestDialogueChainTopic3: Player option 2 
. a NPC response text three. 


Delete topic 


New info 


Use Info 


| _| [~ Show all text 





Figure 757 - Editing the topic in the new branch. 
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Blocking branches 


Don’t add anything into the Topic Text field. Instead, just right-click in the Info list and select 
New. 


Topic 


ID | WT TestQuestBlockingBranchTopic Subbype [Custom ~| . Do all before repeating 
Topic Text (Of80) Priority [50.00 


Flags #... | Speaker NPC | Target NPC Is Voice Type | In Faction Conditions 


Copy 
Delete 


Move to Topic 
Replicate to Topic 
Create Info Stack from Forrm List 


hake Shared Info 





Figure 758 - Adding NPC response text. 
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Blocking branches 


Enter in the NPC’s dialogue into the Response Text field then click OK. 


New Response 


Topic: 
Prompt: -- 


Response Text (5O/149)} 


: This is something I want to say before I say anything else, 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernokion Type [Neutral ~| Emotion value [50 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: © From way f° FromLTF 





Figure 759 - Entering in the dialogue that we want the NPC. 
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Blocking branches 


Right-click in the Conditions list and select New. 


Topic Info 


Topic Requires post-processin 
leh [OO [ Requires post-p q 


Prompt: fOo/eo) Speaker: NOME ~| 
Filter: | 
NONE +] | Link To: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Emotion Edited 


This is something I want to say before I say anything else, Neutral (504 


iW HasLIFFile [ SayOnce [ Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Gudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wane Function Info 


Duplicate 
Delete 


Copy Condition 


<s| >>| Copy All Conditions 


Paste Conditions 
[Walk Away Invisible In Menu [ Walk Away: NONE ~| 
Scripts 
Begin: End: Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | are 
Remove 


Properties 


cacel_| 





Figure 760 - Adding a new condition. 


Ensure the Condition Function is set to GetIsID and set the actor. Again, for this example, 
that’s going to be Athir. 


Condition Item 


Condition Function Parameters (Use dliases) [ {Use Pack data! Comparison Value OK | 


|GetisIo | Actor: WW TFollowerAthir' |== +| 1.0000 on A 
; | Swap Subject Use Global | Cancel | 
Runon | Subject ¥ eck T_ aes 





Figure 761 - Setting the GetlsID condition. 
Click OK to close out of Condition Item. 

Click OK to close out of Topic Info. 

Click OK to close out of Topic. 
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Blocking branches 


Right-click in the branch and select ‘Edit branch’. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialoque Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthiDialoqueView * 


[S]| suppos e here is something you could do forme. | 


(S] You have? Incredible. Hopefully the Forswom didnt 


VWTTestQuestDialogueChainTopic?: Player option 1. 
| ed 
NPC response text ore. NPC response texttwo. 
= ; Nf 


WTTestQuestDialogueChainTopic3: Player option 2 
NPC response text three. 


This is something I wantto say before | s a anything else. Add topic 


Remove branch from current view 
Delete branch 


Use Info 


+| | [ Show all text 





Figure 762 - Editing the branch properties. 


Click on the Blocking radio button to set the branch up as a blocking branch, then click OK. 


Dialogue Branch 


ID | WTTestQuestBlockingBranch 


. Exclusive 


Starting Topic |WTTestQuestBlackingBranchTc +) 
cancel 


Figure 763 - Setting the branch from Top-Level to Blocking. 
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Blocking branches 


The colour of the branch should now change to green. 





Quest: WTTestQuest _— x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 


[S]| suppose here is something you could do forme. | 


[S] You have? Incredible. Hopefully the Forswom didnt 


WTTestQuestDialogueChainTopic2?: Player option 1. 
a NPC response text two. 

WTTestQuestDialagueChainTopic3: Player option 2. 
a NPC response text three. 


NPC response text ore. 


WTlestQuestBlockingBranth * 


This is something I wantto say before | s ay anything else. 


+| | [~ Show all text 





Figure 764 - The new branch set up as a blocking branch. 


One caveat of using blocking branches is that they won’t automatically flow on to the other 
branches we’ve defined, meaning we need to link them manually. 


To make this easier, firstly move the blocking branch to the left of the other branches and 
topics. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combs | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 
WT TestQuestAthirDialoqueView * 


[S] | suppose there is something you could do for me. | 


WiTestauestBlockingBranch* 


SLL | 
This is something | wantto say before | s a anything else. | [S] You have? Incredible. Hopefully the Forsworn didnt 


NPC response tet ore. 


| _| [~ Show all text 





Figure 765 - Moving the blocking branch into position. 
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Blocking branches 


Left click on the topic response in the blocking branch’s topic and drag and drop over to the 
other starting topics one at a time to link them all to the blocking branch’s topic. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 
> 
[S] | suppose there is something you could do for me. | 


WT TestQuestBlockingBranch * 


= 
This is something | wantto say before | s ay anything else. —- [S] ‘You have? Incredible. Hopefully the Forsworn didnt 


we 
NPC response tet ore. 


+ | [~ Show all text 





Figure 766 - The topic in the blocking branch linked to the other topics. 
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Blocking branches 


Note: The topic in the blocking branch does have priority over hello’s, so you might want to add an extra 
condition to only use it in specific situations such as on a specific quest stage. 


In the example below, I added a GetStage condition to ensure the topic in the blocking branch is 
only used when the current stage of WTTestQuest ts 0. 


Alternatively, if it’s something you only want an NPC to only ever say once, tick the Say Once 
checkbox. 


Topic Info 


Topic Requires post-processin 
eh [OO [ Requires post-p q 


Prompt: fOfeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE ~| oe | Link To: [Invisible Continue 


Response Text Emotion Edited Topic 


This is something I want to say before I say anything else, Neutral (50) WTTestQues... WTTestQuestathirB 
WTTestQues... WTTestQuestathirB 
WTTestQues... WTTestQuestDialog 


I HasLIPFile [ SayOnce [| Force Subtitle [ Can Move While Greeting [ Spends Favor Points Favor Level: [None +| 
[_ On Activatior [7 Goodbye |. Random [ Random End 4udio Gutput Override | Hours untilreset: | 0.00 
Conditions: 

Function Mame Function Info 


Getstage Quest: ‘wT TestQuest’ 


GetIsiIo 4 ctor: WY TFollowerAthir' 


ae 


[_ Walk Sway Invisible In Menu [ Walk Qway: NOME ~| 


Scripts 
Begin: End: Script Name Add 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 


Remove 


Properties 


cacl_| 


Figure 767 - Adding a getstage condition check to the blocking branch’s topic. 
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Generating an .SEQ file 


GENERATING AN .SEQ FILE 


Before we can test out our dialogue in-game, we need to generate or update an SEQ file. 


Important: Every time you add a new quest containing new dialogue, you will need to generate a new 
SEQ file. 


Click on the Save button in the Creation Kit to save these changes before continuing. 
Open xEdit. 


Ensure your mod ts selected then click OK to begin loading. 























@® Module Selection O x 
Filter: | Preset; v Load Save Delete 
Filename File Order « ESM Load Order = FormlD Prefix 
[m] Skyrim.esm [GarmeMaster] ESM QO 00 
+ [mg] Update.esm [Update] ESM 1 #0 
{| Dawnguard.esm [ESM] [Plugins.txt:2][LoadOrder.txt:2] ESM 
[|] HearthFires.esrn [ESM] [Plugins.txt:3][LoadOrder.txt:3] = ESM 
+ [_] Dragonborn.esm [ESM] [Plugins.txt:4][LoadOrder.txt'4] ESM 
+] Unofficial Skyrim Legendary Edition Patch.esp [ESM] [Plugins.txt:5][LoadOrder.txt:5] ESM 
+} Wyrmstooth.esp [ESM] [Plugins.txt:10][LoadOrder.txt:9] = ESM 2 02 
+ ({_] Wyrmstooth-original.esp [ESM] [Tirme:2021-08-12 23:45:13] = ESM 
[_] SkyUlesp [Plugins.tet:6] 
[_] HighResTexturePackO1.esp [Plugins txt: ?][LoadOrder.txt:6] 
[_] HighResTexturePackO2,esp [Plugins.txt:8][LoadOrder.txt:?] 
[_] HighResTexturePackO3.esp [Plugins.txt:9][LoadOrder.txt:8] 
4 (_] TiminglsEverything.esp [Plugins.txt:11] 
[_] Extended Encounters.esp [Plugins.txt:12][LoadOrder.txt:10] 
4 (_] Open Cities Skyrim.esp [LoadOrder.txt:11] 
+ [_] tacotronsamples.esp [LoadOrder.txt:12] 
H{_] Call Followeresp [Plugins.txt:13] 
+) (_] ArcheryTrickshot.esp [Plugins.txt:14][LoadOrder.txt:13] 
[| AelaTestCell.esp [Plugins.txt:15] 
[|] Paper World Map - Lighting Edit.esp [Time:201 7-06-19 10:51:40] 
[|] Paper World Map - Wyrmstooth.esp [Time:201 7-06-19 10:51:44] 
+ ({_] Wyrmstooth-largerlandlod.esp [Tirme:2021-03-05 19:10:55] 
+} [_] tacotronsamples - Copy.esp [Tirne:2021-04-24 22:37:48] 
#({_] Extended Encounters - Orig.esp [Time:2021-06-30 20:14:49] 
+ [_] Occlusion.esp [Tirme:2021-08-31 13:19:50] 
[_] tesannwyn.esp [Tirme:2021-09-18 18:42:03] 
(4) tastrierge ass [Pie | | OI 
OK 








Figure 768 - Loading the mod in TES) Edit. 
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Right-click on your mod and select Other > Create SEQ File. 


Generating an .SEQ file 





@® TEssedit 4.0.3 





= | [03] testquest.esp (AAICACSF) 


Editor IB 








i O x 


< > Lo Help @ videos 3 NexusMods 4 GitHub @®) Discord (® Patreon © Ko-Fi PB PayPal 














alia ues Keep [| children []siblings [_] parent's siblings 
p g P g 
[00] Skyrim.esm C665FD56 
[00] TESV.exe [03] testquestesp 
[01] Update.esmm ESB67BDA - Record Header a 
[02] Wyrmstooth.esp 3498F 855 Signature TESA 
__©. [03] testquest.esp Sata Data Size 139 
Micon nies [eeactahen beatctahnctal ae eee 
Geste vineeenas Record Flags 
cat a teh meal Us FormiD NULL - Null Reference [00000000] 
Remove Filter Version Control Info 1 None 
Apply Filter Form Version 43 
Apply Filter for Cleaning Version Control Info 2 00 00 
Apply Filter to show Conflicts HEDR - Header 
Version 1.700000 
Apply Filter (selected files only) Nimnber nt Records 3 
Apply Filter for Cleaning (selected files only) Next Object ID ooon4ecs 
Apply Filter to show Conflicts (selected files only) OFST - Unknown 
IE ~ | “known 
Check for Errors secon bie 
: : CNAM - Author DEFAULT 
Check for Circular Leveled Lists age 
SNAM - Description 
Renumber FormlDs from... Master Files 
Inject Forms into master... =) Master File #0 
: MAST - FileName Skyrim.esm 
Apply Script... 
DATA - Unknown 00 00 00 00 00 00 00 00 
Undelete and Disable References =) Master File #1 
Remove "Identical to Master" records MAST - FileName Update.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
Add ? = RAn ote Pile HD ba 
Mark Modified : 


Filter by filename: 


[00:18] Background Loade 


vy Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition Spreadsheet What's New 


Add Masters... 


Sort Masters (to match current load order) 








Clean Masters (= Remove all unused Masters) 


Hidden 


Create Merged Patch 


Generate LOD 

Build Reference Info 

Build Reachable Info 

Batch Change Referencing Records 

Localization > 
Log Analyzer > 
Mark all files without ONAM as modified 


Options 


Figure 769 - Creating a new SEO file. 
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Generating an .SEQ file 


This process should complete pretty quickly. Once it’s done, you should see “[Create SEQ file 


done]’ appear in the bottom left. 









































Figure 770 - SEO file created. 
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@® Tessedit 4.0.3 x 
= [03] testquest.esp (AA3CACSF) < > Lo \Help @ videos (3 NexusMods & GitHub QB} Discord (@ Patreon © Ko-Fi PP PayPal 
Filter by Name: | | and =’ by Value: | 
Flea ee Keep L] children [J siblings [_] parent's siblings 
[00] Skyrirn.esm C665FD56 
#~ [00] TESV.exe [03] testquest.esp 
+ [01] Update.esrn ESB67BDA =) Record Header a 
Ti li alcohol iicitdbsate Signature TES 
(ERE2 2 UA) sc: VL, SRE Fa Data Size 139 
Record Flags 
FormlD NULL - Null Reference [00000000] 
Version Control Info 1 None 
Form Version 43 
Version Control Info 2 00 00 
=} HEDR - Header 
Version 1,700000 
Number of Records 3 
Next Object ID oo0049C5 
nknown 
DELE - Unkt 
CNAM - Author DEFAULT 
NAM - De 
=) Master Files 
=} Master File #0 
MAST - FileName Skyrim.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
=} Master File #1 
MAST - FileName Update.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 ” 
a= han ee. s 
Filter by filename: | View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition Spreadsheet What's New 
[Create SEQ file done] Processed Plugins: 1, Sequence Files Created: 1 





617 


Generating an .SEQ file 


To confirm the SEQ file has indeed been created, navigate to the Skyrim\Data\SEQ or Skyrim 
Special Edition Data\SEQ folder. 


You should see an .seq file here with the same name as yout .esp file. 


‘\Stearm\steamapps\common\skyrim\Data\ Seg 


vi 


This PC Local Disk (Cs) Prograrn Files (86) Steam steamapps common Skyrim Data 


Name Date modified Type Size 
wm Quick access 
BB testquest.seq 28/09/2021 6:41 PM SEQ File 
& OneDrive 
ME This PC 
MA Desktop 
BB Docurnents 
jm Local Disk (C:) 
@m, Local Disk (D:) 


@m, Local Disk (D:) 


a Network 


litem | 1item selected 4 bytes | 





Fagare 771 = SEO file exists. 


In the next section, Pll be covering the process of recording voice acting for your dialogue and 


generating lip files for NPC lip-synching. 
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Adding voice acting and lip synching 


ADDING VOICE ACTING AND LIP SYNCHING 


Now that we have some dialogue in our test quest, we’ll need to add voice acting and lip 
synching. 


Important: Voice acting needs to be recorded at 44.1 KHz and saved in the .wav format so we can 
process them later with Unfuzer. 


Before passing your dialogue over to a voice actor, you will need to set up a spreadsheet 
containing a list of all lines spoken by an NPC. This spreadsheet should include notes for the 
voice actor to follow to help guide their performance. 






















































rs Thelma_Dialogue.xlsx - Excel ?7 fF -nA x 
FILE HOME INSERT PAGE LAYOUT FORMULAS DATA, REVIEW VIEW Sign in 
aan ~+v =m = F Aaa | a <4 > AutoSum ~ A 

ik Arial *110 ~-\A a —=— BW Ee Wrap Text General ‘ = 4 \ (_m ral 7Y [Fy 

p Ba - = = ecaluoaal os ra - he Format | Oeil Sort & Find & 
aste , Bsrus-|fe| &- _ > SS ES fe Merge & Center ~ $ + % » <0 00 onditional Format as e nsert elete Forrnat ort in 
~- © _ — a , nia oo Formattingy Tabley Styles ~ . . - & Clear~ Filter Select 

Clipboard G& Font iF) Alignment iP) Number G Styles Cells Editing “a 

v 
L M N e) nm 
(Player is messing around) 
62) THLM_042 |Get out of here! | = 
Wyrmstooth - Thelma (+) 4 > 





HA i -—eR— + 10% 





Figure 772 - Sample dialogue spreadsheet. 
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Adding voice acting and lip synching 





Once you’ve received the voice acting from your voice actor, browse to the 


Skyrim\Data\Sound\voice or Skyrim Special Edition \Data\Sound\voice folder. 


reate a new folder named after your mod. For this test quest example a € testquest.csp . 
Creat fold d after y d. For this test quest ple, that’ll be ‘testquest.esp’ 


F Mm = C:\Program Files (86)\Steam\steamapps\common\Skyrim\Data\Sound\woice 


- a ¥ Local Disk (C:) Program Files (x86) Steam steamapps common Skyrim Data Sound 


Name Date modified Type Size 


w® Quick access : 
F Processing 15/07/2021 8:08 PM File folder 
& OneDrive B testquestesp 29/09/2021 1:53 PM File folder 
ME This PC Be Wyrmstooth.esp 6/08/2021 2:47 PM File folder 
MM Desktop 
BB Docurnents 
jm Local Disk (C:) 


= Local Disk (D:) 
a, Local Disk (D:) 


+ Network 


3items | 1 itemselected | 





Figure 773 - Voice Type folders. 
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Adding voice acting and lip synching 


Go into that folder and create a new folder named after the voice type assigned to the NPC. 
For example, if the NPC uses the MaleNord voice type, name that folder MaleNord. 


In my example, Athir is from the Wyrmstooth mod and uses the WTVoiceType voice type, so I 
created a folder called “WTVoiceType’. 


Note: Ideally, you should be using a custom voice type for NPCs that have their own voice acting. 
Players may find it a bit jarring if an NPC’s voice actor keeps changing. 


| Mm = C:\Program Files (86)\Steam\steamapps\common\Skyrim\Data\Sound\wvoice\testquest.esp 


€ - a4 E£ Prograrn Files (86) Steam steamapps common Skyrim Data Sound » voice » testquestesp 


Name Date modified Type Size 
wm Quick access 
B WTvoiceType 29/09/2021 1:59 PM File folder 
@& OneDrive 
ME This PC 
MM Desktop 
&B Documents 
j= Local Disk (C:) 


= Local Disk (D:} 
am, Local Disk (D:) 


+ Network 





litem | 1itemselected | 


Figure 774 - Creating a voice type folder. 
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Adding voice acting and lip synching 


Copy your voice acting files into that folder. 


F BM = | C:\Program Files (<86)\Steam\steamapps\common\Skyrim\Data\Sound\woice\testquest.esp\WTVoice Type 
| File Home View 


€ - v > F Steam steamapps common Skyrim BEL Sound voice testquestesp WTVoice Type 


Name # Title Contributing artists | Album 
wm Quick access 

& test_rec_O01.wav 
@& OneDrive &, test_rec_O02.wav 


WE This PC ® test_rec_O03.way 
WSF 


& testrec_0M.wav 


MM Desktop 


& test_rec_O05.wayv 
BB Documents 


& test_rec_O06.wav 
i Local Disk (C:) & test_rec_O07.way 


a Local Disk (D:) 
a, Local Disk (D:} 


w@ Network 


7 items | 





Figure 775 - Folder containing voice acting files. 


Next, we need to rename these .wav files to match the internal naming scheme. 
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Adding voice acting and lip synching 


In the Quest properties, go to the Dialogue Views tab and double-click on the response text 
below a topic to open it. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


WT TestQuestAthirDialoqueView * 


[5] | suppose there is something you could do for me. | You 


[S] You have? Incredible. Hopefully the Forsworn didn't give 


+| | [ Show all text 





Figure 776 - Dialogue Views tab. 
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Adding voice acting and lip synching 


Double-click on the first response to open its properties. 


Requires post-processing 


Topic Info 
Topic fIsthere anythingIcandotohelp? = ssSs—<S~si‘<CSCSt 
Toe Is there anything I can do to help? 
Prompt: fOofeo) Speaker: | NONE ~| 


Filter: | 
NONE SI! one | Link To: ! Invisible Continue 


Share Response Data From Info: 

Response Text Emotion 

I suppose there is something you could do For me. Happy (20) 

You see, ['ve been searching for 4 certain blade, 4n heirloom of sorts, that I'd like to get my hands on. Sad (30) 

The last anyone knows, it had Fallen into the hands of the Forsworn of the Reach. I was hoping I'd stumble 4... Puzzled (30) 
Neutral {S04 


IF vou Find ik, I'd rauch aooreciate it if vou would bring it back bo me. The blade's name is Embersunder, 
IW HasLIFFile [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 


[Random End Audio Cutput Override | Hours until reset: | 0,00 


Target | Function Wame Function Info 
GetSthage Quest: "W'TAthirFavar'’ 
GetIsID Achor! "WTFollower thir’ 


Responses: 


[ On Sctivatior [~ Goodbye  [~ Random 


Conditions: 


<s| >>| 
[ Walk Away Invisible In Menu [ walk Away: NOME ~| 


Scripts 
Begin: End: Script Mame 
Papyrus Fragment | Advanced | oF WT _TIF_ 03006445, 


Papyrus Fragment | Advanced 
Properties 


self GebOuwningQuest(), SetStagel10) 


Compile | Compile | 
cencel_| 





Figure 777 - Topic Info. 
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Adding voice acting and lip synching 


The file name for this line appears in the Voice Filename field. Select this string and press 
CTRL + C to copy it. 


Edit Response 


Topic: Is there anything I can do to help? 
Prompt: -- 
Response Text (49/150) 


I suppose there is something vou could do For me, 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernotion Type [Happy ~| Emotion value [20 


Voice Filename | (ig Peatcn amiccielicce: Tn mn nnn at anne 


Sound File Select Sound | 


ae wed Path 


WTVoIcET Dakal Sound Voice bestquest. esp 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: From wav From LTF 





Figure 778 - Voice Filename. 
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Adding voice acting and lip synching 


Go to the folder containing the voice files and rename the corresponding .wav file for this line. 


al r co C:\Program Files (<86)\Stearmn\steamapps\common\Skyrim\Data\Sound\wvoice \testquest.esp\W/TVoice Type 


File Home View Music Tools 


€<¢ >v fF | Steam steamapps common Skyrim BEL Sound voice testquestesp WTVoice Type 


Contributing artists | Alburn 
® Quick access 


& OneDrive test_rec_O03.wav 


me This PC test_rec_O04 way 
MA Desktop 
2] Documents 


test_rec_O05.way 
test_rec_O06.way 


=> 


test_rec_O0/i way 


l= [b> [> [b> fe fe fe 


jj Local Disk (C:) WTTestQues_WTTestQuest4thi_O000644C_1.wavy 
= Local Disk (D:) 
@m, Local Disk (D:) 


e® Network 





7 items | 
Figure 779 - Renamed the .wav file. 
Repeat these steps to rename the rest of the .wav files for this topic. 


The filenames are sequential, so if the Voice Filename for the first line ts 
WTTestQues_WTTestQuestAthi_QOQ006AAC_1, the second line will be 
WTTestQues_WTTestQuestAthi_QOQO0GAAC_2 then 
WTTestQues_WTTestQuestAthi_QO006AAC_3 and so on. 
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Adding voice acting and lip synching 


Repeat these steps to rename the .wav files for the responses from the other topic too. 


Topic Info 
oe Edit Response a” . | 


es I've found your sword, Topic: I've Found your sword, [ Requires post-processing 
Prompt: -- 


Prompt; Response Text (738i 50) 0/80) Speaker: NOME ~| 


You have? Incredible, Hopefully the Forsworn didn't give you boo much 
trouble, 
Responses: wl ou. | Link To: [Invisible Continue 


Scripk Wokes 
z ited | 


You have? Incredible, Hopefully the 
Here, take this, It's park of my partic 




















IY HasLIPFile [ Say Once 
[~ on Activatior [7 Goodbye 


Conditions: 


Target | Function Marnie Idle Animations 


S GetStage Speaker NONE ~| Listener MONE ~| 


5 GetIsIo 
j¥ Use Emotion Snimation 


Audio 


Scripts 


Begin: Datal Sound ¥oicetestquest esp 


Papyrus Fragment | Advanced | 


Properties 


View Valid MPCs For this voice type | 
Record | Preview Save Configure | 
Compile | Generate Lip File: © From Way From LTF 


zi coe _| i 
OK Cancel 














Figure 780 - Getting the Voice Filename for the other topic. 
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Adding voice acting and lip synching 





All the .wav files should now have been renamed like they have in the following screenshot: 


il F cS C:\Program Files (x86)\Stearm\steamapps\common\Skyrim\Data\Sound\voice \testquest.esp\W/TVoice Type 


File Home View Music Tools 


<¢ > vf | Steam steamapps common Skyrim BEL voice testquestesp WTVoice Type 


=m Contributing artists | Album 
® Quick access 
WTTestQues_ WTTestQuest4thi_000064.4,C 
& OneDrive 
ME This PC 
MR Desktop 
BB Documents 


WTTestQues_WTTestQuest4thi_000064.4C 
WTTestQues_ WTTestQuest4thi_OO008G4.4.C Sway 
WTTestQues WTTestQuest4thi_000084.4D_Taway 


WTTestQues WTTestQuest4thi_O000844D_ 2.way 


je> [b> [b> [b> [o> fe fe 


iam, Local Disk (C3) 
= Local Disk (D:) 


@m, Local Disk (D:) 


&® Network 





7 items | 


Figure 781 - .wav files renamed. 








Next we need to generate the lip sync data. The lip syne data we generate will be stored in .lip 
files. 


When the process is complete, we should have a .lip file for each .wav file in the voice type 
folder. 
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Adding voice acting and lip synching 


Go back to the first line of the first topic. 


The ‘Generate Lip File: button will be greyed out until you select the .wav file in the list above. 
Once selected, the “Generate Lip File: button should un-grey itself if the corresponding -wav file 
can be found in the voice type folder. 


Click on the ‘Generate Lip File:’ button to generate the _lip file. 


Edit Response 


Topic: Is there anything I can do to help? 


Prompt: -- 
Response Text (49/150) 


I suppose there is something you could do For me, 


Script Motes 


a 


Idle Animations 


Speaker | KONE ~| Listener | MONE ~| 


™ Use Emotion 4nimation 


Audio 


Ernotion Type Happy *| Emotion value 20 
Voice Filename | WTTestOues WTTestQuestathi_OO006a4c 1 


Sound File Select Sound | 


Voice Type ‘iis wi} lip | TkF | Path 
WTVoIcET ele MW Dake Sound Voice bestquest. esp) 


View Valid NPCs For this voice type | 
Record | | | Configure | 


f@ From way” FromLTF 


<s| OK | Cancel | >>| 


Figure 782 - Generating a .lip file. 
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Adding voice acting and lip synching 


A lip file should appear in the voice type folder. 


Tle 
| File Home 


€ - ai 


wm Quick access 
@& OneDrive 
ME This PC 
MH Desktop 
BB Documents 
jm Local Disk (C:) 


C:\Program Files ¢ 


Share 


JIE yy 


stearnapps common Skyrim Data 


Name 
BB owWTTestQues_WTTestQuestAthi_O000644C_1.lip 
& WTTestQues_WTlestQuestAthi_O000644C_lwav 
& WTTestQues_WTTestQuest4thi_O000644, 
& WTTestQues_WTTestQuest4thi_0000644, 
& ‘WTTestQues_WTlestQuest4thi_OO000644C_diway 
& \WTTestQues WTTestQuest&thi_O000644C_S.wav 
® WTTestQues_WTlestQuest4thi_O000644D_1.wav 


‘\Stearm\steamapps\common skyrim\Data\S 


ound \woice\testquestesp\WTVoice Type 


Sound voice testquestesp WTVoice Type 


Title Contributing artists 


Album 


@, Local Disk (D:) ® WTTestQues_WTTestQuest4thi_O000644D_2.wav 


@m, Local Disk (D:) 


a Network 





Sitems | 1 itemselected 8.96KB | 


Figure 783 - .lip file created successfully. 


Repeat these steps to generate a .lip file for the other responses in this topic. 
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Repeat these steps to generate lip files for the responses in the other topic too. 





Topic Info 
aa Edit Response 


es I've Found your sword, Topic: = I've Found your sword. | Requires post-processing 


| Prompt: -- 


| Prompt: Response Text {132/150} fofso} Speaker: MONE + | 


| Here, take this, Ik's part oF my portion of the bounty For killing that dragon, 
but you deserve it more than I For what you've done, 
| Responses: ‘ a Wee | Link To: | Invisible Continue 


Script Motes 





Response Text 


You have? Incredible, Hopefully the 
Here, take this. It's park of my port 


n Edited Branch | Topic 
40) Ny 
40) M 


iW HasLIPFile | Say Once 


a stior [Goodbye reset: | 0.00 
Conditions: 
Target | Function Marnie Idle Animations 
5 GetStaqe Speaker NOME ¥ | Listener | NONE ~| No 
5 GetiIsID Ao 
lf Use Enotion Animation 
Audio 
Emotion Type Happy + | Emotion Value /40 
Voice Filename WTTestQues WTTestQuestathi_OO00644D_ 2 
<s| >>| New | € > 
Sound File Select Sound | | Walk Away: | NONE | 
Scripts 
Woice Type Mi. | EY! lip | IeF | Path 
Begin: 


WTvoiceType MN YL) oN WN Data SoundiVvoiceltestquest. Mame Add 


_TIF_O3006440 | 


Papyrus Fragment | Advanced 


View Valid NPCs For this voice type 


Record | Configure | 
Compile | f : f From Way oC" From LIF 


es a era BI OK | Cancel | | 





Figure 784 - Generating .lip files for the responses in the second topic. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 631 


Adding voice acting and lip synching 


We should now have a .lip file for each .wav file in the voice type folder. 


Fr G Fr co C:\Program Files (<86)\Stear\steamapps\common\Skyrim\Data\Sound\woice \testquest.esp\W/TVoice Type 


File Home Share View Music Tools 


€<¢ >v fF Fr Steam steamapps common Skyrim Data Sound voice testquestesp WTVoice Type 


Name Title Contributing artists | Album 
Quick access 
BW TestQues_WTTestQuestAthi_0000644C_1.i p 


OneDrive AS, WTTestQues_WTTestQuestAthi_O000644C_1.awav 
BE WTTestQues_WTTestQuestAthi_O000644C_2.lip 
PY WTTestQues WTTestQuest4thi_ 00008440 2.way 
lal WTTestQues_WTTestQuestAthi_O000644C_3.lip 
4 WTTestQues WTTestQuest4thi_ 00008440 3.way 
fm Local Disk (C:) BB wTestQues_WTTestQuestAthi_O000644C_4.lip 
@, Local Disk (D:) PY WTTestQues WTTestQuest4thi_O000644C0_4d.wav 
BE WTTestQues_WTTestQuest&thi_0000644C_5.lip 
PY WTTestQues_WTTestQuest4thi_O000644C Sway 
, Network B WTTestQues_WTTestQuestAthi_0000644D_1.lip 
PY WTTestQues_ WTTestQuest4thi_O000644D_1.way 
BW TestQues_WTTestQuestAthi_O000644D_2.lip 
4 WTTestQues_ WTTestQuest4thi_O000644D 2 way 


This PC 


MR Desktop 
2] Documents 


@m, Local Disk (D:) 


14 items | 





Figure 785 - A .lip file generated for each .wav file. 


Lastly, we need to pack the pairs of .lip and .wav files together in a .fuz file. We'll need the 
Unfuzer utility which can be downloaded from Nexusmods. 


After extracting Unfuzer to a new folder, launch it by running Unfuzer.exe. 


Unfuzer 0 ++ Edition v1.5 


Folder to parse: 


Os \Projects'\ Modding Skyrimivvyr mstooti Utilities \Untuzer 


Parse subfolders [ |Recursively 


Wnfuz (Fuz-> swine Slay ] Process . lio files Refuz (vay->xwim->Fuz) 





Figure 786 - Unfuzer. 
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The first thing we need to do is change the path to point to our voice type directory. 


Click on the path beneath ‘Folder to parse’. 


Select the folder containing the voice type folder. In our example, that’s ‘C:\Program Files 
(x86) \Steam \steamapps \common\Skyrim \Data\Sound\voice \testquest.esp\WTVoiceType’. 


Browse for Folder 


Select Folder to parse, All Fuz or wary Files in the selected 
Folder will be processed, 


SKSE 
Sound 
Fx 
i VOICE 
Processing 


i bestquest.esp 
WT Voice [ype 
Wir sooth, esp 
SErings 
TESSEdit Backups 


Cancel 





Figure 787 - Selecting the voice type folder. 
Click OK. 


There are no subfolders so we can untick ‘Parse subfolders’. 
Ensure ‘Process .lip files’ is ticked. 
Click ‘Refuz (Wav->Xwm->Fuz)’ to begin the process. 

ra Untuzer C++ Edition v1.5 


Folder to parse: 


Ci\Program Files (x86 )\Steam\steamappstcommonsSkyrinDataSoundwoice 
\testquesteso wT VoiceT ype 


| |Parse subfolders Recursively 


Wnfuz (Fuz-> ewer Say) ] Process . lio files Retuz (vay->xwim->Fuz) 





Figure 788 - Ready to fuz. 
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Go back to the voice type folder. The .wav and .lip files should now be gone and in their place 


you should see a .fuz file for each pair of .wav and .lip files. 


C:\Program Files (x86)\Stearn\stearmapps\common\Skyrim\Data\ Sound woice \testquest.esp\WTVoice Type 


Music Tools 
common Skyrim Data voice > testquestesp » WTVoiceType 


Title Contributing artists Album 
® Quick access 
& OneDrive 


en ec ithi_O000644C_3.fuz 
= WS a 


MR Desktop 
BB Documents 


thi_OO00EAAC ¢ 


@ Local Disk (C:) WTTestQues_WTTestQuestAthi_OO00644D_2.fuz 


am, Local Disk (D:) 
= Local Disk (D:} 


ail Network 





7 items | 


Figure 789 - The .wav and .fux files fuzed together. 


The last thing left to do is to check out our dialogue in-game to confirm it works. 


You see, I've been searching for a certain blade. An heirloom of sorts, that I'd like to get my hands 


lab Exit 





Figure 790 - The NPC saying their response to the topic selected by the player. 
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ADDING HELLO, COMBAT, CRIME AND 
OTHER INCIDENTAL DIALOGUE 


This section will cover adding incidental dialogue such as hellos, combat barks, trespass, theft, 
and pickpocket alerts, and so on. Most of these topics are set up in basically the same manner, so 
Pll cover a few examples which should give you enough of an idea. 


Important: Incidental dialogue should go into a quest with ‘Start Game Enabled’ ticked. 


To start things off, let’s create a new quest. See the section The basics of setting up quests for 
instructions on how to do this. For this example, I named the quest DialogueGeneric with a 


WT? prefix. 


Note: To prevent reanimated NPCs from using these lines, you can add a ‘IsCommandedActor == 0” 
condition to the quest as per the screenshot below: 








Quest: WTDialogueGeneric - x 
Quest Data Guest Stages) Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc Scripts 
ID) |WTDialogueGeneric Type |None y| 
Quest Name Generic dialogue Object Window 
Filter Recompile All Papyrus Scripts 
Priority [60 
Export Scene Dialogue | 

Event NONE + 


Export Quest Dialogue | [Exclude from dialogue export 


Calculate voice assets | 
Lines of dialog: 0 


IW StartGame Enabled [¥ Run Once [~ Warn on alias fill failure 


[ Allow repeated stages 


Quest Dialogue Conditions 





Text Display Globals 
Target Function Name Function Info Comp Value - 
6 proved ioe wenatatn ions ae iN Oa nano oee ah accom. .= pa ieaiadornnveN vena oe ij i a oo 0 eeeahionantoveNven } Editor ID 
<| >| New 








Figure 791 - Quest Data tab. 
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To add that condition, right-click in the Quest Dialogue Conditions list and select New. 








Quest: WTDialogueGeneric — x 
| Guest Data Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
ID) |WTDialogueGeneric Type [None 7 
Quest Name [Generic dialoque Object Window | 
Filter Recompile All Papyrus Scripts | 
Priority [60 
Export Scene Dialogue | 
Event | NONE 7 


Export Quest Dialogue | [~ Exclude from dialogue export 
Calculate voice assets | 


IV StartGame Enabled [¥ Run Once [ Warn on alias fill failure 














| Allow repeated stages 
Lines of dialog: [0 
Quest Dialogue Conditions Text Display Globals 
Target — Function Name | Function Info - 
Editor ID 

Duplicate 

Delete 

Copy Condition 


Copy All Conditions 


«| >| Paste Conditions New 


Figure 792 - Adding a Quest Dialogue Condition. 
Set the Condition Function drop-down to ‘IsCommandedActor’ and set the Value field to 0. 


Condition Item 4 


Condition Function Parameters (Use dliases) [ (Use Pack data)! Comparison Value 


|IsCommandedéctor | NONE | |== +| al aan 
Swap Subject Use Global | Cancel | 
aa suiect = LI and Target 





Figure 793 - IsCommandedActor condition function. 


Click OK to close out of the Condition Item propertties. 
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Let’s start by adding some hellos. These lines are spoken by an NPC automatically when close to 
the player. 


Go to the Misc tab, right-click in the Topics list and select New Topic. 





Quest: WTDialoqueGeneric _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service || Misc Scripts | 


Subtype ~| Topic Text | (0/80) Priority 


Branches [ Top-levelonly Topics 


|Editor1D {| Flags _| 


| SpeakerNPC | TargetNPC | Is Voice Type | InFaction Conditions 





Delete Topic 


Move to Branch 





~ Branch Data 
C Normal @ Top-Level © Blocking 
Starting Topic 


| | 








Figure 794 - Adding a new topic. 
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Select ‘Hello’ then click OK. 


select tapic 


) Current dialogue type only 


Topics 
Observelombat 
Noticelorpse 

TimeT ola 

Goodbye 

Singh eee eapon 
SHootB ony 

“Key byject 

Jurnip 

EnockO ver bec 
Destroyl byect 
ShandonF urriture 
LockedO byect 
PickpocketT opic 
PursueldleT opic 
Shared! nto 
PlayerCastProjectles pel 
PlayerlastS elf pel 
Players Hout 

Idle 

EnterS printbhreath 
Enter owoomBbreath 
Exitbowoombreath 
ActorCollidewithéctor 
PlayerinlronS ights hl 


Cancel | 


Figure 7/95 - Last of topic types. 





Next, you'll be prompted to enter in an ID for the topic. 


For this example, I just called it WTDialogueGenericHello. 


New Topic ID ~ 


wT DialogueG enencHello 


Cancel | 


Figure 796 - Topic ID. 
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Click on the Hello topic in the Topics list to highlight it. 


Now right-click in the section to the right of the Topics list and select New to add a new hello. 





Quest: WTDialogueGeneric _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc Scripts | 


Subtype |Hello 7 Topic Text | (0/80) Priority [50.00 


Branches [ Toplevelonly Topics 


|EditorID {| Flags_| 


| SpeakerNPC | TargetNPC Is Voice Type | In Faction Conditions 








WT DialogueGenericHello (Hello) 


Copy 

Delete 

Move to Topic 

Replicate to Topic 

Create Info Stack fromm Form List 
Make Shared Info 





~ Branch Data 
Normal © Top-Level € Blocking 
._ Exclusive 
Starting Topic 


| = 














Figure 797 - Adding a new hello. 
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Enter in the line of dialogue in the Response Text field. 
Set the Emotion Type and Emotion Value if necessary then click OK. 


New Response 


Topic: 
Prompt: -- 
Response Text (16/149) 


: Yes? What is ik? 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Emotion Type [Disqust ~| Emotion value E 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type 


Record | Preview | Save | Configure: | 


Generate Lip File: From Wa > From LTF 


cee _| 


Figure 798 - Adding response text. 
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Now we need to add a condition to determine which NPCs will say this line. 


Right-click in the Conditions list and select New. 


Topic Irifo 


Topic Fe | Requires post-pracessin 
a q p A g 


Prompt: | fOo/eo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: | NONE ¥ | ae | Link To: [Invisible Continue 


Response Text “Emotion | Edited — 
Yes? What is it? Disgust (204 hy 


i@ HasLIPFile [| SayOnce [| Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: |None 
| On Activatior [~ Goodbye [ Random [ Randora End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Name Function Info 


Duplicate 


Delete 


Copy Condition 
Copy All Conditions 


<< >| Paste Conditians New 
halk # Invisibl len [ walk Qway: | NONE 


Scripts 
Begin: End: Script Marne Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | =e | 


cocel_| 


Figure 799 - Adding a condition to determine which NPC(s) will say this line. 





One way to do that is by using the GetIsID condition to limit the line to a specific NPC. This is 
fine if you don’t want to share lines between NPCs, if for example, your NPCs are all voiced by 
different voice actors. 


Condition Item 


Condition Function Parameters (Use dliases) [ (Use Pack data! Comparison Value 


Achor: "WYTFollowerAthir | j== + | | 1.0000 on [7 


* 
=a Swap Subject Use Global | | 
Run on ‘Subject | a | a and Target 


Figure 800 - Adding a GetIsID condition. 
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Another option is to limit the scope by voice type. This is done in the base game where a single 
voice actor is responsible for voice acting multiple NPCs. 


Condition Item 


Condition Function Parameters (Lise aliases) | (Use Pack dataj! — Comparison Value 


* 
GetisVoiceType VoiceType: "WTVoiceT ype! == ¥ | | 1.0000 on [7 

| | =a ae | Swap Subject Use Global | Cancel | 
meee = a and Target 





Figure 801 - Adding a GetlsV oice Type condition. 


You can use a combination of conditions as well. The GetInFaction condition can be used to 
limit a line of dialogue only to members of a specific faction. For example, if you only want 
guards to say a specific line of dialogue, you can set the GetInFaction to the ‘IsGuardFaction’ 
faction which all guard NPCs are members of. 


Condition Item 


‘a 
Condition Function Parameters (Lise aliases) | (Use Pack dataj! — Comparison Value OK | 


/GetInFaction ¥ | Faction: ‘TsuardFaction’ == + | | 1.0000 oR I 
Subject =OU*~C<C*“‘ ~;~S~S*‘éSCO!#*;*;*«‘~SYgY =a aoe | Swap Subject Use Global | 
See oubject * 5 and Target 


Figure 802 - Adding a GetInFaction condition. 





For a full list of Condition Functions, see the article on the Creation Kit wiki. 
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Once your condition has been added, tick the ‘Random’ tickbox. By default, NPCs will cycle 
through all their hellos sequentially. By ticking random, NPCs will choose a hello at random 
instead. 


Click OK to close out of Topic Info. 


Topic Info 


Topic Requires post-processin 
eh ee [ Requires post-p q 


Prompt: fofeo) Speaker: | NONE ~| 
Filter: | 
HOME ¥ al Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ermation Edited 
Yes? What is it? Disgust (20) 


If HasLIFFile [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye [Random End Audio Qutput Override | Hours until reset: | 0,00 


Conditions: 


Function Marne Function Info 
GetIsIo Actor: "WTFollowerdthir'’ 


<s| >>| New 
[ Walk Away Invisible In Menu [ walk Away: NONE ~| 


Scripts 
Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | aes 


Properties 


cacel_| 





Figure 803 - Response condition added. 
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You should generally aim to have at least a dozen alternative lines for each NPC or voice type 
for the sake of variety. 





Quest: WTDialogueGeneric _ x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service || Misc Scripts | 
Subtype [Hello +] Topic Text | (0/80) Priority [50.00 


Branches [ Top-levelonly Topics 
TEdtorID || Flags | feaoiDSSOSOSCSCS~*~ .. | Speaker NPC Target NPC Is Voice Type | In Faction Conditions 
: = | RES WTFollowerdthir |] [Gets ID WT FollowerAthi 


WT DialogueGenericHello (Hello) 








~ Branch Data 
™ Normal € Top-Level Blocking 
[” Exclusive 


Starting Topic 


| | 














Figure 804 - The first hello added. 
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The following screenshot is from the WTDialogueldle quest in Wyrmstooth showing you some 
of the hellos set up for NPCs. 


As you can see some of the hellos are configured to only occur at certain quest stages using the 
GetStage condition function. Some hellos are only configured to occur at certain times of the 
day using the GetCurrentTime condition function. 





Quest: WTDialogueldle - x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service || Misc Scripts | 
Subtype [Hello 7 Topic Text [DialogueGenericHello (20/80) Priority [50.00 



























Branches [ Toplevelonly Topics 
TEditorID || Flags | Info : = FL. | #... | SpeakerNPC | 71.) 1) Conditions _ —_ fis. 
gs WT Dial IdleCollide (Act So this is life on the frontier... how exciting! RF... 1 WTLorume.. . . (GetlsID WTLorumend == 1.00) 
‘aT Disko al Seiler > aa os Those miners are here on Wyrmstooth soleytode.. FA... 1 ‘WTSprigga..  . . [GetlsID WT SprigganMatrarch == 1.00) AND (GetStage WTPric 
WT Dike sal dleHello (Hello) Let what happened here remind those that nature... FR... 1 WTSprigga... ; . [GetlsID WTS prigganMatrarch == 1.00) AND (GetStage WT Pric 
Sareea dleHelloShared Nature will always prevail FR... 1 WTSprigga..  . . (GetlsID WTSprigganMatriarch == 1.00) 
WTDial 9 IdleZK, K = May the miners that died by your hands nourish n... FR... 1 WTSprigga..  . . [GetlsID WTSprigganMatrarch == 1.00) AND (GetStage WTPric 
= ey (ZKey... We will never forget what you done forus here at... F.. 1 WTSprigga.. . . [GetlsID WTSprigganMatriarch == 1.00) AND (GetStage WTPric 
Those miners sought the blood of Shor. They will... Ro. 1 WTSprigga...  . . (GetlsID WT SprigganMatriarch == 1.00) AND (GetStage WTPric 
Let nature rest, be at peace. FR... 1 WTSprigga..  . . [GetlsID WT SprigganMatrarch == 1.00) 
May the winds of Kyne blow ever in your favor. FR... 1 WTSprigga..  . . (GetlsID WTSprigganMatriarch == 1.00) AND (GetStage WTPric 
Those spriggans gives me the creeps. The soone... Fi... 1 ‘WTBolmar . . (GetStage WTPricelessCommodity >= 10.00) AND (GetStage W1 
It would be a shame to lose this mine to 4 bunch ... FR... 1 WTBolmar : . [GetStage WTPricelessCommodity >= 10.00) AND (GetStage 'W1 
Just be careful, traveler. FR... 1 WTBolmar : . (GetStage WTPricelessCommodity >= 10.00) AND (GetStage W1 
| don't mind talking trees. But spriqgans? Hah, diff... Fo. 1 ‘WTBolmar . . (GetlsID WTBolmar == 1.00) 
‘You might want to prepare yourself before going i... FR... 1 WTBolmar : . [GetStage WTPricelessCommodity == 10.00) AND (GetlsID WTB 
Thank you for taking care of those spriggans, frie... FR... 1 WTBolmar : . (GetStage WTPricelessCommodity == 30.00) AND (GetlsID WTB 
The mines are up and running, thanks to you. FR... 1) WTBolmar . . (GetStage WTPricelessCommodity == 30.00) AND (GetlsID WTB 
Hello there. FR... 1 WTBolmar ; . [GetlsID WTBolmar == 1.00) 
Greetings. FR... 1 WTBolmar . . (GetlsID WTBolmar == 1.00) 
Everything's all right? FR... 1 WTBolmar . . [GetlsID WTBolmar == 1.00) 
What is it? FR... 1 WTBolmar ; . [GetlsID \WTBolmar == 1.00) 
Need something? FR... 1 WTBolmar . . (GetlsID WTBolmar == 1.00) 
Yes? RF... 1 3 WTBolmar . . (GetlsID WTBolmar == 1.00) 
Hmm’? FR... 1 WTBolmar ; . [GetlsID \WTBolmar == 1.00) 
Good morning HIAR.. | 1 | WTBolmar | | [| (GetCurrentTime NONE >= 6.00) AND (GetCurrentTime NONE < 
Good afternoon. FR... 1 WTBolmar ; . (GetCurrentTime NONE >= 12.00) AND (GetCurrentT ime NONE 
Good evening. FR... 1 WTBolmar : . [GetCurrentTime NONE >= 19.00) AND (GetCurrentTime NONE 
Good night. FR... 1 WTBolmar . . (GetCurrentTime NONE >= 23.00) AND (GetCurrentT ime NONE 
Speak. FR... 1 WTBolmar . . (GetlsID WTBolmar == 1.00) 
Working in the mines here on Wyrmstooth ain'tso... =F... 1 9 WTBolmar ; . [GetlsID WTBolmar == 1.00) 
Welcome friend. Grab yourself a pickaxe and min... FR... 1 9 WTBolmar . . (GetStage WTPricelessCommodity == 30.00) AND (GetlsID WTB 
Careful when going to the bottom of the cave. It's... F.. 1 WTBolmar . . (GetlsID WTBolmar == 1.00) 
4 dead dragon. That's something you won'tseee... FR... 1 WTGeitrich ; . (GetQuestRunning WIDragonKilled == 1.00) AND (GetlsiID WTG 
It's really dead, then? FR... 1 WTGeitrich . . (GetQuestRunning WIDragonkKilled == 1.00) AND (GetlsID WTG 
One dragon less on Wyrmstooth, that's for sure. FR... 1 WTGeitrich . . (GetQuestRunning WIDragonkKilled == 1.00) AND (GetlsID WTG 
> Branch Data By the gods, look how huge that dragon is! R... 1) WTBolmar . . [GetQuestRunning WIDragonKilled == 1.00) AND (GetlsID WTB: 
© Notmal € Top-Level & Blocking Look at its claws, wouldn't want to get hitbyone.. =F... 1 WTBolmar . . (GetQuestRunning WIDragonKilled == 1.00) AND [GetlsID WTB: 
Excl Is it really dead? FR... 1 WTBolmar . . (GetQuestRunning WIDragonKilled == 1.00) AND (GetlsID WTB: = 
“CIUSI¥ve 
< > 
Starting Topic 
< > 








Figure 805 - List of hellos from Wyrmstooth. 
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Goodbyes are set up in the same way as hellos. 


Right-click in the Topics list and select New Topic. 





Quest: WTDialogueGeneric a x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc Scripts | 
Subtype [Hello ~| Topic Text | (0/80) Priority [50.00 


Branches [ Toplevelonly Topics 


[Edie] age | Egos, { lee 


WT DialogueGenercHello [Hello] 


#R... Speaker NPC Target NPC Is Voice Type | In Faction Conditions 





Delete Topic 


Move to Branch 





~ Branch Data 
Normal © Top-Level € Blocking 
._ Exclusive 
Starting Topic 


| re 














Figure 806 - Adding a goodbye topic. 
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This time, set the topic type to Goodbye then click OK. 


select tapic 


) Current dialogue type only 


Topics 
UbserveCormbat 
Noticelopse 


Shooth ow 

“Key byject 

Jurnip 

Knock Over bject 
Destroy byect 

StandonF urniture 
LockedO byect 
PickpocketT opic 
PursueldleT opic 

Shared! nto 
PlayerlastProyechleS pell 
PlayerCast’ elfS pel 
Players hot 

Idle 

EnterS printbhreath 
EnterBow“comBbreath 
EsitboweoomBbreath 
ActorCollidenwithéctor 
PlayernironS ights 
Outotbreath hl 


Cancel | 


Figure 807 - Selecting the Goodbye topic type. 





Enter in the Topic ID. For this example I just called it WTDialogueGenericGoodbye. 


New Topic ID ~ 


wT DialogueG enencloodbye 


Cancel | 


Figure 808 - Setting the topic ID. 
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To add a goodbye, click on the goodbye topic in the Topics list then right-click in the response 
list to the right and select New. 





Quest: WTDialogueGeneric _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc Scripts | 


Subtype [Goodbye 7 Topic Text | (0/80) Priority [50.00 


Branches [ Toplevelonly = Topics 


[Editor ID ‘|| Flacs | Editor ID | th #R... Speaker NPC Target NPC Is Voice Type | In Faction Conditions 
Jags es 
WT DialogueGenericGoodbye [G... 
WT DialogueGenericHello (Hello) 





Copy 
Delete 


Move to Topic 


Replicate to Topic 
Create Info Stack from Form List 
Make Shared Info 





> Branch Data 
™ Normal © Top-Level 7 Blocking 
[7 Exclusive 

Starting Topic 


| 














Figure 809 - Adding a new goodbye. 


Goodbyes are set up in the same manner as hellos. 
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Note: You don’t need to tick the “Goodbye’ tickbox for Goodbye dialogue. 


Goodbyes are triggered when the player manually exits out of dialogue with an NPC. 


Topic Irfo 


Topic Requires post-processin 
op Ee [ Requires post-p q 


Prompt: fofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| ae | Link To: [Invisible Continue 


Response Text Ermation Edited 
Yeah, cya later, Neutral (50) 


I¥ HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[~ On Activatior [7 Goodbye [Random End Audio Qutput Override | Hours until reset: | 0,00 


Conditions: 


Target | Function ame Function Info 
GetIsIo Actor: "WTFollowerdthir'’ 


<s| >>| New 
[” Walk Away Invisible In Menu [ walk Away: NONE ~| 


Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cacl_| 





Figure 810 - A sample goodbye. 
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For more information on each topic type see the Misc tab article on the Creation Kit wiki. 


select tapic 


| Current dialogue type only 


Topics 
Observelombat 
Noticelopse 

Time ola 

Singh eee eapon 
SHootB ony 

“KeyO byject 

Jurnip 

EnockO ver bec 
Destroy byect 
ShandonF urriture 
LockedO byect 
PickpocketT opic 
PursueldleT opic 
Shared! nto 
PlayerCastProjechles pel 
PlayerlastS elfS pel 
Players hot 

Idle 

EnterS printbreath 
Enter ow oomBbreath 
Exitbowoombreath 
AchorCollidewithéctor 
PlayernlronS ights 
OutofBreath 

Combat runt hl 


Cancel | 


Figure 811 - Last of topic types for the Mase tab. 





TimeToGo is a trespass warning that doesn’t lead to the guards getting called. 


EnterSprintBreath, EnterBowZoomBreath, ExitBowZoomBreath, LeaveWaterBreath, 
OutofBreath, PlayerCastProjectileSpell, PlayerCastSelfSpell pertain to the player and don’t need 
to be set up for NPCs. 





Jump, DestroyObject, StandOnFurniture and PlayerlronSights aren’t used. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 650 


Adding hello, combat, crime and other incidental dialogue 


Next, let’s look at setting up topics under the Combat tab. 


Topics defined here pertain to dialogue spoken by NPCs during combat, or upon witnessing the 
player commit a crime. 


Let’s start by adding an attack line. This line may be used when an NPC makes an attack with a 
melee weapon. 


Right-click in the Topics list and select New Topic. 














Quest: WTDialogueGeneric _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes || Combat Favors | Detection | Service | Misc | Scripts | 
Subtype ~| Topic Text | (0/80) Priority 
Branches [ Top-levelonly = Topics 
TEdtorID I] Floos | | Flags _#R... Speaker NPC _TargetNPC Is Voice Type In Faction | Conditions | Has... | 
Jags 
Delete Topic 
Move to Branch 
~ Branch Data — 
™ Normal & T evel ( BI 
T_ Exclu 
Starting Topic 


< > 





Figure 812 - Adding a new topic to the Combat tab. 
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Select Attack in the topic types list then click OK. 


select topic 


| Current dialogue type only 
Topics 


Powerdthack 

Bash 

Hit 

Flee 

BleedOut 

Avoid] hreat 

Death 

Group Strategy 
Block, 

T aurit 

AllyRilled 

Steal 

‘eld 

4ccephy eld 
PickpocketCombat 
Assault 

Murder 

Assault 
Murder C 
PickpocketNC 
StealF rank 
Trespass4.gainsthll 
Trespass 

WereT ranshormlrnime hy! 


Cancel | 


Figure 813 - List of combat topic types. 





Set the Topic ID and click OK. For this example, I just set it to WTDialogueGenericAttack. 


New Topic ID a” 


NWT DialogueG enencAttack| 


Cancel | 


Figure 814 - Setting the topic ID for the attack topic. 
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Click on the attack topic to highlight it, then right-click in the section to the right and select 
New. 





Quest: WTDialogueGeneric _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Attack v | Topic Text (0/80) 


Branches [ Toplevelonly Topics 


TEdtorID |] Flags | Er =====—=——— ... | Speaker NPC Target NPC Is ¥oice Type In Faction 
lags oo 
WT DialogueGenericAttack (Atta... 


Copy 
Delete 





Move to Topic 


Replicate to Topic 
Create Info Stack from Form List 
Make Shared Info 





~ Branch Data 
© Normal © Top-Level © Blocking 
~ Exclusive 

Starting Topic 


| 














Figure 815 - Adding a new attack line. 
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Enter in the line of dialogue in the Response Text field. Generally you're going to want to set the 
Emotion Type to Anger for attack lines. 


Click OK once you’re done. 


New Response 


Topic: 
Prompt: -- 
Response Text (10/149) 


: *Hyaargh!* 


Script Motes 


Idle Snimations 


Speaker | NONE ~| Listener | NONE ~| 


Iw Use Emotion 4nimatian 


Audio 


Ernotion Type lancer 7| Emotion Value [50 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! Save Configure: | 


From wit f° From LTF 





Figure 816 - Setting up an attack line. 
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Add a condition to determine which NPC(s) should use this line then click OK to close out of 
Topic Info. 


Topic Info 


Topic Requires post-processin 
ee [LO [ Requires post-p q 


Prompt: fofeo) Speaker: | NONE ~| 
Filter: | 
HOME i ee | Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ernotian 
*Hyaargh!* Anger (50) 


if HasLIFFile [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsID Actor: "WTFollawer Athir" Ea SS SNE 


[ Walk Away Invisible In Menu [ walk Away: | NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 





Figure 817 - Added a condition to the attack line. 
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You’re going to want to have at least half a dozen or more different attack grunts for variation. 


Quest: WTDialogueGeneric 


— x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Attack | Topic Text | (0/80) 
[ Top-levelonly = Topics 





Branches 


.| Speaker NPC Target NPC Is Voice Type | In Faction 





WT DialogueGenericAttack (Atta... 


WTFollowerdthir Td Gets W 


~ Branch Data 





™ Normal © Top-Level Blocking 
T_ Exclusive 
Starting Topic 


| 














Figure 818 - The attack line has been added. 
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We can set up combat taunts in the same manner. These are phrases randomly spoken while an 


NPC ts engaged in dialogue. 
Right-click in the Topics list and select New Topic. 





Quest: WTDialoqueGeneric _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes || Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Attack e| TopicTetfo 0780) Prioty [5000 — 


Branches [ Toplevelonly = Topics 


TEdtorID || Flags | fedtorIDS™*~S«Y = nae | #R.. SpeakerNPC = TargetNPC — Is Voice Type | InFaction | Conditions Has... 
jags = 
WT DialogueGenericAttack (Atta... 











Delete Topic 


Move to Branch 





~ Branch Data 
C Normal @ Top-Level © Blocking 
Starting Topic 


| | 








Figure 819 - Adding a taunts topic. 
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Click on the Taunt topic type to highlight it then click OK. 


select topic 


| Current dialogue type only 


Topics 
Powerdthack 

Bash 

Hit 

Flee 

BleedOut 

Avoid] hreat 

Death 

Group Strategy 
Block 

AllyKulled 

Steal 

‘eld 

Acceptyield 
PickpocketCombat 
Assault 

Murder 

Assault 

Murder C 
PickpocketNC 
StealFromhl 
Trespass4.gainstill 
Trespass 

Were T ranshornlrime 
VorcePowerS tarts hort hy! 


Cancel | 


Figure 820 - Selecting the taunt topic type. 





Enter in a Topic ID then click OK. For this example, I just went with 
WTDialogueGenericTaunts. 


New Topic ID ~ 


WT DialogueG enenicT aunts 


Cancel | 


Figure 821 - Entering in a topic ID for the taunt topic. 
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Click on the taunts topic to highlight it then right-click in the area to the right and select New. 





Quest: WTDialogueGeneric _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Taunt 7 Topic Text | (0/80) 


Branches [ Toplevelonly Topics 


TEdtorID |] Flags | ... | Speaker NPC Target NPC Is ¥oice Type In Faction 
lags a 
WT DialogueGenericattack (Atta... 


WT DialogueGenericT aunts [T au... 
Copy 


Delete 





Move to Topic 


Replicate to Topic 
Create Info Stack from Form List 
Make Shared Info 





— Branch Data 
© Normal Top-Level ~ Blocking 
[7 Exclusive 
Starting Topic 


| 














Figure 822 - Adding a new combat taunt. 
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Enter in the line of dialogue in the Response Text field. Again, you’re probably going to want to 
set the Emotion Type to Anger. 


Click OK to close out of New Response. 


New Response 


Topic: 
Prompt: -- 
Response Text (33/149) 


: What's he matker, getting tired? 


Script Motes 


Idle Snimations 


Speaker | MONE ~| Listener | NONE ~| 


Iw Use Emotion 4nimatian 


Audio 


Ernotion Type lancer 7| Emotion Value [50 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ay Configure: | 


Generate Lip File: ( From wav  ¢~ From LTF 





Figure 823 - Setting up a combat taunt. 
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Again, tick Random and add a condition to determine which NPC(s) can use this line of dialogue 
during combat then click OK. 


Topic Irfo 


Topic Requires post-processin 
eh [LO [ Requires post-p q 


Prompt: fofeo) Speaker: | NONE ~| 
Filter: | 
HOME i ee | Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Emotion 
Wihat's the matter, getting tired? Anger (50) 


i¥ HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye 4 Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsID Actor: "WTFollawer Athir" Ea SS SNE 


[Walk Away Invisible In Menu [Walk Avay: [ NONE ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 





Figure 824 - Combat taunt topic info properties. 
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Here are some combat taunts I set up for Wyrmstooth: 



















Quest: WTDialogueldle _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes || Combat Favors | Detection | Service | Misc | Scripts | 
Subtype [Taunt x| Topic Text | (0/80) Priority [50.00 
Branches [ Toplevelonly Topics 
EdtoriD || Flags | .| Speaker NPC T I. 1. Conditions 
Jags 





There is no escape! WT TheodynBienne 


[ rt. | 4. 
Pee 





eri] (GetlsID WT TheodynBienne == 1.00) 


WT DialoqueldleAttackLines [Attack] 


Come to Shargam, no need to b... 


*SAASASRRRAARAI* 
‘You're no match for me! 
Die now! 

Come on, give me your best! 
| had enough of youl 
Not so fast! 

Damn youl 

Haha, how cute! 

I'll make stew out of you! 
Come onl 

I'll enjoy killing youl 


WT FollowerShargam 
WTFollowerShargam 
WTFollowerShargam 
WT FollowerShargam 
WTFollowerShargam 
WTFollowerShargam 
WT FollowerShargam 
WTFollowerShargam 
WT FollowerShargam 
WT FollowerShargam 
WTFollowerShargam 
WT FollowerShargam 


; 5 This was your last mistake! - WT TheodynBienne (GetlsID WT TheodynBienne == 1.00) 
Tae Surrender now! WT TheodynBienne (GetlsID WT TheodynBienne == 1.00) 
aiiDidcenl dleHitLines (Hit Die now! WTTheodynBienne (GetlsID WT TheadynBienne == 1.00) 
SAGEoEl dleSteall ines [Steal] Ha ha hal WTTheodynBienne (GetHealthPercentage NONE >= 0.75) AND [GetlsID WTTheodynBienr 
ital eSleal HeaNoliiinel Is this all you've got?! WTTheodynBienne (GetHealthPercentage NONE >= 0.75) AND (GetlsID WTTheodynBienr 
witDidicnsel Sissel au Never should have come here! WTTheodynBienne (GetHealthPercentage NONE >= 0.75) AND (GetlsID WT TheodynBienr 
WTDial 9 \dleT li T Just stand still, it will be over so... WT TheodynBienne (GetHealthPercentage NONE >= 0.75) AND (GetlsID WT TheodynBienr 
laloguel de TrespassLines (Tres... | had enough of youl WT TheodynBienne (GetlsID WTTheodynBienne == 1.00) 
Not so fast! WT TheodynBienne (GetlsID WT TheodynBienne == 1.00) 
Damn youl WT TheodynBienne (GetHealthPercentage NONE <= 0.50) AND (GetlsID WT TheodynBienr 
‘You're no match for mel! WT TheodynBienne (GetHealthPercentage NONE >= 0.75) AND (GetlsID WT TheodynBienr 
‘You don't scare mel! WT TheodynBienne (GetHealthPercentage NONE >= 0.75) AND (GetlsID WT TheodynBienr 
Come onl WT TheodynBienne (GetlsID WT TheadynBienne == 1.00) 
| enjoy killing you! WT TheodynBienne (GetHealthPercentage NONE >= 0.50) AND (GetlsID WT TheodynBienr 


(GetlsID 'WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID WTFollowerShargam == 1.00) 
(GetlsID WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID 'WTFollowerShargam == 1.00) 
(GetlsID WTFollowerShargam == 1.00) 
(GetlsID WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID 'WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID 'WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsIB 'WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 
(GetlsID WTFollowerShargam == 1.00) 
(GetlsID 'WTFollowerShargam == 1.00) AND (GetHealthPercentage NOI 


DDDDODUVVDDVDVVVDVDVVVDVDVVVDVDVVVDVDVVVDVD VDDD VDDD 
SS | ee 





‘You shouldn't have come here! WT Ulfgar (GetlsIB 'WTUlfgar == 1.00) 
Die! WT Ulfgar (GetlsID WTUlfgar == 1.00) 
‘You're no match for mel! WT Ulfgar (GetlsiID 'WTUlfgar == 1.00) 
‘You want that gold?! ‘You have ... WT Ulfgar (GetStage WT ShargamFavor == 15.00) AND (GetlsID WTUlfgar == 1.01 
That gold is mine! WT Ulfgar (GetStage WT ShargamF avor == 15.00) AND (GetlsID WTUlfgar == 1.0 
Damn you and damn that orc! WT Ulfgar (GetStage WT ShargamFavor == 15.00) AND (GetlsID WTUlfgar == 1.01 
Send Shargam my regards! WT Ulfgar (GetStage WT ShargamFavor == 15.00) AND (GetlsID WTUlIfgar == 1.01 
> Branch Data | will send Shargam your corpse... WT Ulfgar (GetStage WT ShargamFavor == 1.00) AND (GetlsID WTUlfgar == 1.00) 
@ Normal © Top-Level @ Blocking| | had enough of you! WTUlfgar (GetlsID WTUlfgar == 1.00) 
“| Come onl WT Ulfgar (GetlsID WTUlfgar == 1.00) 
T~ Exclu I'll beat you with my lute if | hav... WTLorumend ; [GetlsID WTLorumend == 1.00) ma 
Starting Topic : > 
< > 








Figure 825 - Combat taunts in Wyrmstooth. 


Some of the combat taunts make use of the GetHealthPercentage condition function so that 
optimistic liens are only spoken if the NPC 1s in good health, while more pessimistic lines are 
only spoken at low health when the NPC is closer to death. 


Condition Iter 4 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value 


NONE | [>= ~| | o.7500 oR Im 
Cancel 
Runon [Subject | a | 


Figure 826 - GetHealthPercentage function checking whether the NPC has 75% of their health or more. 


GetHealthPercentage 





Condition Iter = 


a 
NOME c= ¥ 0.5000 on. 
=e | Swap Subject Use Global | Cancel | 
ABE c 
ee = eda LT and Target 


Figure 827 - GetHealthPercentage function checking whether the NPC ts down to 50% health or Less. 


Condition Function Parameters (Use dliasesi [ {Use Pack data! Comparison Value 


GetHealthPercentage 





In Wyrmstooth, I also make use of the GetStage condition function to only play certain combat 
taunts if the NPC has learned specific information from the player. 


Condition Item 4 
Cancel | 


Figure 828 - GetStage condition used to play specific taunts only at a specific quest stage. 


Condition Function Parameters (Use dliases) [ (Use Pack data)! Comparison Value 


Quest: 'WTShargamFayvor | |== +| 15,0000 orn 


Use Global [ 


Run on [Subject | a a eae 
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Let’s look at crime lines next. 


Firstly it’s important to note that crime topics also have a ‘No Care’ variant. They’re the ones 


that have ‘NC’ appended to the end. 


No Care lines are used when the player is spotted committing a crime, but the NPC witnessing 
the player is not in or is not friendly with the faction that the crime was committed against. 


select tapic 


| Current dialogue type only 


Topics 

Hit 

Flee 

BleedOut 

Avoid] hreat 

Death 

Group Strategy 

Block 

AllpRilled 

Steal 

‘eld 

Accephy eld 
PickpocketCombat 
Assault 

Murder 

Assault 

Murder Cl 
PickpocketNC 
StealF rant 
Trespass4.gainsthl 
Trespass 

Were T ranshormlnime 
VorcePowerS tarts hort 
VocePowerStarLong 
VorcePowerE nds hart 
VoicePowerE ndlong 7) 


Cancel | 


Figure 829 - No Care topics highlighted. 





Crime topics are set up in the same manner as the Attack and Taunt topics, but Trespass is a bit 
different. 


TrespassAgainstNC is the No Care version that does not result in guards getting called. 


Trespass, on the other hand, escalates in several warning levels, with the last level resulting in 


ouards getting called. 


Let’s take a look at setting up the Trespass topic. 
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Right-click in the Topics list and select New. 





Quest: WTDialogueGeneric _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Attack S| Topictet[ 028 2 
Branches [ Toplevelonly Topics 
-EditorID | Flags_| .._#.. | Speaker NPC 
lags be 


WT DialogueGenericAttack [... 
WT DialogueGenericT aunts (... 





Delete Topic 


Move to Branch 





~ Branch Data 
© Normal © Top-Level Blocking 
. Exclusive 
Starting Topic 


| 














Figure 830 - Setting up the Trespass topic. 
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Click on Trespass to highlight it then click OK. 


select topic 


| Current dialogue type only 


Topics 

Hit 

Flee 

BleedOut 

Ayo] hreat 

Death 

Group Strategy 
Block, 

Allpealled 

Steal 

Tield 

Accephy eld 
PickpocketCombat 
Assaulk 

Murder 

Assault 
Murder 
PickpocketNC 
ShealF ror 
Trespass4.gainsthl 


WereT ranshormlrnime 

VorcePowerS tarts hart 

VocePowerStarLong 

VorcePowerE nds hart 

VoicePowerE ndlong 7) 


Cancel | 


Figure 831 - Selecting the Trespass topic. 





Enter in the topic ID then click OK. For this example I just went with 
WTDialogueGenericTrespass. 


New Topic ID ~ 


WT DialogueG enenc | respass 


Cancel | 


Figure 832 - Setting the topic ID. 
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Click on the Trespass topic to highlight it then right-click in the area to the right and select New. 





Quest: WTDialogueGeneric _ x 
Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 


Subtype [Trespass x! Topic Text | (0/80) Priority [50.00 


Branches [ Toplevelonly Topics 


... | #..| Speaker NPC 
[edioiD [Flags | : 
WT DialogueGenericAttack [... 
WiDialoguetieneicTiespes., New 
WT DialogueGenericT respas... 
Copy 
Delete 





Move to Topic 

Replicate to Topic 

Create Info Stack fromm Form List 
Make Shared Info 





~ Branch Data 


© Normal © Top-Level Blocking 
. Exclusive 
Starting Topic 


| 














Figure 833 - Adding a trespass response. 
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Warning level 0 is the first line that’s spoken by an NPC when the player is caught trespassing. It 
should go something along the lines of “You’re not supposed to be here”’. 


New Response 


Topic: 
Prompt: -- 
Response Text (31/149) 


You're nok supposed to be here, 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Emotion Type Janger ~| Emotion Value E 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: From wav From LTF 





Figure 834 - Response Text for a level O trespass warning. 
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Generally we won’t need to tick the Random button unless you’re setting up multiple responses 
per warning level. 


We'll need to add two additional conditions for each trespass warning. 


Topic Info 


Topic | [ Requires post-processin 
Text q p p | 
Prompt: | fO/eo) Speaker: | NONE +| 


Filter: 


Responses: Share Response Data From Info: = NONE vl. | Link To: | Invisible Continue 


Response Text Emotion | Edited | Branch | Topic 
You're not supposed to be here. Anger (20) NH 


iM HasLIFFile [| SayOnce [| Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None | 
| On Activatior [~ Goodbye  [~ Randorn ~ Random End Sudio Output Override | Hours untilreset: | 0.00 


Canditions: 


Target | Function Name _ |, Function Info _ 
GetIsID Actor: iW T Follower athir 











Duplicate 
Delete 


<s| >>| Copy Condition 
Copy All Conditions Valleininae Treacle InMedih I Walk Away: | NONE | 


Paste Conditions 
Scripts 


Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | Taare | 








Figure 835 - Adding the first trespass condition. 


The first condition to check whether the player is trespassing. We can use the IsTrespassing 
condition function to do this. 


Set the Value field to 1 then click OK. 


Condition Item 


Condition Function Parameters (Lise aliases) | (Use Pack dataj! Comparison Value K 


IsTrespassing NONE | == +| | 1,0000 


~*~ 
Swap Subject Use Global | Cancel | 
Run By Target ss—<—s =e fe and Target ; 





Figure 836 - IsTrespassing condition function. 
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Adding hello, combat, crime and other incidental dialogue 


The second condition is used to check the current trespass warning level. We can use the 
GetTrespassWarningLevel condition function to do this. 


For the first trespass warning, set the Value field to 0 then click OK. 
Condition Item 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value 


a 
| GetTrespassWiarningleyvel NONE | j== ¥ | | 0,0000 op | 

. 7 Cancel 
BRnvan [Subject a Salad — Swap Subject Use Global | | 


and Target 





Figure 837 - GetTrespassWarningLevel condition function. 
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Adding hello, combat, crime and other incidental dialogue 


Our first trespass warning should look something like this: 


Topic Info 


Topic Requires post-processin 
ue [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 
HOME i ee | Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ermation Edited 


Youre not supposed to be here, Anger (20) 


if HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random ~ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsIo Actor: "WTFollowerdthir’ == AND 
IsTrespassing NONE == 1.00 AND 


is | GetTrespasstWarningLevel eis Se hh ree 


[ Walk Away Invisible In Menu [ walk Away: NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cocl_| 





Figure 838 - Level O trespass warning set up. 
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Adding hello, combat, crime and other incidental dialogue 


The level 1 trespass warning comes a few moments after the first warning if the NPC detects 
that the player is still trespassing. 


New Response 


Topic: 
Prompt: -- 


Response Text (§2/149)} 


: This is vour Final warning, Leave now before I call the guard! 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernotion Type Janger ~| Emotion value [40 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: From wav From LTF 





Figure 839 - A level 1 trespass warning. 
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For the level 1 warning, set the GetTrespassWarningLevel condition value to 1. 


Topic Info 


Topic Requires post-processin 
ue [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 
HOME i ee | Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ermation Edited 


This is your Final warning. Leave now before I call the guard! Anger (40) 


If HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsIo Actor: "WTFollowerdthir'’ == AND 
IsTrespassing NONE == 1.00 AND 


is | GetTrespasstWarningLevel eis E52) i SA 


[ Walk Away Invisible In Menu [ walk Away: NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cocl_| 





Figure 840 - Level 1 trespass warning set up. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 672 


Adding hello, combat, crime and other incidental dialogue 


Last is the level 2 warning at which point the guards are called to arrest the player. 


New Response 


Topic: 
Prompt: -- 


Response Text (49i149} 


: That's ik, Guards! rrest this trespasser! 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Emotion Type Janger ~| Emotion Value [6 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: ( From wav ¢° From LTF 


Figure 841 - Level 2 trespass warning. 
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Adding hello, combat, crime and other incidental dialogue 


Set the GetTrespassWarningLevel condition value to 2. 


Topic Info 


Topic Requires post-processin 
ue [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 


Responses: Share Response Data From Info: NONE +| aa | Link To: [Invisible Continue 
Response Text Ermation Edited 


That's it, Guards! Arrest this trespasser! Anger (60) 


If HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 
GetIsIo Actor: "WTFollowerdthir'’ 
GetTrespass¥arningLevel NOME 
IsTrespassing NOME 


[ Walk Away Invisible In Menu [ walk Away: NOME ~| 
Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cocl_| 





Figure 842 - Level 2 trespass warning set up. 
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The screenshot below shows trespass warnings set up for NPCs in Wyrmstooth. Each NPC has 
three trespass lines, one for each warning level. 





Quest: WTDialogueldle _ x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat Favors | Detection | Service | Misc | Scripts | 
Subtype [Trespass x! Topic Text [\W'T DialogueldleCombatT respassLines (33/80) 


Branches . Top-level only 


|EditorID |] Flags _| 





~ Branch Data 
™ Normal © Top-Level Blocking 
[- Exclusive 
Starting Topic 


| = 











Topics 
Editor ID 
WT DialoqueldleAttackLines [Attack] 
WT DialogueldleDeathLines [Death] 
WT DialoqueldleFleeLines [Flee] 
WT DialogueldleHitLines [Hit] 
WT DialoqueldleStealLines (Steal) 
WT DialoqueldleStealLinesN otCrime (Ste 
WT DialogueldleT auntLines [T aunt] 
WT DialoqueldleT respassLines (Trespas 





Oh great, an uninvited quest. Leave, stranger, before | call the quards 

‘You're still here, did | not tell you to leave already? 

Guards! We've got a trespasser! 

Sony, stranger. This is my home, not yours. Get out. 

I'm pretty sure | just told you to get out of my home. Do! need to call the guards? 
Guards! GUARDS! Trespasser! Arrest this fooll 


Sorry, friend. Visiting hours are over. I'm going to have to ask you to leave so we can get a bit of shut-eye. 


You're... still here. This is awkward; | really don't want to have to get the quards involved... 
Sorry. friend, but you leave me no choice. Guards! Show this trespasser the door! 
This isn’t an inn, stranger. I'm going to have to ask you to leave. 

I'm warning you, stranger. I'll call the guards if | have to. 

Guards! Remove this stranger from our home! 

It's not wise to break into a blacksmith's home. So leave. 

The door's over there. Use it already. 

Alright, you've asked for it. Guards! There's a skull over here that needs cracking! 
By the Gods, can't! get a little privacy here? Get out! 

I'ta warning you, get out now before | call the guard! 

That's it. Guards! Trespasser! 

Sorry, friend. ‘You're going to have to leave. 

I'd hate to cause any trouble, but you really are overstaying your welcome. 

Sorry, friend, but you've brought this on yourself. Guards! Guards! 

Get out. Now! 

Guards! We've got a trespasser! 

| said quards! By the Gods, where are you useless fools? 

You! Get out. 

*sigh* Last warning, fool. Get out before | ram this pickaxe through your skull. 
Right. Now you're gonna get it. Guards! Trespasser! 

| know I'm irresistible, but it's getting late and | must ask you to leave. 


Maybe you didn't hear me the first time, but I'm going to have to call the guards if you don't remove yourse... 


Very well. Guards! My beautiful face is in danger! Do something immediately! 
Why on Nim would you want to linger here? For your own sake be on your way. 
Seriously. Leave. 

Guards! Help! Burglar! 

How did you get in here? ‘You need to leave. 

Mama, didn't we lock the door already? 

If you don't leave, my papa is going to throw you oul! 

Oh boy, you'te going to be in a lot of trouble if you don't get out of here right now! 


< 


Figure 843 - Sample trespass warnings. 
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Speaker NPC 


WT SpeaksManyT onque 
WT SpeaksManyT ongue... 
WT SpeaksManyT ongue... 
WTPlantsBitterS eeds 
WTPlantsBitterS eeds 
WT PlantsBitterS eeds 
WT Balmir 

WTBalmir 

WTBalmir 

WTYnafa 

WTYnafa 

WTYnofa 
WTHulgard 
WTHulgard 
WTHulgard 

WTS venja 

WTS venja 
WTSvenja 
WT¥ontusLaenius 
WTVontusLaenius 
WT¥ontusLaenius 
WT LalaineLaenius 
WT LalaineLaenius 
WT LalaineLaenius 
WTLeoneLaenius 
WTLeoneLaenius 
WT LeoneLaenius 
WTNalion 

WTNalion 

WTNalion 

WT Gildan 

WT Gildan 

WT Gildan 

WT Signy 

WT Signy 

WTSiany 

WT Signy 
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Adding hello, combat, crime and other incidental dialogue 


For more information on each topic type see the Combat tab article on the Creation Kit wiki. 


select tapic 


} Current dialogue type only 


Topics 

Powerdthack 

Bash 

Hit 

Flee 

BleedOut 

Avoid] hreat 

Death 

Group Strategy 

Block 

AllyRilled 

Steal 

eld 

Accephyield 
PickpocketCombat 
Assault 

Murder 

Assault 

Murder C 
PickpocketNC 

StealF rant 
Trespass4.gainsthll 
Were ranshornlrime 
VorcePowerS tarts hort 
VocePowerStarLong 
VorcePowerE nds hort yf! 


Cancel | 


Figure 844 - List of topic types for the Mase tab. 





AllyKilled, AvoidThreat, GroupStrategy and Yield aren’t used. If you want the NPC to respond 
to a yield request with custom dialogue, use AcceptYield instead. 
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ADDING SCENES 


Scenes are used to carefully choreograph NPC actions. Scenes are divided into phases and an 
NPC can be assigned a different package or dialogue action on each phase. 


Before a phase can end, all actions defined in a phase need to complete. 
For example, the intro carriage ride at the start of the game is set up using a scene. 


In Wyrmstooth, a scene is triggered when you encounter Vulthurkrah for the first time on 
Ancient’s Ascent. 


In this section Pll be showing you how to set up a simple scene involving a couple NPCs. 


Note: [’ll be reusing the same sample quest WTTestQuest that I set up in the previous sections of this 
ouide. If you want to create a new quest for this scene, just be sure to generate a new .seq file once this ts 
done. 


Go to the Scenes tab in Quest properties. 


Right-click in the scenes list on the left hand side and select New. 





Quest: WTTestQuest _ x 
Quest Data Quest Stages | Quest Objectives | Quest Aliases Dialogue Views | Player Dialogue | Favor Dialoque | Scenes Combat Favors | Detection | Service | Misc | Scripts 





EditorlD | Flags | of; 60S ti‘C;;WOOOC*C Edit Data | Edit Actor Behavior | a a [~ Interruptible Edit Actor Flags | 





Delete 





Avahs 








Figure 845 - Scenes tab. 
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Adding scenes 


Enter in a scene ID then click OK. For this example, Pm just going to call it 
WTTestQuestSampleScene. 


New Scene ID 4 


(WIT est uestS amples cene 


Cancel | 


Figure 546 - Scene ID. 





Click on the new scene in the scenes list to highlight it, then right-click in the scene layout 
section to the right and select New Actot. 


Note: Only NPCs added to your Quest Alias tab can be chosen here. 





Quest: WTTestQuest 











_— x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
ID |WTTestQluestSampleScene Edit Data Edit Actor Behavior T~ Begin on [| Stop quest I~ Interruptible Edit Actor Flags | 
WT TestOluest... __EditDats | quest start on end . 

Add Phase at End 

Insert Phase Before 

New Action > 

Copy Action 

Paste Action 

Edit 

Remove 

¥ 
< > 
Ee LE] Ti Stow ott 


Figure 847 - Adding a new actor. 
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Adding scenes 


Select the NPC to add from the list of quest aliases then click OK. 


© Select Form 


a 


Filter | 


Athir 
Embersunder 
BossLocation 





Figure 848 - Selecting the first NPC. 
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Adding scenes 


The NPC should appear in the scene layout as per the screenshot below: 





Quest: WTTestQuest — x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
0 : : : Begin on Stop quest . * 
WTtestuest.. ID |WTTestQuestS ampleScene __EditData | Edit Actor Behavior ~ quest ster Cl 4 [~ Interruptible Edit Actor Flags | 


on en 


+| | [ Show all text 





Figure 849 - An NPC added to the current scene. 


Our scene will need to consist of at least one phase. To add a phase, right-click and select ‘Add 
Phase at End’. 





Quest: WTTestQuest — x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
- [WT TestQuestSampleScene 5 : : Begin on Stop quest : ; 
WT TestQuest... ee Ce __EditData_| Saino oUt r quest stat =! onend [~ Interruptible Edit Actor Flags | 


New Actor 
Add Phase atEnd 

Insert Phase Before 

New Action > 

Copy Action 

Paste Action 

Edit 


Remove 


+| | [ Show all text 





Figure 850 - Adding the first phase. 
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Adding scenes 


Our scene layout should now look like this. 
Currently we haven’t assigned any actions to Athir, so let’s give him something to do next. 


In this example, ’m going to give him some banter with the other mercenaries following the 
player through Wyrmstooth Barrow. 





Quest: WTTestQuest 








_ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
ID |WTTestQuestSampleScene Edit Data | Edit Actor Behavior r- Begin on p> Stop quest = 1. euntible Edit Actor Flags | 
WT TestQluest... quest start on end P 





nc 
Athir. D(E), C(E), PD(P), OC(N), 


+] _- | FF Show all text 


Figure 851 - First phase added. 
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I added a couple XMarkerHeadings in the render window that I’ll be using in this example scene 
to tell the NPCs involved where to stand. 





WyrmstoothBarrowCrypt [Free camera, perspective] - M#; 74.43% (116,86 MB / 157.00 MB) 





Figure 852 - XMarkerHeadings that'll be used for the example scene. 
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To tell Athir where to stand when the scene starts up, right-click on him in the scene layout and 
go to New Action > Package. 


Important: Avoid assigning non-completing packages to NPCs in a scene. Some packages such as 
Sandbox never complete, so the phase they’re assigned on won’t complete and the scene will stall. 





Quest: WTTestQuest — x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WTTestOuest : ID [WTTestQluestS ampleScene Edit Data | Edit Actor Behavior | steclgete T a [~ Interruptible Edit Actor Flags | 


Athir: D(E), C(E), PD(P), OC(N) 
New Actor 


Add Phase at End 
Insert Phase Before 


Paste Action Timer 
Edit 


Remove 


+| _| [ Show all text 





Figure 853 - Adding a package to Athir for phase 7. 
Right-click in the package list and select New. 





Quest: WTTestQuest 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


EditorlD | Package Scene Action x = 
i Edit Actor Flags 
WT TestQue Interruptible 9) | 
Name CT 
Actor Jathir 7 


Start [Phase 1 7 
End [Phase 1 7 


Editor ID Conditions 


Add 
Edit 


Remove 





Duplicate 





+| | [ Show all text 





Figure 854 - Creating a new package. 
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Enter in the package ID. I just called it WTTestSceneAthirWalkToPackage for this example. 


Make sure the ‘Owner quest’ drop-down is set to the name of the quest you're setting up the 
scene in. 


In this example, I set up a new package using the Travel template and made Athir travel to the 
XMarkerHeading facing the left wall. 


Click OK to add the new package to Athir for phase 1 of the scene. 








p ac f 4 q ia 


ID |WTTestSceneAthiwalkT oPackage Package Type [Package v| 
Owner quest |WTTestQuest + | Combat Style | DEFAULT + | Interrupt Override |<NONE> v| 


Package | Flags Conditions | Schedule | Begin/End/Change | Idles 


reef >| Package Template [Travel ~| Edit 


Public Package Data 




















~ Selected Package Data 

Place to Travel Location aMarkerHeading’ in WyrmstoothB arrowCrypt’ N Place to Travel 
Ride Horse if po... Bool False sh 
Prefer Preferred... Bool False Type | Location 

*MarkerHeading’ in "WyrmstoothB arrowCrypt' 

radius 0 

View | 

< > Radius jo 


Procedure Tree 
E)- Sequence 
i. Procedure: Travel 








~ Item Conditions 











Cancel | 
Figure 855 - Athir's scene package. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 684 


Adding scenes 


Click OK to close out of Package Scene Action properties. 


Package Scene Action 


hare 


Actor |athir ~| 
Start [Phase 1 ~| 
End [Phase 1 ~| 


Editor ID iti _ 
wT TestScenedthirwalkToPackage nee 





Figure 856 - Package Scene Action properties. 


Now Athir has a package for phase 1. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


: - . : Begin on Stop quest : : 
WTestOuest.. ID |WTTestQuestS ampleScene __ EditData | Edit Actor Behavior a cere a aay [~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P), OC(N), 


~ Action? 


i 
[a3acose0 | WTTestScen... 


+ | [ Show all text 





Figure 857 - Athir with a package set up for phase 7. 
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Adding scenes 


Next, let’s give him something to say while he walks over to the XMarkerHeading. 


Right-click on Athir again. This time select New Action > Dialogue. 








Quest: WTTestQuest = x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes. Combat | Favors | Detection | Service | Misc | Scripts | 
WTTestQuest... . [WT TestQuestSampleScene __FditData_| es esa erate) C Seale Ce 7 [~ Interruptible Edit Actor Flags | 


onen 


Athir, D(E), C(E), PD(P} aces 
New Actor 


Add Phase at End 
338C0880 | VYTTe: Insert Phase Before 


Copy Action Package 


Paste Action Timer 
Edit 


Remove 


+| _| T Show all text 





Figure 858 - Adding a new dialogue scene action. 
Right-click in the dialogue list and select New. 





Quest: WTTestQuest _ 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


EditotD || Dialogue Scene Action i Edit Actor Flags | 
WT TestQuest... 
Name 


1 Looping Headtracking 


|” Face Target [” Headtrack Player Actor Jathir 7] 
Min [1.0000 Max [10.0000 [None J Pheset 
Headtrack Target Start |Phase 1 v 


| Do all before repeating End |Phaset = (tts | 
Emotion Type [Neutral ~| Emotion Value fo 


Speaker NPC | Target NPC Is Yoice Type | In Faction Conditions 























Copy 
Delete 


Move to Topic 

Replicate to Topic 

Create Info Stack fromm Form List 
Make Shared Info 


+| | [ Show all text 





Figure 859 - Adding a new line of dialogue for phase 7. 
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Adding scenes 


Enter in dialogue in the Response Text field. Change the Emotion Type and Emotion Value if 
necessary then click OK. 


New Response 


Topic: 
Prompt: -- 


Response Text (408/149) 


These carvings were made by the ancient nords during the time of the dragon 
culk, I wonder what they mean...| 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernokion Type [Puzzled ~| Emotion value [20 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! Save Configure: | 


Generate Lip File: ( From wav  ¢~ From LTF 


concel_| 


Figure 860 - Adding response text. 
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Right-click in the conditions list and select New. 


Topic Info 


Topic Requires post-processin 
leh [OO [ Requires post-p q 


Prompt: fOo/eo) Speaker: NOME ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| ae | Link To: [Invisible Continue 


Response Text Emotion Edited 
These carvings were made by the ancient nords during the time of the dragon cult, I wonder what they mean... Puzzled (20) 


iW HasLIFFile [| SayOnce [ Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Gudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wane Function Info 


Duplicate 
Delete 


Copy Condition 


<s| >>| Copy All Conditions eu 
Paste Condit a 
ieee Walk Away Invisible In Menu [ Walk Away: NONE ~| 


Scripts 
Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ae 
Remove 


Properties 


cacel_| 





Figure 861 - Adding a new dialogue condition. 
I added a GetIsID condition to ensure only Athir can speak this line of dialogue. 


Condition Iter = 


Condition Function Parameters (Use dliases) [ (Use Pack data)! Comparison Value OK | 


|GetisIo | Actor: W'TFollower4thir’ |== ~| 1.0000 ont 
: Swap Subject Use Global | Cancel | 
ae tect “ and Target 





Figure 862 - GetlsID condition. 
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Adding scenes 


Once the condition has been added, click OK. 


Topic Info 


Topic Requires post-processin 
ie [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| aa | Link To: [Invisible Continue 


Response Text Emotion Edited 
These carvings were made by the ancient nords during the time of the dragon cult, I wonder what they mean... Puzzled (20) 


iW HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsID Actor: WT Follower Athir' f== sd ‘1.00 


<s| >>| New 
[ Walk Away Invisible In Menu [ walk Away: NONE ~| 


Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cacel_| 





Figure 863 - The first line of dialogue for the scene set up. 
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Click OK to close out of Dialogue Scene Action propetties. 


Dialogue Scene Action 


hare 


Looping Headtracking 


[ Face Target [ Headtrack Player Actor |athir ~| 
Min | 1,0000 Max 10,0000 [NOME = 
Headtrack Target | NONE ¥ Start [Phase 1 ~| 


. Do all before repeating End [Phase 1 ~| 
Emotion Type [Neutral ~| Emotion value jo 


vali In Faction Conditions 
* These carvings were made by the ancient nor... WTFollowe,.. fGetIsID ... 





Figure 864 - Dialogue Scene Action with a line of dialogue set up. 


When this scene starts up, Athir should now walk over to the XMarkerHeading on the left while 
commenting about the carvings. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 

















WT Testluest ID |WTTestQuestSampleScene Edit Data | Edit Actor Behavior | o piccieie - ee [~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P), OC(N), 


~ Action2 — 


i 
| | These carvings were made | 





| | . Show all text 


Figure 865 - Phase 1 set up with a line of dialogue and a package. 
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Adding scenes 


Let’s add in another NPC to get a bit more banter going. 


Go to the Quest Aliases tab, right-click in the aliases list and select New Reference Alias. 





Quest: WTTestQuest 




















— x 
Quest Data | Quest Stages | Quest Objectives || Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
Scope Event: NONE 
Aliases 
Alias Name Optio... Type Fill Type Flags Allow Papyrus | Packages Inventory Factions Spells | Keywore 
Athir N Ref UniqueActor "WT FollowerAthir E -NONE- -NONE 
Embersunder N Ret Forced: WT Embersunder (023B4DEE) Q -NONE- -NONE 
BossLocation N Ref Forced: XMarker (O00984FE) -NONE- -NONE 
New Location Alias 
Duplicate 
Edit 
Delete 
Find Use In Conditions 
< > 
<<} >| 


Figure 866 - Creating a new reference altas. 
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Adding scenes 


I’m going to add in Daenlit so she has something to say and flag her as essential. 


Reference Alias x 


Alias Name | Daenlit Display Name NONE x| [” Reserves Reference [ Optional : l Protected IT Quest Object 
Force Into Alias [none SOSC~S~S~S iY Additional Yalid Yoice [none SOY [~ Allow Reuse in Quest [~ Allow Dead [ Allow Disabled [~ Allow Reserved [ Allow Destroyed 
When Filled | NONE = Types For Export NONE = 


[” Uses Stored Text [” Stores Text [ Initially Disabled [- Clears Name When Removed 
— Fill Type Scripts 
( Specific Reference Select Forced Reference Papyrus Scripts 


(* Unique Actor [wrFollowerDaenit = | Script Name Add 

C Location Alias Reference [None = st—“‘“‘“‘CSOSOSCS™C*C*:;:;:C YS Ref Type [none =——(<‘(Csrt*;*;*;*;*;*éC SY Remove 
C External dlias Reference [None = (_tstst—“‘“‘“‘i;OO! CS Alias [none =——(<;ti‘CSéOé;*;*;*;*C YS Properties 
( Create Reference to Object [ Level easy =>] crete © NONE v 


( Find Matching Reference [~ In Loaded Srea [~ Closest 


i Fr om Event | Event Data NONE ef 
[_ Near dlias | NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 


























Function Name 





Function Info 





<s| >>| New 
































< > 
- Alias Data 
Alias Factions Alias Spells Alias Keywords — Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 





~ Alias Inventory <s| >>| 











Object Count Health % 
Object ID 'O... JH. [Ye | AAAGrantintLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner | NONE xl 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~] NONE y| 
Global Variable Required Rank Guard Warn Override Package List 
NONE ¥ | ¥ | NONE . 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 NONE >| 


























cous _| 





Figure 867 - Setting Daenlit as the reference in the new reference alias. 


Click OK to close out of the Reference Alias properties. 
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Go back to our scene in the Scenes tab. 


Right-click to the right of Phase 1 and select ‘Add Phase at End’. 


Adding scenes 





Quest: WTTestQuest 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


: : : Begin on Stop quest 
ID |WTTestQuestS ampleScene Edit Data | Edit Actor Behavior L| quest start | es [~ Interruptible 


WT TestQuest... 


New Actor 


Athir, D(E), C(E), PD(P 


Insert Phase Before 


New Action 
These carvings were made Copy Action 


Paste Action 
Edit 


Remove 


2DA132E8 | WTTestSce... 


+| _| [ Show all text 


Figure 868 - Adding in a second phase. 


You should now see Phase 2 after Phase 1 as per the screenshot below: 


Edit Actor Flags | 








Quest: WTTestQuest 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
= - : : Begin on Stop quest F 
WTTestQuest.. ID |WTTestQuestS ampleScene __EditData | Edit Actor Behavior eae r hae [~ Interruptible 


=e: 


Athir, D(E), CE), PD(P), OC(N), 
These carvings were made 
tion | 

2DA132E8 | WTTestSce... 


+ _| [~ Show all text 


Figure 869 - Second phase added. 
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Edit Actor Flags | 
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Right-click outside of the phases and select New Actor. 


Adding scenes 





Quest: WTTestQuest 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialoque | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
; : : : Begin on Stop quest : 
WTestluest.. ID |WTTestQuestS ampleScene __EditData | Edit Actor Behavior a ees Ti i [~ Interruptible 


on en 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


Action 1 | 


2DA132E8 | WWTTestSce... 


Add Phase at End 
Insert Phase Before 
New Action 

Copy Action 

Paste Action 

Edit 


Remove 


+| | [ Show all text 


Figure 870 - Adding a second actor into our scene. 


Select Daenlit in the Select Form pop-up then click OK. 


B Select Form 


Filter | 


Embersunder 
BossLocation 





Figure 871 - Selecting Daenlit's alias. 
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Edit Actor Flags | 
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Adding scenes 


We should now see Daenlit listed below Athir. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WT TestOuest : ID |WTTestQuestS ampleScene __ EditData | Edit Actor Behavior a eel a Tj eee. [~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P}, OC(N), 


These carvings were made 


Action 1 | 
2DA132E8 | VWTTestSce... 


Sa | 25s ee 
Daenlit: D(E), C(E), PD(P), OC(N), 


| | [~ Show all text 





Figure 872 - Scene with two NPCs. 


Now let’s give her something to say. Right-click under Phase 2 beside Daenlit and select New 
Action > Dialogue. 





Quest: WTTestQuest = x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
ID |WTTestQuestS ampleScene Edit Data | Edit Actor Behavior [| dae T a [~~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


ction 


2DA132E8 | VWTTestSce... 


WT TestQuest... 


Daenlit: DIE), C(E), PD(P), OC(N), 
New Actor 
Add Phase at End 
Insert Phase Before 
© Newaetion Dialogue 
Copy Action Package 
Paste Action Timer 
Edit 


Remove 


+| | [ Show all text 





Figure 873 - Assigning scene dialogue to Daenlit. 
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Adding scenes 


Right-click in the dialogue list and select New. 





Quest: WTlestQuest . 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WT TestOuest ID [WT TestQuestSampleScene __EditData_| Siete Coat get Sth uet TT Intemuplise Edit Actor Flags | 


Dialogue Scene Action 


Name 


——T~ Looping Headtracking 


[” Face Target [ Headtrack Player Actor [Daeniit 7] 
Min | 1.0000 Max | 10,0000 
Headtrack Target | NONE 7 
Start |Phase 2 ¥ 


[ Do all before repeating End [Phse2 i (téi id 
Emotion Type [Neutral 7 Emotion Value fo 


Flags uw. Speaker NPC | Target NPC Is ¥oice Type | In Faction Conditions 


Copy 
Delete 


























Move to Topic 

Replicate to Topic 

Create Info Stack from Form List 
Make Shared Info 


+ | J” Show all text 





Figure 874 - Adding dialogue to the Dialogue Scene Action. 
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Adding scenes 


Enter in her dialogue into the Response Text field. I set her Emotion Type to Fear and the 
Emotion Value to 20 to match her dialogue. 


New Response 


Topic: 
Prompt: -- 
Response Text (36/149) 


: Stay Focused, I sense trouble ahead, 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernotion Type [Fear ~| Emotion value [20 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: ( From Wav €° From LTF 


concel_| 


Figure 875 - Adding response text. 





Click OK to close out of New Response. 
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Adding scenes 


Right-click in the conditions list and select New. 


Topic Info 


Topic Requires post-processin 
leh [OO [ Requires post-p q 


Prompt: fOo/eo) Speaker: NOME ~| 
Filter: | 
NONE hd 


Responses: Share Response Data From Info: 


a | Link Ta: l Invisible Continue 


Response Text Emotion Edited 
Stay Focused, I sense trouble ahead, Fear (20) 


if HasLIFFile [| SayOnce | Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Gudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Warne Function Info 


Duplicate 
Delete 


Copy Condition 
Copy 4ll Conditions 


<s| >| Paste Conditions New 
[Walk Away Invisible In Menu [ Walkaway: | NONE = 


Scripts 
Begin: End: Script Name Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | ae 
Remove 


Properties 


cacel_| 





Figure 876 - Adding a condition to Daenlit's response. 
Again, I set a GetIsID condition to ensure Daenlit is the only actor able to deliver this line. 


Condition Item 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value OK | 


|GetisIO | Actor: 'WTFollowerDaeniit’ |== ~| 1.0000 oR 
; | ae Swap Subject Use Global | Cancel | 
Runon | Subject ¥ elect T Sa ce 





Figure 877 - GetIsI1D condition. 


Click OK to close out of Condition Item properties. 
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Adding scenes 


Click OK to close out of Topic Info. 


Topic Info 


Topic Requires post-processin 
ie [LO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| aa | Link To: [Invisible Continue 


Response Text Ermation Edited 


Stay Focused, I sense trouble ahead, Fear (20) 


If HasLIFFile [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[On Activatior [7 Goodbye |. Random [ Random End Audio Qutput Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wame Function Info 


GetIsID Actor: WTFollowerDaentit f== sd ‘1.00 


<s| >>| New 
[ Walk Away Invisible In Menu [ walk Away: NONE ~| 


Scripts 


Begin: End: Script Name Add | 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 
Remove | 


Properties | 


cacel_| 





Figure 878 - Topic Info with condition. 
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Adding scenes 


Set Headtrack Target to Athir, then click OK to close out of Dialogue Scene Action. 


Dialogue Scene Action 


harne 


Looping Headtracking 
[ Face Target [ Headtrack Player Actor [Daeniit ~| 
Min | 1.0000 Max | 10,0000 
| | = 
Headkrack Target | [ug * Start (Phase 2 = 


. Do all before repeating End [Phase fi ~| 
Emotion Type [Neutral ~| Ermotion value jo 


| Speaker NPC In Faction 


vali Conditions 
* Stay Focused, I sense trouble ahead. WTFollowe,.. 


foetisID WT Follower 





Figure 879 - Dialogue Scene Action with response text. 


We should now see our dialogue action in Phase 2. After Athir delivers his line and walks over to 


the glyphs on the wall, Daenlit should deliver her line. We’re not overriding her package so she 
should continue to follow the player while speaking. 





Quest: WTTestQuest 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 








WT TestQluest ID |WTTestQuestS ampleScene Edit Data | Edit Actor Behavior a pian a ada [~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


2DA132E8 | VWTTestSce... 


Daenlit: D(E), C(E), PD(P), OC(N), 


7 Action 3 7 


Ly 
| | Stay focused. |sense 





+] _- | FF Show all text 


Figure 880 - Phase 2 with a dialogue action. 
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Adding scenes 


Let’s add in a quick delay before the next action. 


Right-click in the empty space after Phase 2 and select ‘Add Phase at End’. 





Quest: WTTestQuest = x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WTTesiGluest : ID |WTTestQuestS ampleScene __EditData | Edit Actor Behavior 1 eae T i [~ Interruptible Edit Actor Flags | 


New Actor 


Athir, D(E), C(E), PD(P), OC(N), 


Insert Phase Before 


These carvings were made Copy Action 


Paste Action 
Edit 


ction 


2DA132E8 | VWTTestSce... Remove 


Daenlit: D(E), C(E), PD(P), OC(N), 


~ Action3 — 


| 
J] Stay focused. |sense | 


+| _| T Show all text 





Figure 881 - Adding a third phase. 


We should now have three phases as per the following screenshot: 





Quest: WTTestQuest - x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
' : : : Begin on Stop quest . ° 
WTTestQuest.. ID [wT TestQluestS ampleScene __EditData | Edit Actor Behavior T metas r stash [~ Interruptible Edit Actor Flags | 


_=__ 4 
ee ee 


Athir, D(E), CE), PD(P), OC(N), 
These carvings were made 


2DA132E8 | VWTTestSce... 


Daenlit: D(E), C(E), PD(P), OC(N), 


Stay focused. | sense 


+| | [ Show all text 





Figure 882 - Our scene with three phases. 
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Adding scenes 


Right-click under Phase 3 beside Daenlit and select New Action > Timer. 





Quest: WTTestQuest _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialoque | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WT Testluest : ID [WTTestQuestS ampleScene Edit Data | Edit Actor Behavior L_ a ~ peas [~ Interruptible Edit Actor Flags | 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


Action 1 | 


2DA132E8 | WWTTestSce... 


Daenlit: D(E), C(E), PD(P), OC(N), 


soy oh 
Stay focused. | sense New Actor 
Add Phase at End 


Insert Phase Before 


Copy Action Package 


Edit 


Remove 


+| | [ Show all text 





Figure 883 - Adding in a timer. 
Set the Seconds field to 3.0000 then click OK. 


Timer Scene 4.ction 


Name 
Seconds s}o000 Actor |Daeniit ~| 


Start [Phase 3 ~| 
Papyrus Fragment | Advanced | End [Phase 3 ~| 


Compile | Properties | Edit | 





Figure 884 - Adding a three second delay before the next action. 
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Adding scenes 


A three second delay should now appear highlighted in yellow under Phase 3. 





Quest: WTTestQuest - x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialoque | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
ID [WT TestQluestS ampleScene Edit Data | Edit Actor Behavior r~ Begin on p> Stop quest = 1 eruntibh Edit Actor Flags | 
quest start on end STEER: 


WT TestQuest... 


Athir, D(E), C(E), PD(P}, OC(N), 


These carvings were made 


Daenlit: D(E), C(E), PD(P), OC(N), 


Stay focused. | sense 


+ | [ Show all text 





Figure 885 -._A delay added to Phase 3. 
Now let’s add in a third NPC. 


Go back to the Quest Aliases tab, right-click in the aliases list and select New Reference Alias. 





Quest: WTTestQuest — x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Scope Event: NONE 
Aliases 


Alias Name is Fill Type Flags Allow Papyrus Packages Inventory Factions Spells | Keywords 
Athir UniqueActor "WTF... E 

Embersunder Forced: \WTEmber... 

BossLocation Forced: Marker (0... 

:Daeniit UniqueActor WTF... 





New Location Alias 
Duplicate 

Edit 

Delete 


Find Use In Conditions 





Figure 886 - Adding in a third NPC alas. 
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Adding scenes 


For the third NPC alias, I select Shargam and flagged him as essential. 


Reference Alias x 


fliasName [Shargam ~~~ Display Name [NONE =—i(i‘ééiCd [” Reserves Reference [~ Optional | Essential © [~ Protected T Quest Object 
Fores Into ile [none Additional Valid Voice [none] [ Allow Reuse in Quest [~ Allow Dead [" Allow Disabled [~ Allow Reserved [| Allow Destroyed 
When Filled} NONE = Types For Export | NONE “JT Uses Stored Text [7 Stores Text [7 Initially Disabled [7 Clears Name When Removed 
~ Fill Type Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 


(* Unique Actor |wrFollowershargam Script Name Add 

© Location Alias Reference [None = — ts—“‘“‘;;‘;‘i;;C*S Ref Type [none =——(<‘(Csrt*;*;*;*;*;*éC SY Remove 
C External dlias Reference [None = (_tstst—“‘“‘“‘i;OO! CS Alias [none =——(i‘ CrWt;*;*C iY Properties 
( Create Reference to Object [ Level easy =>] Create . is [one =——(<‘(Ci‘ Cw; Ci 


n 
( Find Matching Reference [~ In Loaded Srea [~ Closest 


i Fr om Event | Event Data NONE ef 
[ Near Alias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 


























Function Name Function Info 











<s| >>| New 


























< > 
Alias Data 
Alias Factions Alias Spells Alias Keywords — Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 





~ Alias Inventory <s| >>| 











Object Count Health % 
Object ID [O... H... 1¥..._| AAAGrantintLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner | NONE xl 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~] NONE y| 
Global Variable Required Rank Guard Warn Override Package List 
NONE ¥ ¥ | NONE = 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 NONE >| 


cout _| 





























Figure 887 - Setting up our third NPC reference alias. 


Click OK to close out of Reference Alias properties. 
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Adding scenes 


Go back to our scene in the Scenes tab. 


Right-click in the space after Phase 3 and select ‘Add Phase at End’. 





Quest: WTTestQuest = x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


WT Testluest = ID |WTTestQuestS ampleScene __EditData | Edit Actor Behavior [| eae - i [~ Interruptible Edit Actor Flags | 


New Actor 
Athir, D(E), C(E), PD(P), OC(N), (— AddPhaseatEnd 
These carvings were made New Action > 


Copy Action 
Paste Action 


Action 


2DA132E8 | VWTTestSce... Edit 


Remove 


Daenlit: D(E), C(E), PD(P), OC(N), 


Stay focused. | sense 


+| | [ Show all text 





Figure 888 - Adding a fourth phase. 


We should now see four phases in our scene as per the screenshot below: 





Quest: WTTestQuest - x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
' : : : Begin on Stop quest F ° 
WTTestQuest.. ID [wT TestQluestS ampleScene __EditData | Edit Actor Behavior T et se rc stash [~ Interruptible Edit Actor Flags | 


= [= [= Fr 3 
ee en 


Athir, D(E), CE), PD(P), OC(N), 
These carvings were made 


2DA132E8 | VWyTTestSce... 


Daenlit: D(E), C(E), PD(P), OC(N), 


Stay focused. | sense 


+ | [ Show all text 





Figure 889 - Our scene with four phases. 
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Adding scenes 


Right-click in the area outside of the phases and select New Actor. 





Quest: WTTestQuest _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialoque | Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


wi Teidued ID [WTTestQuestS ampleScene Edit Data | Edit Actor Behavior rm aed oe r- Stop an T intenuptibte Edit Actor Flags | 


onen 


Athir, D(E), C(E), PD(P), OC(N), 


Artinn ? 
ee | 
Add Phase at End 
Insert Phase Before f 
New Action > — 
Copy Action 


Paste Action 
Edit 


Remove 


Stay focused. | sense 


+| | [ Show all text 





Figure 890 - Adding in our third NPC. 
Select Shargam in the alias list then click OK. 


BO Select Form ‘4 


Filter | 


Embersunder 
BozeLocation 
Shargarn 





Figure 891 - Selecting Shargam's alias. 
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Adding scenes 


Let’s set up a travel package for Shargam first. Right-click under Phase 4 next to Shargam and 
select New Action > Package. 





Quest: WTTestQuest 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialoque Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
: : : Begin on Stop quest : : 
WTTestluest.. ID |WTTestQuestSampleScene Edit Data | Edit Actor Behavior L quest start [| 4 [Interruptible Edit Actor Flags | 


onen 





Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


2DA132E8 | WTTestSce... 


Daenlit: D(E}, C(E), PD(P), OC(N), 


Stay focused. | sense 









Shargam: D(E), C(E), PD(P), OC(N), New Actor 


Add Phase at End 
Insert Phase Before 


Copy Action 
| _| [~ Show all text i ; 
Paste Action Timer 
Edit ——<—<—<==—=——— | 
Remove 


Figure 892 - Creating a new scene package for Shargam. 
Right-click in the packages list and select New. 





Quest: WTTestQuest 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


Edt kage Scene Action Interruptible Edit Actor Flags | 
Name 
Actor [Shargam v 
Phase 4 
Start [Phase 4 ¥ 
End [Phase 4 ¥ 


Editor ID Conditions 


Add 
Edit 


Remove 





Duplicate 


Shargam: D(E), C(E), PD(P), OC(N), 


| _| [ Show all text 





Figure 893 - Adding a new package to Package Scene Action. 
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Adding scenes 


Enter in the package ID. I just called it WTTestSceneShargamWalkToPackage for this example. 


Make sure the ‘Owner quest’ drop-down is set to the name of the quest you're setting up the 
scene in. 


In this example, I set up a new package using the Travel template and made Shargam travel to 
the XMarkerHeading facing the puzzle door. 





Package x 
ID |WTTestSceneShargamWalkT oPackage Package Type [Package ¥| 
Owner quest |WTTestQuest y| Combat Style DEFAULT ~| Interrupt Override |<NONE> y| 


Package | Flags | Conditions | Schedule | Begin/End/Change | Idles | 


«| >| Package Template [Travel ~| Edit 


Public Package Data 













Selected Package Data 
Place to Travel MarkerHeading’ in WyrmstoothB arrowCrypt.. Name [Place to Travel 
Ride Horse if po... Bool False 
Prefer Preferred... Bool False Type [Location ’ | 
>MarkerHeading’ in "WyrmstoothB arrowCrypt 
radius 0 
View | 
< > Radius jo 











Procedure Tree 





&)- Sequence 
i Procedure: Travel 











Item Conditions 














Cancel | 





Figure 894 - Shargam's package for phase 4. 
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Adding scenes 


Go to the Flags tab. 
Tick Preferred Speed and set the drop-down beside it to Run. 





Package x 


ID [WT TestSceneShargamWalkT Package Package Type [Package v| 
Owner quest |WTTestQuest ¥| Combat Style DEFAULT ~| Interrupt Override |<NONE> y| 


Package Flags | Conditions | Schedule | Begin/End/Change | Idles_ | 








~ Mise Flags » Door Flags 
. Must Complete _Set all interrupt flags | At Package Start 
[~ Once Per Day Clear all interrupt flags| ilinises Clears 
I— Always Sneak IV Hellos to player 
[~ Allow Swimming IW Random conversations ~ On Package Change 
I Allow Idle Chatter I¥ Observe combat behavior Bee 
[~ Ignore Combat IV Greet corpse behavior 
[ No Combat Alert l¥ Reaction to player actions 
. Weapon Drawn I¥ Friendly fire comments 
. Weapons Unequipped I¥ Aggro Radius Behavior 
. Wear Sleep Outfit I¥ World Interactions 


[ Maintain Speed at Goal 


M Prefered Speed [Run —_~| 











Cancel | 





Figure 895 - Setting Shargam's movement speed for this package. 


Click OK to add the new package to Shargam for phase 4 of the scene. 
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Adding scenes 


Click OK to close out of Package Scene Action. 


Package Scene Action 


hare 


Actor |Shargam = | 
Start [Phase 4 ~| 
End |Phase 4 ~| 


Editor ID 


WT TestSceneShargamnWalkToPackage 





Figure 896 - Package Scene Action with a package set up for phase 4. 


We should now see Shargam’s phase 4 package. 





Quest: WTTestQuest - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


Eo g ID [wT TestQluestS ampleScene __ EditData | Edit Actor Behavior Ee ples rm nile ms a)ecee Eaeancie | 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


Daenlit: D(E), C(E), PD(P), OC(N), 


Stay focused. | sense 


Shargam: D(E), C(E), PD(P), OC(N), 


+ | [ Show all text 





Figure 897 - Phase 4 with a package set up for Shargam. 
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Lastly, let’s gtve him something to say. 


Right-click under Phase 4 next to Shargam and select New Action > Dialogue. 





Quest: WTTestQuest _ x 


Quest Data| Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 
- [WT TestQuestSampleScene : : : Begin on Stop quest . ; 
WTTestQuest... MMM aceet __FditData_| Eee aa STEN C quest start go [Interruptible Edit Actor Flags | 


A 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


2DA132E8 | VVTTestSce... 


Daenlit: D(E}), C(E), PD(P), OC(N), 


Stay focused. | sense 


Shargam: D(E), C(E), PD(P), OC(N), New Actor 


Add Phase at End 

Insert Phase Before 

Copy Action Package 
Paste Action Timer 
Edit 


+| _| [ Show all text Remove OK | 





Figure 898 - Adding a dialogue action for Shargam in Phase 4. 


Right-click in the responses list and select New. 





Quest: WTTestQuest _ 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 


ID_ |WTTestQuestS ampleScene Edit Data Edit Actor Behavior Begin on Stop quest nterruptible Edit Actor Flags | 
WTTestQuest/ : 
Dialogue Scene Action x 





A 


Name 


Tt Looping Headtracking 
|” Face Target | Headtrack Player Actor [Shargam x! 
Min 1,0000 Max 10,0000 NONE 
— 
Headtrack Target Start [Phase 4 x] 
[” Do all before repeating End [Phase 4 x] 
Emotion Type [Neutral 7 Emotion Value [o 
uw. | Speaker NPC | Target NPC Is ¥oice Type | In Faction Conditions 
as 
SSE ESS 


























Copy 
Delete 


Move to Topic 

Replicate to Topic 

Create Info Stack from Form List 
Make Shared Info 


+| | [ Show all text 





Figure 899 - Adding a line of dialogue to the Dialogue Scene Action. 
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Enter Shargam’s line in the Response Text field. I also set his Emotion Type to Anger and the 


Emotion Value to 40. 


New Response 


Topic: 
Prompt: -- 


Response Text (4di149} 


: Just gek that damn puz2le door open already! 


Script Motes 


Idle Animations 


Speaker | KONE ~| Listener | NONE +| 


Iw Use Emotion Animation 


Audio 


Ernotion Type Janger ~| Emotion value [40 
Voice Filename | New Response 


Sound File Select Sound | 


View Valid NPCs For this voice type | 
Record | Preview! ave Configure: | 


Generate Lip File: ( From Wav €° From LTF 


concel_| 


Figure 900 - Shargam's response for phase 4. 
Click OK to close out of New Response. 
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Adding scenes 


Right-click in the conditions list and select New. 


Topic Info 


Topic Requires post-processin 
leh [OO [ Requires post-p q 


Prompt: fOo/eo) Speaker: NOME ~| 
Filter: | 
NONE hd 


Responses: Share Response Data From Info: 


a | Link Ta: l Invisible Continue 


Response Text Emotion Edited 
Just get that damn puzzle door open already! Anger (40) 


iW HasLIFFile [| SayOnce | Force Subtitle [ Can Move while Greeting [ Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End Gudio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Warne Function Info 


Duplicate 
Delete 


Copy Condition 
Copy All Conditions 


<s| >>| Paste Conditions New 
[~ Walk Away Invisible In Menu [ Walk Away: NONE ~| 


Scripts 
Begin: End: Add 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 


Remove 


Properties 


cacel_| 





Figure 901 - Adding a new condition to Shargam's line of dialogue. 


Again I set the Condition Function to GetIsID and set the actor to Shargam to ensure only 
Shargam can say this line of dialogue. 


Condition Item 


Condition Function Parameters (Use dliases) [ {Use Pack data)! Comparison Value OK | 


|GetisIo | Actor: 'WTFollowerShargan |== +| 1.0000 mar 
; == ae Swap Subject Use Global | Cancel | 
eVeck | 
ame soiect = feet and Target 





Figure 902 - GetlsID condition set to Shargam. 


Click OK to close out of Condition Item. 
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Click OK to close out of Topic Info. 


Topic Info 


Topic Requires post-processin 
ea [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: | NONE ~| 
Filter: | 
Responses: Share Response Data From Info: NONE +| aa | Link To: [Invisible Continue 


Response Text Ermation Edited 
Just get that damn puzzle door open already! Anger (40) 


if HasLIF File [ SayOnce [ Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[On Activatior [~ Goodbye  [~ Random [ Random End Audio Output Override | Hours until reset: | 0.00 


Conditions: 


Target | Function Wane Function Info 
GetIsID Actor: "Wi TFollowerShargam 


<s| >>| New 
[ Walk Away Invisible In Menu [ walk Away: NOME ~| 


Scripts 
Begin: End: Script Marne 
Papyrus Fragment | Advanced Papyrus Fragment | Advanced | 


Properties 


cacl_| 





Figure 903 - Topic Info with its condition set up. 
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Tick Headtrack Player so Shargam looks at the player while saying this line, then click OK to 
close out of Dialogue Scene Action. 


Dialogue Scene Action 


hare 


Looping Headtracking 


[ Face Target Actor |Shargam ~| 
hin | 1.0000 Max 10,0000 
Stare [Phase 4 ~| 


. Do all before repeating End [Phase 4 ~| 
Emotion Type [Neutral ~| Ermotion value jo 


a) Speaker NPC) Target MPC In Faction Conditions 
* Just get that damn puzzle door open already! WTFollowe,.. foetisID WT Follower 





Figure 904 - Dialogue Scene Action with a line of dialogue. 


So now after Daenlit speaks, there’ll be a three second pause before Shargam runs over to the 
puzzle door and demands that the player hurries up and opens it. 





Quest: WTTestQuest _ x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combat | Favors | Detection | Service | Misc | Scripts | 








WTTestQuest : [WT TestOuestSampleScene Edit Data | Edit Actor Behavior i pice a” ee [~ Interruptible Edit Actor Flags | 


on en 


Athir, D(E), C(E), PD(P), OC(N), 


These carvings were made 


2DA132E8 | VWTTestSce... 


Stay focused. | sense 


Shargam: D(E), C(E), PD(P), OC(N), 


Action? 


| 
| | Just get that damn puzzle | 


2DA20128 | WTTestScen... 





+] _- | FF Show all text 


Figure 905 - Four phases set up. 
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To set up voice acting for this scene, follow the steps in the section Adding Voice Acting and 
Lip Synching. 


We can configure interrupt behaviour for this scene by clicking on the Edit Actor Behaviour 
button. 


By default, the scene will end automatically if any NPCs involved die or engage in combat. You 
can change this here if you wish but for this example, I’m just going to leave it at its defaults. 


Actor Behavior 


. Set all [Set all [ Set all [Set all 


End ~| Pause ~| Pause ~| Pause ~| 


Actor Behavior Flaqs 
— ACTOR | DEATH | COMBAT = DIALOGUE,—OBS_COM 
: 


- 
- 
- 


Cancel 





Figure 906 - Configuring interrupt behaviour. 
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The final thing we need to do is add in a trigger to begin this scene. In the render window, I 
highlighted one of the Hall Of Stories tileset pieces to set where I want a new trigger to be 
placed when I click on the Create Trigger button. 


To add in a new trigger, click on the Create Trigger button in the toolbar at the top. 


@ Creation Kit - [testquestesp] 
File Edit View World NavMesh Character Gameplay Help 


AL ieee Pa Vl [O salma! Ol B) Ala@lo|O|a)t5|\G|0|F|E|ms| a | O|m\a|@ 







Create Trigger 





Time of day —— 10.00 
a biect V 


Filter |wttest 


LEdtoID Fem ID] Count | Users | 





2 WTTestl uest o30028E2 0* 8 Tes! 





+) Actors 
+) Audio 
=|. Character 
Association Type 















































Relationship 
SM Event Node 
VoiceT ype 

+) Items 

+). Magic 

+]. Miscellaneous 

+). SpecialE ffect 

=|. WorldD ata 

~~ Climate 



































Encounter Zone 
Lighting Template 

+) Location 
Location Ref Type 
Shader Particle Gec 
Visual Effect 
WaterT ype 
Weather 

=| WorldObjects 

+] Activator 

+). Container 

+) Door 

+) Flora 

+) Furniture 




































































Figure 907 - Create trigger button. 


Filter by ‘defaultstartscene’, select defaultStartSceneTrigger then click OK. 


© Select Form on 


Filter [defaultstartscene | 


| NEW 
DefaultStartS ceneh oDisable 
defaults tarScene | rigger 














Figure 908 - Finding the defaultStartS cene Trigger script. 
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Our defaultStartSceneTrigger box should appear in the render window. You can resize it as 
necessary. Just ensure that the player can’t bypass it by walking around it. 





WyrmstoothBarrowCrypt [Free camera, perspective] - M#: 74.43% (116.86 MB / 157,00 MB) 





Figure 909 - defaultStartS cene Trigger box. 
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Double-click or right-click on the trigger box in the render window and select Edit. 


Go to the Scripts tab. 


Reference >» 


Reference 
Editor ID: | (O300CD BF} 
Bare | ‘defaultS tarts Th ‘ (O0081 322 Edit B | 
Object: efaultStarkS cane nigger’ [ ] it Base 
Encounter NONE - 
One 


Location Ref Type | Nayvklesh [mport Option | Attach Ref scripts | i> 


‘SeriptName Add 


defaultStartsceneTrigScript 
Remove | 
Properties | 


[~ Turn Off Fire [ |naccessible [~ Reflected By Auto Water 

[7 No Al Acquire [ Open By Default [Ignored By Sandbox 
rn I Motion Blur == 7 Is Full LOD 

7 ae aie [~ Starts Dead [ Don't Havok Settle 
idden Fromm 


Local Map If Respawns 


cence _| 


Figure 910 - Scripts tab in Reference properties. 





Highlight the defaultStartSceneTrigScript script and select Properties. 
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First, click on doOnce then click on the Edit Value button. 


© Properties for script defaultStartScene Trig Script attached to defaultStartSceneTriqger (O300C DEF} 


Property Narre Property bype: Bool 


doOnce <<Defaulk > > <<Using Default Script Value >> Edit value | 
# PrereqQuest <<Defaulk> > 


# preRegstage <<Defaulk> > Revert 
# SceneTostart M514MobSceneTown (O002F1F7) 


ita Ei 
# trigger Actor ObjectReference PlayverReF (00000014) __Auto-Fil_| 


< 
Add Property | Auto-Fill All | 


Property Name Property Eype: Bool 


do Once TRUE [wt doOnce 
$ PreregQuest <<Defaulk> > 


+ preRegstage <<Defaulk> > 
# SceneToStart M514MobSceneTown (O002F1F7) 
# trigger 4ctor ObjectReference PlayverReF (00000014) 


Add Property | Auto-Fill All | 





Figure 912 - doOnce set to TRUE. 
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Next, go to SceneToStart and set the Pick Object drop-down to the ID of scene we want to run 
when this script is triggered. 


For our example, that’s going to be WTTestQuestSampleScene. 


8 Properties for script defaultStartsceneTrigscript attached to defaultstartScene Trigger (O300C D6F} 


Property Name Type Value _ Property type: Scene 

ge: doOnce Bool TRUE Pick Object: [Mam tt GedN ters sete] (1)e] tela =! pT 
$ PreregQuest Guest <<Defaulk> > 

$F preRegstage Int <<Defaulk> > 

Bs SceneTostart Scene WT TestQuestSamplesScene (0300, 

# trigger 4ctor ObjectReference PlayverReF (00000014) 


Add Property | Auto-Fill All | 


Figure 913 - Setting SceneloStart to WIT TestOuestS ampleS cene. 
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By default, the script will be triggered when the player enters the trigger box. But what if the 
NPCs are lagging far behind? We can set this scene to occur when they enter the trigger box 
instead. 


Go to triggerActor and set it to WTFollowerAthir. His in-game reference is in the 
WyrmstoothHolderCell interior cell. 


8 Properties for script defaultstartscene Trigscript attached to defaultstartScene Trigger (O300C D6F} 


Property Name | Value Property type: ObjectReference 


#: donee TRUE Pick Reference in Render Window | Clear value | 


# PreregQuest <<(Defaulk> > 


4 preRegStage <<Default >> Cell: | WwiyrmnsboothHaldercell +| Revert | 
Bs SceneTostart WT TestQuestSamplesScene (0300, Reference: | WW TFollowerAthir 02022B5A = aT | 


PdtriggerActor ObjectReference WTFolloweréthir (02022654) 


Add Property | Auto-Fill All | 





Figure 914 - Setting the NPC to trigger the script. 


Click OK to close out of script properties. 
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Click OK to close out of Reference propetties. 
Reference x 
Reference 
Editor ID: Pe (O300CD6F] 
Baee ‘defaultStarks Trigger’ (00081 322 Edit B | 
Object: efaultStartS cane T nigger’ [ ] it Base 
Encounter NONE = 
“One 


Location Ret Type | Navklesh Import Option | Attach Ref >cripts | 4p 


Scripk Marne Add 


Bs defaulkStartSceneTrigScript 
Remove | 


ia | |naccessible ial 
- |) Open By Default | Ignored By Sandbox 


7) Initially Disabled | Js Full LOD 
i as fz | Don't Havok Settle 
Hidden From 


Local Map i Respawn 


OF | Cancel | 





Adding scenes 


Figure 915 - defaultStartS ceneTrigScript properties now flagged as modified. 


Our scene will now start once Athir passes through the trigger box instead. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 


723 


Using talking activators 


USING TALKING ACTIVATORS 


Talking Activators can be used when dialogue needs to be delivered by an inanimate object. 


For example, in Wyrmstooth talking activators are used by Vulom both as a voice in the player’s 
head and when talking to the skull. When Lurius Liore delivers his lines during the intro boat 
ride, a talking activator is used and animated alongside the ship. 


Talking Activators can be found in the Object Window under Actors > TalkingActivator. 


The easiest way to create a new Talking Activator is to duplicate an existing one. Right-click on, 


say, DAO1VoiceofAzura and select Duplicate. 


Object Window * 


Filter | Editor 1D 












= Actors r CANOE holes els | News eT 
eta gy DA02ShrineotBoethi | 0 
- i tacachan ae DA0SClavicus¥ilesh Edit | | 
E- BodyPartD ata ae DA0SClavicus¥iles hi Duplicate 14 
E- LeveledCharacter a DADS Clavicus¥ileSh nae : U 
- Perk er DA04H ermaeush ore | q 
i TalkingActivator [gp DAOSHircineS pirtT al Preview 12 
F]- Audio er DACBShrine Recalc Bounds 
E Character . a DAC YorcecotD agon Taggle On Map B 
| oo Association Type ey DADE hisperingDoc = 
~~ Class er 041 04ltarotholagB = Create New Object Window 3 
~~ Equip Slot ge DAT0MolagBalMace 6 
~~ Faction ey DAI1GlooredhelT alk Use Into i 
#l- HeadPart DAT NamiraT alkActivator oOnsrarc r 
Movement Type 0.411 ShrineoiNamiradctivator OOOACIAB 3 
= bens eg” DA12P eyiteApparition OOOAeNES iz 
.. Race yi DE BlackD oorActryator OOUZ5B F-4, | 5 
- Relationship er DBBlackDoorDawnstaractyator 00013516 ] 5 
be CH Event Node EF DBA ighthMotherl alking4cthyatar OO022440 1 | 


Figure 916 - Duplicating an existing talking activator. 
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Set a new form ID in the ID field. For this example ’m going to show you how to set up the 
Vulom talking activators, both for the voice in the player’s head and the skull that the player can 
talk to. ’m going to start with the voice in the player’s head so I just set the ID to 
WTVulomSceneTalkActivator since we'll be using this talking activator in a scene. 


Enter a name into the Name field. This name is used when the player interacts with the talking 
activator. 


The Model field defines the type of object we'll be placing in the world. Since we’re copying the 
DAO01VoiceofAzura form, this will be set to Markers \Misc\InvisibleCollision01.nif which will be 


an invisible marker. 


It’s important to set the Voice Type drop-down to match the voice type of the voice acting. For 
this example, ’m going to set it to WTVoiceType. 





TalkingActivator - - 
ID |}WT¥ulomS TalkActi Keywords Scripts 
tivat me 
ulomS ceneT alkActivator ——— eee 


Vices Script Name 


Tube 


Model |Markers\Misc\InvisibleCollision0” Edit | Add Destruction Data | 


Looping Sound 
ooping 3oun [~ Radio Station [- [No Voice Filter 





Name |Yulom 


oe 


Add | 
jase 
[ests | 


Select Sound | is [~ Random Anim Stat / On Local Map 








Figure 917 - Furst talking activator configuration. 
Click OK to close out of Talking Activator propetties. 


When prompted to create a new form, select No. 


Create New Object? 


» Old ID: DAO voiceot&ézuraDUPliCaTEOO) New ID: 
4 WTvuloms cene Talk Activator 
You have changed the Formm's Editor ID, 


Create a new Form: 





Figure 918 - Create New Object pop-up. 


When prompted to confirm rename, select Yes. 


Confirm Renarne 


: Are you sure? This object is currently in use by O objects and 
FeTererices, 





Figure 919 - Confirm Rename pop-up. 
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Drag and drop the talking activator from the Object Window into the render window to place it 
in the world. 


I placed the WTVulomSceneTalkActivator near Vulom’s sarcophagus, beneath the ground. Later 
Pll be changing the audio override on the voice acting that the talking activator will deliver to 
make it hearable from any location in this cell regardless of the player’s position. 





WyrmstoothTombOfVulom [Free camera, perspective] - M#: 28.04% (45.27 MB / 157.00 MB) 





Figure 920 - Placing the first talking activator. 


Next, let’s create the second talking activator we'll need for this example; the skull that players 
can interact with directly. 
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Go back to the Object Window, right-click on one of the existing talking activators and select 
Duplicate. 





















GB Object Window * 
Fier | Editor ID 
ESessteser ace anecteera terete 
401 Vorceokhz i 4 
Ey Actors Li t oe af Us evn ae 
ee =. DA02ShrineofBoethi 0 
: PDAS Clavicus'vileS h Edit 1 
~~ Actor Action s 7 a 
i): BodyPartD ata =y DAD3ClavicusVileSh Duplicate 14 
f|- LeveledCharacter = DAQSClavicusVileSh - 0 
. Perk F DA04H ermaeusM ore | q 
i TalkingActivator [gp DAOSHircineS pirtT al Preview 12 
f- Audio EF DA06 Shrine Recalc Bounds U 
Er Evaractel . yl Eiald dele eR Ld Taggle On Map Ei 
~~ Association Type ey DADEWhisperingDoc 8 
‘a Class er DA10AltarofMolagB Create New Object Window 3 
~~ Equip Slot ge DATOMolagBalMace 6 
~~ Faction ey DAI1GlooredhelT alk Use Into 0 
BI: HeadPart eg DAT NamiraT alkActivatar oooara7c 0 
. sachet Type ee DAI ShrineofNamiracdctivator OOOACIAB 3 
. ade “a ey DAI 3Peryitedpparition oooAsoe5 = 1 12 
+ or — 
i ec gy DEBlackDoorActivaton OO025BFA 5 
7 Relationship er DBBlackDoorDawnstaractyatar 000139576 ] A 
fo CH Event Node e DBM ighthMotherT alking4cthyatar OO022440 1 | 
: ioe eae Goes oe ; = 
Figure 921 - Duplicating an existing talking activator. 
For the second talking activator, I set its ID to WT'VulomSkullTalkActivatotr. 
Set the name in the Name field. Again, I set this to Vulom. 
This time, I set the Model to Clutter\Bones\HumanSkullFull nif. 
The Voice Type was also set to WTVoiceType. 
TalkingActivator —_ x 
Keywords Scripts 
Editor ID Papyrus Scripts: 
. Script Name Add 
Name ion «YS Favccatype : 
Model [Clutter\Bones\HumanSkullF ull ni Edit | Add Destruction Data | | 
ss edt [~ Radio Station = [ No Voice Filter 
Select Sound | 5 [~ Random Anim Start [Iv On Local Map 
Cancel | < > 








Figure 922 - Second talking activator configuration. 
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Note: You can retexture the .nif you set here as the talking activator’s world model if vou want to b 
JNOTE y g y y 


clicking on Edit. 
— 4 








Model Data 


Model File Name 


[Clutter\B ones‘\HumanSkullF ull. nif Edit | 


Alternate Textures 





1 WT¥ulomSkeletonT S 


Skulk:O 
WT¥ulomSkeletontT S 


Jaw:0 0 





Figure 923 - Retexturing a .nif by defining a texture set. 


To add a texture set to a specific part of the .nif, double-click on Skull:0 or Jaw:0. 
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Highlight the texture set in the form list then click OK. 


O° Select Form 4 


Filter | 


WT DiyyvemerS tone tS 
WTEECoSymbalT 5 

WT GlacierT S 

WT loeRockTS 

WT Tnigathrimstone! 5 
WT lnigotwyimetoneT 5 
WT Marauder annerl S 
WT Marauders yrnibolT S 
WT AorStonelS 

WT OreBrinstone lS 

WT Orewrmetone! 5 
WT AlthenR oofS hingles 
WT AitbenS tone yall 
WT AoadSigne TS 

WT Root S 

WT Sooyngarndellutherl S 
WT Stone alll TS 
WT Shonew' all2@ TS 
WT Stone all3T S 
WT Thalmort entlangel 5 
WT THalmorl entSmalll S 
WT ulomS keletont S 


< 


Figure 924 - Texture set form list. 


moO OOO OOOO OOOO oo ooo 


ol 





Click OK to close out of Model Data properties if you changed a texture, then click OK to close 
out of Talking Activator propertties. 


Again, when prompted to create a new form, select No. 


Create New Object? 


% Old ID: DAO WoiceafazuraDUPLICATEQO1 New ID: 
4 WT vulomSkulltalk Activator 
You have changed the Form’s Editor ID, 


Create a new Form: 





Figure 925 - Create New Object pop-up. 
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And when prompted to confirm rename, select Yes. 


Confirm Rename 


Are you sure? This object is currently in use by O objects and dQ 


reTerences, 





Figure 926 - Confirm Rename pop-up. 


Drag and drop the second talking activator to place it. It’s important to ensure that it is not 
clipping with the collision of any surrounding objects so the player can activate it from their 
position. 





Wyrmstooth TombOfVulom [Free camera, perspective] - M#: 28.04% (45.27 MB / 157,00 MB} 





Figure 927 - Placing the second talking activator. 


Next, we'll take a look at how Vulom’s dialogue was set up in his associated side-quest. 


If you need step-by-step instructions on setting up the quest dialogue, see the sections 
. | , and 
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The first thing I did was add both talking activators into Vulom’s quest as quest aliases. 





Quest: WTUberEncounter - b4 


Quest Data | Quest Stages | Quest Objectives || Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Scope Event: NONE 
Aliases 


Alias Name Fill Type Packages Inventory 
Forced: WTYulom (022F1B13) -NONE- 
YulomSkull : ef orced: WT : : (022FD21D 
VYulomT alkActivator ; te orc Ce vator (022FAF59) 
; WTV¥u -NONE- 
Forced: WTYulomLegR (022FF824) -NONE- 
Forced: WTVulomRibcage (022FF4E0) -NONE- 
YulomLeft&rm Forced: WTVulom&imL (022FF649) -NONE- 
VYulomRight4rm Forced: WTVulom4rmR (022FF648) -NONE- 








Figure 928 - Talking activators added as quest aliases. 


When setting up the alias, just set the Fill Type to Specific Reference and select the reference in 
the render window. For talking activators, there’s no need to tick any other options. 


The first talking activator uses a scene which is triggered by the player when they enter Vulom’s 
tomb for the first time. 





Quest: WTUberEncounter — x 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue || Scenes Combs | Favors | Detection | Service | Misc | Scripts | 
ID |wWTVulomGreet Edit Data | Edit Actor Behavior | ~ ie Sat | eee [~ Interruptible Edit Actor Flags | 














[5] Long has it been since 





+ | [ Show all text 


Figure 929 - Scene for the first talking activator. 
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This scene consists of a single phase with the first talking activator set up to deliver a single line 
of dialogue. 


Because the talking activator itself is far away from the player when it’s activated, I ticked “Force 
Subtitle’ to ensure subtitles are always shown regardless of proximity to the speaker. 


To ensure the voice acting can be heard in the player’s head, I set the Audio Override to 
SOMDialogue2D. 


Note: There’s no need to set any conditions. 


Topic Info 


Topic Requires post-processin 
eh [OO [ Requires post-p q 


Prompt: fOofeo) Speaker: |wTvulor * | 
Filter: | 
HOME ¥ ml Link. Ta: 


Responses: Share Response Data From Info: [Invisible Continue 


Response Text Ernotion 
Long has it been since someone last set Foot in my bomb, 4pproach my sarcophagus, mortal, I wish bo speak with you, Yeutral (50% 


[ Haslip File [ SayoOnce | Force Subtitle [ Can Move While Greeting | Spends Favor Points Favor Level: [None ~| 
[ On Activatior [~ Goodbye  [~ Random [ Random End SOMDialogue2D | Hours untilreset: | 0.00 


Conditions: 


Target | Function Wane Function Info 


<s| >>| New 
[Walk Away Invisible In Menu [ walk Away: NONE ~| 


Scripts 
Begin: End: Script Name Add 
Papyrus Fragment | Advanced Papyrus Fragment | Sdvanced | oF WT_TIF_ O12F1B15 


Remove 


self GebOuwningQuestt), Setstagel10) Properties 


Compile | Compile | 





Figure 930 - Topic Info setup for the first talking activator. 
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Using talking activators 


Once the line of dialogue has been spoken, Vulom’s quest is advanced to stage 10 which puts an 
objective in the player’s journal. 





Quest: WTUberEncounter - x 


Quest Data | Quest Stages Quest Objectives | Quest Aliases | Dialoque Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 





[ StartUpStage [ ShutDown Stage [ Keep Instance Data From Here On 





Log Entry Conditions 
4 disembodied voice spoke to me as |... 


Log Entry Papyrus Fragment | Advanced 


kmyQuest | NONE = 


self SetObjectiveDisplayed({10, true, False} 
self setObjectiveCompleted(5, true) 


4 disembodied voice spoke to me as | entered a cave. | should follow it and see 
where it leads me. 








Compile | Properties | Edit | 
Next quest “| 


l Complete Quest 
. Fail Quest 


Conditions 





Target | Function Name Function Info 





| >| New 





Figure 931 - Stage 10 of Vulom's quest. 


A defaultStartSceneT rigger trigger is placed at the entrance to the large cavern containing 
Vulom’s sarcophagus to start the scene. 





Reference sf 


EdtorID: (022F FEB) 


ate ‘defaultStartSceneT rigger’ (00081322) Edit Base | 
E sess NONE re 
one 


Location Ref Type | NavMesh Import Option | Attach Ref Scripts | 4 | >| 


Script Name un Add | 
defaultStartSceneTrigScript 
Remove | 


[ Turn Off Fir [ Inaccessible [~ Reflected By, va 
[Nod oe l Open By Default [ Ignored By Sandbox 
[ Is Full LOD 
Hidden From [ Starts De [ Don't Havok Settle 


Local Map Iv Respawns 


cancel _| 


[Initially Disabled 





Figure 932 - defaultStartSceneT rigger used to start the first talking activator’s scene. 
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Using talking activators 


This script is configured to run only once and to run the WTVulomGtreet scene. By default, this 
trigger can only be activated by the player. 


© Properties for script defaultStartSceneTrigScript attached to defaultStartScene Trigger (022FAF5B) 


Property type: <nothing selected> 


Property Name Value 


ge doOnce TRUE <<Using Default Script value >> Edit value | 


4 PreregQuest <<DeFault >> 
#4 preRegStage <<{DeFault >> 


Ba SceneTostart WT VulomGreet (022F 1474) nu ita-Fill 
+ briggerActor ObjectReference PlayerReF (00000014) _futo-ril_| 


Add Property | Auto-Fill All | 


Figure 933 - Script properties on the defaultStartSceneTrigS cript script. 





Dialogue for the second talking activator is set up in Dialogue Views. 





Quest: WTUberEncounter — m4 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases || Dialogue Views Player Dialogue | Favor Dialogue | Scenes | Combs | Favors | Detection | Service | Misc | Scripts | 


Dialog Views 


= = WTU berE neo unted rifialEncounterBranch 
WTUberEncounterDialogView 
WTUberEncountednitialEncounte Branch To picd: Ihave no idea. 


Joh, butyou do. ‘You just do not realize ityet Why else would you travel so far from 


| WTU be rEnco untednitialEnco unte Branch To pic2: Iwas mere yexploring the island. 
Tell me, m ortal, what is it that you seek in life? Speak. Oh, butyou seek so much more. ‘You seekknowledge and secrets hidden from the 


WTU berE neo unted rifialEncounterBranch Topic3: lseek riches, fame and wealth. 
Asdo many who stive b escape he chansofmediocity and find their p ofon of 


WT UberEncounterlnitialEn counte Bran chTo pi 04: | seek power, cortrdl and 
How refreshingly sincere. Itis arae gtfor one to acknowl edge and comprehend 


WT UberEr 
Be 
lam most pleased with your efforts, mortal. ‘You have returned to me my bones and! am vo urreyuard : 


(S] Seek out the other nordic ruire on the island. That is likely where the defiles have sequestered 


+| | [~ Show all text 





Figure 934 - The second talking activator's dialogue. 
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Using talking activators 


Each topic has two conditions; one to ensure the player is speaking with the second talking 
activator, Vulom’s skull, and the other to check the current stage of Vulom’s quest. 


Topic Info 


Topic SS ] | Requires post-processin 
re q A p q 


Prompt: | fofeo) Speaker: AWT¥ulom * | 
Filter: | 
Responses: Share Response Data From Info: NONE ¥ | ae | Link To: | Invisible Continue 


Response Text Emotion Edited Branch Topic 


Tell me, mortal, what is it that you seek in life? Speak, Neutral (50) NH WTUberEnco...  WTUberEncounterIr 
WTUberEnco...  VWTUberEncounterlr 
WTUberEnco...  WTUberEncounterlr 
WTUberEnco...  WTUberEncounterlr 


if HasLIP File | SayOnce | Force Subtitle [ CanMove While Greeting | Spends Favor Points Favor Level: |None 
a | Goodbye | Random | Randorn End 4udia Qukput Override | Hours until reset; | 0,00 


Conditions: 


Target | Function Name Function Info 


5 GetIsID TalkingActivator: 'WTYulomSkullTalkActivator' 
5 GetStage Quest: ‘WT berEncounter’ 


| Walk Away: | NONE | 


Scripts 
Begin: End: Script Mame Add 


Papyrus Fragment | Advanced Papyrus Fragment | Advanced | | 





Figure 935 - Topic Info setup for the second talking activator’s dialogue. 
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CREATING AN MCM 


In this section Pll be going over the basics for setting up an MCM for your mod. 


Note: You will need to install SKSE and SkyUI (LE/SSE). 


Creating an MCM 


This section will require a fair bit of papyrus scripting. If scripting makes you squeamish, you’re 
probably not going to enjoy this. That said, I’ve tried to explain each line of code to make it as 
easy as possible to understand. 


Let’s start by setting up a new quest for the MCM script. 


In the Object Window, go to Character > Quest, right-click on one of the existing quests and 
select New. 


8 Object Window 


Filter | 





[1 Actors 
E- Audio 
EI Character 
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~~ Association Type 


a Equip Slot 

-~ Faction 

[- HeadPart 

a Movement Type 


[+]: Package 


7 Relationship 

7 SH Event Node 

- Yoicel ype 
[tems 
Magic 
Miscellaneous 
SpecialE ffect 


Mf onldD ata 
Mf onld0 bypects 


2 Achievements and orkerF ood vest 
2 Achevementsiuest 





a Srenalom 
2 ArenaLoam 


pial ArenaLom 


fea ArenaLoam 
ea SrenaLom 
ea ArenaLom 
ea SrenaLlom 


2 S4renaLombatl uestl?Chaurs 

a SrenaLombatl west roll 

a SrenaLombatl uest09h PCsPlusFive 
re ArenaLombatluest] UG tant 

cea SrenaLombatluest] INPCsPlusseven 
a SrenaLombatluest] 4lce'raith 

Le SrenaLlombatluest] 3MPCsPlush ine 


ia SArenaLrowdi uest 


= SrenavagerF ighterLuest 


a Bard4udienceluest 
ea BardsCollegeD rum 
ea BardsCollegeF lute 
aa BardsCollegeLute 


ea BardsCollegePoeticE dda 


2 Bards ong 


a Bards ongelnstrumental 


eal Bards ongstarter 


Figure 936 - Creating a new quest for the MCM. 


rm 
iy Eu 


Edit 
Duplicate 
bee SrenaLlom Delete 


Create New Object Window 


Use Info 


OO0S244E 

OO0324,4F 
OO032450 
OO0S6 "D9 
OO0S6 D4, 
OO0S6 "OC 
OO0SE DE 
OOOD B12 
OOODLSDF 
OOT OBZ 
OOOD 44F 
OOD 3451 

OOUD F3FA4 
OOOE #871 4 
OOO F4455 
OOOGE 5.3F 
OOUBE 153 


DO OO OO OD 


a 


—1 
= 


ak | ob 
— on 


—1 | a1 | — 
m Po Pa 
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Creating an MCM 


Enter in a quest ID. For this example I entered WTTestMCM. 





Quest = x 


[ Guest Data Quest Stages | Quest Objectives | Quest Aliases | Scripts | 
ID |\WTTestMCM Type [None 7 
Quest Name Object Window 
Recompile All Papyrus Scripts | 


Filter 
Priority [o 
Export Scene Dialogue | 
Event | NONE v| 


Export Quest Dialogue | !~ Exclude from dialogue export 
IV Start Game Enabled [~ War on alias fill failure 


Calculate voice assets | 


[ Allow repeated stages — 


Lines of dialog: 
Quest Dialogue Conditions Text Display Globals 


Target | Function Name Function Info | Comp | Value - 
Editor ID 








Figure 937 - Ouest Data tab. 


Before continuing, click OK to close out of Quest properties. Right-click on the quest we just 
created and select Edit to re-open its properties. 





Quest: WTTesthiCM - x 


| Guest Data Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 
ID |WTTestMCM Type [None 7 
Quest Name Object Window | 
Filter Recompile All Papyrus Scripts | 

Priority lo 
Export Scene Dialogue | 

Event | NONE x) 
Export Quest Dialogue | [Exclude from dialogue export 


IW StartGame Enabled [~ RunOnce [ Warn on alias fill failure 
Calculate voice assets | 


[ Allow repeated stages 


Lines of dialog: 
Quest Dialogue Conditions Text Display Globals 





Target | Function Name Function Info _ Comp | Value 





Editor ID 





<| >| New 


Figure 938 - Ouest properties after closing and re-opening it. 


We should now see more tabs then before. 
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Creating an MCM 


Go to the Quest Aliases tab, right-click in the aliases list and select New Reference Alias. 





Quest: WTTesthiCM — * 


Quest Data | Quest Stages | Quest Objectives || Quest Aliases Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 


Scope Event: NONE 
Aliases 


Alias Name || Optio... Type | Fill Type II Papyrus Packages Inventory Factions Spells Keywords _ 








New Location Alias 
Duplicate 

Edit 

Delete 


Find Use In Conditions 





Figure 939 - Creating a new reference alias. 
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Creating an MCM 


Set the Alias Name field to PlayerREF. 


Under the Scripts section, click on the Add button. 





Reference Alias x 


aia) PlayerREP Display Name | NONE v| J ReservesReference [~ Optional  [” Essential [ Protected I Quest Object 
Force Into Alias [NOME ~~ Additional Valid Voice [none Si [~ Allow Reuse in Quest [~ AllowDead [” Allow Disabled [~ Allow Reserved [ Allow Destroyed 
When Filled | NONE = Types For Export | NONE a 


[ Uses Stored Text [ Stores Text [| Initially Disabled | Clears Name When Removed 


Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 


C Unique Actor [one = tst—“‘ ;OW®!®!.CS ocript Name 
© Location Alias Reference [one = istst—“‘“‘“‘“‘i;OO! CS Ref Type [nome =——(i‘Cr;*;*;*‘CY Remove 

( External dlias Reference [None = st—“‘“‘“‘“‘“‘ SCS Alias [none =——(ststi“‘; }OC*d Properties 
( Create Reference to Object | ital Level easy =>] create [None =——(<i‘Cs;é;é*é*é*éCSY 


(* Find Matching Reference [” InLoaded Area Closest 


[ From Event ~| Event Data NONE ~| 
[” Near Alias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 


Fill Type 





























Function Name Function Info 





<s| >>| New 
































< > 
Alias Data 
Alias Factions Alias Spells Alias Keywords ~ Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 








~ Alias Inventory <s| >>| 








Object Count Health % 
Object ID [O... TH... 1 ¥.._| AAAGrantintLightHurtBright + | 0 100.00 Spectator Override Package List 
Owner NONE xi 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~| NONE y| 
Global Variable Required Rank Guard Warn Override Package List 
NONE ¥ NONE 7 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 | NONE >| 
































OK | Cancel | 





Figure 940 - Setting up the PlayerREF alzas. 
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Creating an MCM 


Filter by ‘ski_player’, click on SKI_PlayerLoadGameAlias in the script list to highlight it then 
click OK. 


a Add scriptta <unknown > (OQOQ000G) = 


Filter: | sk_player [Show Hidden Scripts 


[Hew Script] 


SEL PlayerLoadGamedlias 





Figure 941 - Adding SKI_PlayerLoadGameAhas to the PlayerREF alas. 
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Creating an MCM 


Click OK to close out of Reference Alias propetties. 











Reference Alias x 
fliasName [PlayerREF __ Display Name [NONE =i asti‘éSY [” ReservesReference [ Optional § | Essential I~ Protected I~ Quest Object 
ares Into ola [none Additional Valid Voice [none [ Allow Reuse in Quest [~ Allow Dead [ Allow Disabled [~ Allow Reserved [” Allow Destroyed 

When Filled | NONE ~ Types For Export | NONE =! 7 Uses Stored Text [~ Stores Text [7 Initially Disabled [ Clears Name When Removed 
Fill Type Scripts 
C Specific Reference Select Forced Reference Papyrus Scripts 








Script Name 
a SKI_PlayerLoadGamedlias 





© Unique Actor [one = tst—“‘“‘“‘i;OCFS 

( Location Alias Reference [None = t—“‘<‘“‘“‘;;‘ CS Ref Type [none = (stst“‘“‘; }OC id 
( External dlias Reference [None = tsts~—“‘“‘i;OC CS Alias [none =——(i‘ CrWt;*;*C iY 
( Create Reference to Object ~] Level easy >| Create . is [wove = =—— sti‘; }OC*d 


n 
(* Find Matching Reference [- In Loaded Area Closest 


[ From Event ~| Event Data NONE ~| 
[” Near Alias NONE ~| Near Type [linked Ref Child ~| 


—Match Conditions 











Function Info 





Function Name 











<s| >>| New 
































< > 
Alias Data 
Alias Factions Alias Spells Alias Keywords ~ Alias Package Data 
Editor ID Editor ID Editor ID Editor ID 





~— Alias Inventory <s| >>| 











Object Count Health % 
Object ID fo... [H. [¥.. | AAAGrantIntLightHurtBright + 0 100.00 Spectator Override Package List 
Owner | NONE xi 
NPC Faction Observe Dead Body Override Package 
NONE ~| NONE ~| NONE x! 
Global Variable Required Rank Guard Warn Override Package List 
NONE | oa | NONE v | 











Combat Override Package List 


Preview Calculated Result | Preview Level 1 NONE >| 


OK | Cancel | 
































Figure 942 - PlayerREF alias with SKI_PlayerLoadGameAlias script attached. 
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Creating an MCM 


Go to the Scripts tab and click on the Add button. 











Quest: WTTesthiCM - x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts 
Script Name | 
OK | 


Figure 943 - Adding a new quest script. 


Click on [New Script] to highlight it then click OK. 





B® Add scriptto WT TesthiChd (03013587) a 


Filter: Z [Show Hidden Scripts 


[ScriptName 


rNew Beh “ript 
abForswornBriarheartScript 
abkgtrapsightscript 
4chievernents Script 
ActivateagaindarterDelay 











) ActivateLinkedChestDurnmy Script 


activate SelFOnCombatBbegin 
4AlduinInvulnerabilityeEFFeckScript 


) AlFkandBlackreachLockScript 


aliasadvancestage 
SlkarohAzuraScript 
4lkarafDagonScript 


| SlkaroFMolagbalScript 
| 4SnimnalTrainer system Script 


Figure 944 - Creating a new script. 
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Creating an MCM 
Enter the name of the new script in the Name field. 


In the Extends field, enter ‘ski_configbase’ then click OK. 


Add New Script 


mm 


Nane: | YTTesthiCM Script 


Extends: | ski_configbase| 


[Hidden 


[ Conditional 
Documentation String: 





cel_| 


Figure 945 - New script configuration. 











Right-click on the new script in the script list and select Edit Soutce. 
Quest: WTTesttMiCM x 
Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts 
SerptName Add 
Sa WTTestMCMScript Raden. | 
Remove Script s | 
Remove All Scripts 





Edit Properties 
Open in External Editor 


Check Out 
Check In 


Undo Check Out 


Figure 946 - Editing the script source of our new script. 
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Creating an MCM 


Right now, our script only consists of the scriptname declaration and the script template we’re 
extending from. ski_configbase is part of SKSE. 





B Editing script WTTestMMCMScript O x 
File Edit View Build 
Scriptname WTTestMCMScript extends ski_configbase 





Save Succeeded Line 343 
Figure 947 - Empty script. 


Before we start on our script, we'll need to create some global variables. In the Object Window, 
go to Miscellaneous > Global. 


Right-click on one of the existing global variables and select New. 














Object Window * 
Filter | 
=) Actors rar | stPEallCam O01 UBSE4, U U 
: FAR Achievements ideWuestlount OOUFCS5C U U 
(+) Audio 
}- Character ou AcolyteHealingr armer 
f- Items rar AllowPlay New 80 60 1 
i Magic ran A rimalaal — Cit a!) U a 
-)- Miscellaneous FAR SrenaLarc . _ 0 0 
| [- AnimObject rar Arenal ec Duplicate og 0 0 
Art Object TAR Srenaome Delete De U U 
. Collision Layer FAR trl ae Bs U Z 
7 ColorForm rar AtFrgLlae Create New Object Window Bg a 2 
. CombatStyle FAR AtPrghec fee Ba 0 a 
~~ FormList rar APIO EC 34 2 
~~ Global rar BlackreachE levatorAlftandalobal OOOF3665 0 3 
aglemaleet ran BlackreachE levator zinchaleftGlobal QO0FS663 oO 3 
nemo var BlackreachE levatorR aldbtharGlobal QO0F3664 oO 3 
7 a iia van BladesBlessingT imer OOOEBe0s =o 1 
a. Material Object FAR Books ee DOOD O56 U A 
¥ Message rar anh ene O01 04F 35 U 2 
us TextureGek rar CanFRehirebelrand O01 OAB 34 U 3 
&- Special ffect van CanFiehireE rik Oops? =o 3 
EA WorldData Fark Canhehirelenassa OUI UAB S32 U 3 


Figure 948 - Creating a new global variable. 
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Creating an MCM 


Set the ID field. The first one is going to be called WTSampleSlidert. 
Leave the Variable Type set to Short and leave the Value field set to 0 then click OK. 


Global 


ID wT SampleSlidert 


Variable Type 


f Long © Float 


Value fl 


|) = Constart 


Cancel | 





Figure 949 - Global variable setup. 


Repeat these steps to create the rest of the global variables we’ll need: WTSampleSlider2, 
WTSampleSlider3, WTSampleTickbox1, WTSampleTickbox2, WTSampleTickbox3, and 
WTSampleDropDown. 








GB Object Window * 
Fier [wtsample 
=) Actors rar!) Sampleslidert 0301 5664, Q* 0 

a. Audio rar!) Samplesiiderz 0301 S666 O° 0 

Gl Character rar!) Samplesiiders 0307 5660 O° 0 

G- Items rar!) SampleTickboxl 0307 5660 Q* 0 

Fa Magic ran! |] Sample] ickbox2 0301 SE6E Q * 0 

FI Miscellaneous rar 7] Sample lickboxs 0301 S6EF 


f]- AnimO bject 

Gl- Art Object 

a Collision Layer 
a ColorForm 

a CombatStyle 
a FormList 

-~ Global 

a idleMarker 

a Keyword 

a LandT exture 
a LoadScreen 
[- Maternal Object 
a Message 

~ TextureSet 

FI 5 pectal£ fect 

Fl WorldData 
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Bae) SarmpleDropD own 


Figure 950 - The global variables created. 


03015670 
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Creating an MCM 


Let’s start adding those global variables to the script, and the option ID variables used by the 
interface. These variables should go directly beneath the Scriptname declaration. 


GlobalVariable Property WTSampleSliderl Auto 
GlobalVariable Property WTSampleSlider2 Auto 
GlobalVariable Property WTSampleSlider3 Auto 
GlobalVariable Property WTSampleTickboxl Auto 
GlobalVariable Property WTSampleTickbox2 Auto 
GlobalVariable Property WTSampleTickbox3 Auto 
GlobalVariable Property WTSampleDropDownGlobal Auto 


int. OID WiSamplesladerl 

int. OID WiSsamplesilader2 

int OID Wlsampleslader3 

int OID WTSampleTickboxl 

int OID WTSampleTickboxz2 

int. OID WISampleTickbox3 

int OID WTSampleDropDownMenu 





B Editing script WTTestMMCMScript O x 


File Edit View Build 
Scriptname WTTestMCMScript extends ski_configbase 





GlobalVariable Property WTSampleSlider1 Auto 
GlobalVariable Property WTSampleSlider2 Auto 
GlobalVariable Property WTSampleSlider3 Auto 
Global\Variable Property WTSampleTickbox1 Auto 
Global¥ariable Property WTSampleTickbox2 Auto 
Global¥ariable Property WTSampleTickbox3 Auto 
GlobalVariable Property WTSampleDropDownGlobal Auto 


int OID_'WTSampleSlider1 


int OID_'WTSampleSlider2 


int OID_'WTSampleTickbox1 
int OID_'WTSampleTickbox2 
int OID_'WTSampleTickbox3 
int OID_'WTSampleDropDownMenu 


Line 19419 





Figure 951 - Adding in global variables. 


So basically our General submenu will have three tickboxes, three sliders and one drop-down 
menu. 
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Press CTRL + S to compile the script. 


Creating an MCM 





8 Editing script WTTestMMCMScript 
File Edit View Build 


Global¥ariable Property WTSampleSlider1 Auto 
GlobalVariable Property WTSampleSlider2 Auto 
GlobalVariable Property WTSampleSlider3 Auto 
Global¥ariable Property WTSampleTickbox1 Auto 
Global¥ariable Property WTSampleTickbox2 Auto 
Global¥ariable Property WTSampleTickbox3 Auto 
Global¥ariable Property WTSampleDropDownGlobal Auto 


int OID_'WTSampleSlider1 

int OID_'WTSampleSlider2 

int OID_'WTSampleSlider3 

int OID_'WTSampleTickbox1 

int OID_'WTSampleTickbox2 

int OID_'WTSampleTickbox3 

int OID_WTSampleDropDownMenu 


ompiler Output: 


Starting 1 compile threads For 1 files... 
Compiling "WTTestMCMScript"... 
Starting assembly of WTTestMCMScript 
0 error(s}, 0 warningfs) 

Assembly succeeded 


Compilation succeeded, 


< 


> Ix 


< 





Save Succeeded 


Back in the Scripts tab, click on WTTestMCMScript to highlight it then click on the Properties 


button. 


Figure 952 - Compiling the script. 


Line 19419 





Quest: WTTesthiCM 


Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts 


Script Name Add 


a WTTestMcMScript 
Remove | 





Figure 953 - Linking the script properties to the global variables. 
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Creating an MCM 


Click on the Auto-Fill All button. This should automatically link our script properties with the 
global variables we just created. 


O° Properties for script WTTestMiCM Script attached to WTTesthiChd (05013587) 


Property Name 
ModName 
Pages 
WT SampleDropDownlobal 
ae WTSampleslider1 
ge WTSampleSlider? 
ee WTSamplesliders 
ae WW TSampleTickbox 1 
ge WTSampleTickbox? 
ae WW TSampleTickboxs 


Type 

String 

String] 
Globalvariable 
Globalyariable 
Globalvariable 
Globalyariable 
Globalyariable 
Globalvariable 
Globalyariable 


Add Property | Auto-Fill All | 


Value 


<<Defaulk> > 

<<Defaulk >> 

<<DeFault >> 

WTSampleSlider1 (03015664) 
WT SampleSlidere (03015668) 
WT SampleSliders (03015667) 
WTSampleTickbox1 (03015660) 
WT SampleTickbox? (0301566E) 
WT SampleTickbox3 (0301566F) 


Property type: <nothing selected> 


<<Using Default Script Value >> 





Figure 954 - Auto-Fill All. 


The properties that have an identical name to their global variable ID will be linked 
automatically. The ones that have mismatching names can be linked manually. Set 


WTSampleDropDownGlobal to WTSampleDropDown. 


8 Properties for script WTTesthMiCh Script attached to WTTesthiChd (05013587) 


Property Name 


ModName 
Pages 
WT SampleDropDownlobal 
ge WTSampleslider1 
ge WTSampleSlider? 
ae WTSamplesliders 
ge WTSampleTickbox1 
ee WTSampleTickbox? 
ae WW TSampleTickboxs 


Type 

String 

String[] 
Globalvariable 
Globalyariable 
Globalvariable 
Globalyariable 
Globalvariable 
Globalyariable 
Globalyariable 


Add Property | Auto-Fill All | 


Figure 955 - Setting the global variable for WT SampleDropDownGlobal. 
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Value 


<<Default > > 
<<DeFaulk > > 


WTSampleDropCown (03015670) 


WTSampleSlider1 (03015664) 
WT SampleSliders (03015666) 
WTSampleSliders (03015660) 
WT SampleTickbox1 (03015660) 
WT SampleTickbox2 (03015666) 
WT SampleTickbox3 (0301566F) 


Property type: Globalyariable 


Pick Object: |W TSampleDropDown +| Clear Value | 


[teat 
4uto-Fill | 
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Creating an MCM 


Next, click on ModName in the properties list and click the Edit Value button to the right. Enter 
in the name of the mod as you want it to appear in the MCM menu. 


8 Properties for script WTTesthMiCM Script attached to WTTesthiChd (05013587) 


Property Narne | value Property type: String 


Pe Modvame String Test Mod String value: | Test Mod Clear value | 


Pages String[] << DeFaulk > > 

ge WTSampleDropDownGlobal Globalyariable WTSampleDropDown (03015670) 
ae WW TSampleslider1 Globalvariable WTSampleSlider1 (03015664) 
ge WTSampleSlider? Global ariable WT SampleSliderz (03015666) 
ae WW TSamplesliders Globalyariable WT SampleSliders (030156670) 
ge WTSampleTickbox1 Global ariable WT SampleTickbox1 (035015660) 
gee WW TSampleTickbox? Global¥ariable WT SampleTickbox2 (03015666) 
ae W TSampleTickboxs Globalyariable WT SampleTickbox3 (0301566F) 


Add Property | Auto-Fill All | 





Figure 956 - Setting the mod name for the MCM. 
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Click on the Pages property and click on the Edit Value button. 


O° Properties for script WTTesthiCMscript attached to WTTesthiCh (03015587) 


Property Name 
ge. ModMame 
Pages 
ge WT SampleDropDownGlobal 
ge WT Sampleslider1 
ge WTSampleslider? 
ge WT Samplesliders 
ge WT SampleTickbox1 
ge WTSampleTickbox? 
ge WT SampleTickbox3 


Type 

String 

String[] 
Globalyariable 
Globalyariable 
Globalyariable 
Globalyariable 
Globalariable 
Globalariable 
Globalariable 


Add Property | Auto-Fill All | 


Value Property type: String[] 


Test Mod 

= <DeFault > > 
WTSampleDropDown (03015670) 
WTSampleSlider1 (03015664) 
WTSampleSlider? (03015666) 
WTSampleSlider3 (03015667) 
WTSampleTickbox1 (03015660) 
WT SampleTickbox? (035015666) 
WT SampleTickboxs (03501 566F) 


<<Using Default Script Value>> 





Figure 957 - Adding a submenu to our MCM. 
Click on the Add button. 


O° Properties for script WTTesthiCM script attached to WTTesthiCh (03015587) 


Property Name 

ee ModName 

rn Pages 

ge WTSampleDropDownGlobal 
ge WT Sampleslider1 

ae WTSampleslider? 

ge WT Samplesliders 

ge WTSampleTickbox1 

ge WT Sample Tickbox? 

ge WT SampleTickbox3 


Add Property | Auto-Fill All | 
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Type 

String 

String | 
Globalyariable 
Globalyariable 
Globalyariable 
Globalyariable 
Globalyariable 
Globalyariable 
Globalyariable 





Property type: String[] 


Value 

Test Mod 

[J 

WTSampleDropDown (03015670) 
WTSampleSlider1 (03015664) 
WTSampleSlider? (03015666) 
WTSampleSlider3 (03015660) 
WTSampleTickbox1 (0301566D) 
WTSampleTickbox? (03015666) 
WTSampleTickbox3 (0301566F) 


String Value: | 


OK | Cancel | 


Figure 958 - Adding a new page. 
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For this example I’m going to add one submenu. Set the string value for the new page to 
General. 


O° Properties for script WTTesthMiCM script attached to WTTesthiCM (030135587) 


Property Marie _ Type Value Property type: String[] 


&S Mca sting Test Mec add | clear value | 
| 


ge. Pages String[] (] 


General 
ge WTSampleDropDownGlobal — Global¥ariable WTSampleDrapDown (03015670) Remove | ever | 
ge WT Sampleslider1 Globalariable WTSampleSlider1 (03015664) mine | ae 
ge WT Sampleslider? Globalvariable = WTSampleSlider? (03015666) cian | 
ge WT Samplesliders Globalariable WTSampleSlider3 (03015667) Move Up 
ge WTSampleTickbox1 Globalariable WTSampleTickbox1 (03015660) | 


gs WTSampleTickbox? GlobalVariable = 'WTSampleTickbox? (0301566E) Move Down 
ge WT SampleTickbox3 Globalyariable WT SampleTickboxs (03501 566F) 


String Value: [General 


Add Property | Auto-Fill All | 





Figure 959 - Adding a General page. 
Click OK to close out of script properties. Let’s go back to the script source. 
The first thing we need to do is initialize the script with the following commands: 


event OnConfigInit () 
parent.OnInit () 
endkEvent 





® Editing script WTTestMMCMScript O x 


File Edit View Build 
Scriptname WTTestMCMScript extends ski_configbase 


GlobalVariable Property 'WTSampleSlider1 Auto 
GlobalVariable Property WTSampleSlider2 Auto 
GlobalVariable Property WTSampleSlider3 Auto 
GlobalVariable Property WTSampleTickbox1 Auto 
Global¥ariable Property WTSampleTickbox2 Auto 
Global¥ariable Property WTSampleTickbox3 Auto 
GlobalVariable Property 'WTSampleDropDownGlobal Auto 


int OID_'WTSampleSlider1 

int OID_'WTSampleSlider2 

int OID_'WTSampleSlider3 

int OID_'WTSampleTickbox1 

int OID_'WTSampleTickbox2 

int OID_'WTSampleTickbox3 

int OID_'WTSampleDropDownMenu 


event OnConfigInit(} 
parent, OnInit(} 
endEvent 


Line 21421 


Figure 960 - Initializing the MCM script. 
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Most MCMs include a splash screen which is displayed when the user clicks on the mod in the 
MCM menu. The first page loaded by the MCM doesn’t have a page name, hence “”’. 


Event OnPageReset (string page) 

if page == ™" 

self.LoadCustomContent ("testmod/testmodsplash.dds", 0.000000, 
0.000000) 

return 

else 

self.UnloadCustomContent () 

endif 

EndEvent 
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File Edit View Build 

Globalvarlable Property WlSamplesiiger! A4UCO 
Global¥ariable Property WTSampleSlider2 Auto 
Global¥ariable Property WTSampleSlider3 Auto 
Global¥ariable Property WTSampleTickbox1 Auto 
GlobalVariable Property WTSampleTickbox2 Auto 
GlobalVariable Property WTSampleTickbox3 Auto 
GlobalVariable Property WTSampleDropDownGlobal Auto 


int OID_'WTSampleSlider1 

int OID_'WTSampleSlider2 

int OID_'WTSampleSlider3 

int OID_'WTSampleTickbox1 

int OID_'WTSampleTickbox2 

int OID_'WTSampleTickbox3 

int OID_'WTSampleDropDownMenu 


event OnConfigInit() 
parent, OnInit(} 
endEvent 
Event OnPageReset(string page) 
if page == "™" 
self. LoadCustomContent("testmod/testmodsplash.dds", 0.000000, 0.000000) 
return 
else 
self UnloadCustomContent(} 
endiIf| 


EndEvent v7 


Line 29431 
Figure 961 - Adding a splash screen. 


The path defined in the LoadCustomContent command should exist in the 
Skyrim\Data\Interface or Skyrim Special Edition \Data\Interface folder. 
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¥ | 4 


Wyrmstooth > 


General 


TH ft BLDER SCROLLS V 


SKYRIM 


WYRMSTOOTH 


741 
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Tab | Exit 





Figure 962 - MCM splash screen for Wyrmstooth. 
C:\Program Files (86)\Steam\stearnapps\common\Skyrim Special Edition\Data\interfacewyrmstooth 


Picture Tools 


Steam steamapps common Skyrim Special Edition Data Interface » wyrmstooth 


Quick access 
OneDrive 
= This PC 
MR Desktop wyrmstoothsplas 
h.dds 
fB Documents 
> = Local Disk (C:) 
@ Local Disk (D:) 
@m, Local Disk (D:) 


a »* Network 





litem | 


Figure 963 - Full path to splash screen .dds file. 
For Wyrmstooth, the path used by LoadCustomContent for its splash screen would be: 


self.LoadCustomContent ("wyrmstooth/wyrmstoothsplash.dds", 0.000000, 
0.000000) 


The numbers after the path to the .dds file specify an X/Y offset for the image. We can leave 
them both set to 0.000000 for now. 
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Next, let’s add a General tab with some sample sliders, tick-boxes and a drop-down selection. 


if page == "General" 
petCursorFiliMode(TOP TO BOTTOM) 


AddHeaderOption("Section 1") 

OID WISampleSliderl = AddSliderOption("Sample Slider 1", 
WTSampleSliderl.GetValue(),"{0O}") 

OLD Wisempleslider2 = AddSliderOption ("Sample Slader 2", 
WTSampleSlider2.GetValue(),"{0O}") 

OID Wisamplesliders = AddsliderOption ("sample Slider 3", 
WTSampleSlider3.GetValue(),"{0O}") 

AddEmpt yOption () 


AddHeaderOption ("Section 2") 
OID WISampleTickboxl = AddToggleOption ("Sample Tickbox 1", 
WISampleTickboxl.GetValue () ) 
OID WisampleTiackboxz = AddToggleOption("Sample Tickbox 2", 
WISampleTickbox2.GetValue () ) 
OID WISampleTickbox3 = AddToggleOption("Sample Tickbox 3", 
WISampleTickbox3.GetValue () ) 


SetCursorPosition (1) 

AddHeaderOption ("Section 3") 

OID WTSampleDropDownMenu = AddMenuOption("", 
WTSampleDropDownList [WTSampleDropDownSelection] ) 
yee gan 





® Editing script WTTestMiCMScript O x 
File Edit View Build 


Event OnPageReset(string page) 
i a e == me 
self, LoadCustomContent("testmod/testmodsplash.dds", 0.000000, 0.000000) 
return 


Ise 
self UnloadCustomContent(} 
endl 


if page == "General" 
SetCursorFillMode(TOP_TO_BOTTOM) 


AddHeaderOption("Section 1") 

OID_Sampleslider1 = AddSliderOption("Sample Slider 1", SampleSlider1.Get¥alue(},"{O0}") 
OID_SampleSlider2 = AddSliderOption("Sample Slider 2", SampleSlider2,GetValue(},"{O}") 
OID_SampleSlider3 = AddSliderOption("Sample Slider 3", SampleSlider3.GetValue(},"{O}") 
AddEmptyOptiont() 


AddHeaderOption("Section 2") 

OID_SampleTickbox1 = AddToggleOption("Sample Tickbox 1", SampleTickbox1.GetValue(}) 
OID_SampleTickbox2 = AddToggleOption("Sample Tickbox 2", SampleTickbox2.GetValue(}) 
OID_SampleTickbox3 = AddToggleOption("Sample Tickbox 3", SampleTickbox3.GetValue(}) 


SetCursorPosition(1) 
AddHeaderOption("Section 3") 


endif| 


EndEvent 





Line 48450 
Figure 964 - General tab scripting added. 


If you added more submenus in the script properties, you can add UI elements to them by 
adding elseif page == "My Second Submenu", elseif page == "My Third Submenu" before the 
Endif. 
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If the player clicks on the General tab, we want these interface elements to appear instead of the 
splash screen. We can separate different pages of UI elements using an if/elseif/else statement. 


SetCursorFilMode(TOP_TO_BOTTOM) means the interface elements we’re adding to the UI 
will be added vertically starting from the top-left. The alternative arrangement is 

LEFT _TO_RIGHT which would mean the interface elements would be added to the UI 
horizontally starting from the top-left. I set it to TOP_TO_BOTTOM so we can define exactly 


at which element we start the second column. 


AddHeaderOption("Section 1") adds a header to the UI. We can use headers to group similar 


interface elements together. 


Right now if we try and compile we'll get an error because we’re missing a couple variables 
needed for the drop-down menu. So let’s add those in next. 





B Editing script WTTestMMCMScript O x 


File Edit View Build 
SetCursorFillMode{TOP_TO_BOTTOM) A 


AddHeaderOption("Section 1") 

OID_WTSampleSlider1 = AddSliderOption("Sample Slider 1", WTSampleSlider1.Get¥Yalue(},"{0}") 
OID_WTSampleSlider2 = AddSliderOption("Sample Slider 2", WTSampleSlider2.Get¥alue(},"{0}") 
OID_WTSampleSlider3 = AddSliderOption("Sample Slider 3", WTSampleSlider3.GetYalue(},"{0}") 
AddEmptyOption() 


AddHeaderOption("Section 2") 

OID_WTSampleTickbox1 = AddToggleOption("Sample Tickbox 1", WTSampleTickbox1.Get¥alue(}) 
OID_WTSampleTickbox2 = AddToggleOption("Sample Tickbox 2", WTSampleTickbox2. Get¥alue(}) 
OID_WTSampleTickbox3 = AddToggleOption("Sample Tickbox 3", 'WTSampleTickbox3, GetValue(}) 


SetCursorPosition( 1} 
AddHeaderOption("Section 3") 
OID_WTSampleDropDownMenu = AddMenuOption('", WTSampleDropDownList[WTSampleDropDownSelection]) 


endif 
EndEvent “e 
ompiler Output: x] 
Starting 1 compile threads For 1 files... A 


Compiling "WTTestMCMScript"... 

C:\Program Files (x86)\Steam\steamapps\common\skyrim\DatalScripts|Source\temp WT TestMCMScript.psc(47,47): variable WTSampleDropDownList is undefined 
C:\Program Files (x86)\Steam\steamapps\common\skyrim\Datal Scripts|Source\temp wT TestMCMScript.psc(47,68): variable WTSampleDropDownSelection is undefined 
C:\Program Files (x86)\Steam\steamappscommon)skyrim\DatalScripts|Sourceltemp| wT TestMCM Script. psc(47,47): arrays can only be indexed with integers 
C:\Program Files (x86)\Steam\steamapps\common)skyrim\DatalScripts|Source|temp wT TestMCMScript.psc(47,47): only arrays can be indexed 

No output generated For WTTestMCMScript, compilation Failed, 


Save Succeeded Line 30450 
Figure 965 - Compilation error. 


Enter the following variable declarations beneath the int OID variables: 


string[] WTSampleDropDownList 
int WTSampleDropDownSelection 





B Editing script WTTestMMCMScript O x 


File Edit View Build 


Global¥ariable Property WTSampleTickbox3 Auto ~ 
Global¥ariable Property 'WTSampleDropDownGlobal Auto 


int OID_'WTSampleSlider1 

int OID_'WTSampleSlider2 

int OID_'WTSampleSlider3 

int OID_'WTSampleTickbox1 

int OID_'WTSampleTickbox2 

int OID_'WTSampleTickbox3 

int OID_'WTSampleDropDownMenu 


WTSampleDropDownList 





nt WTSampleDropDownSelection 


event OnConfigInit(} 
parent, OnInit(} 
endEvent 


Event OnPageReset(string page) Me 
ompiler Output: a 


Starting 1 compile threads For 1 files... A 
Compiling "WTTestMCMScript"... 

Starting assembly of WTTestMCMScript 

0 error(s), O warningfs) 

Assembly succeeded 


Compilation succeeded, 


Save Succeeded Line 19453 


Figure 966 - Adding the string and int variables for the drop-down list. 
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If you compile the script it should now compile successfully. 


Next, let’s add in an array with some selectable options for the drop-down menu. These options 
will appear when the player clicks on the drop-down menu in the MCM. 


In the OnConfigInit() event, add the following lines beneath parent.OnInit(): 


WTSampleDropDownList = new string[1)5] 
WTSampleDropDownList[0] = "Option 1" 
WTSampleDropDownList[1] = "Option 2" 
WTSampleDropDownList[2] = "Option 3" 
hea 
Land 


WTSampleDropDownList = "Option 4" 
WTSampleDropDownList = "Option 5" 





8 Editing script WTTestMMCMScript O x 
File Edit View Build 














int OID_'WTSampleDropDownMenu 


string[] WTSampleDropDownList 
int WTSampleDropDownSelection 


event OnConfigInit(} 
parent, OnInit 
WTSampleDropDownList = new string[15 
WTSampleDropDownList[0] = "Option 1" 
WTSampleDropDownList[1] = "Option 2" 
mpleDropDownList[2] = "Option 3" 
mpleDropDownList[3] = "Option +" 
WTSampleDrapDownList[4 “Option S" 
endEvent 


Event OnPageReset(string page) 
if page == m 
self, LoadCustomContent("testmod/testmodsolash.dds", 0,000000, 0,000000) 
ompiler Output; 


Starting 1 compile threads For 1 files... 
Compiling "WTTestMCMScript"... 
Starting assembly of WTTestMCMScript 
0 error(s), 0 warningfs) 

Assembly succeeded 





Compilation succeeded, 


Save Succeeded Line 2459 


Figure 967 - Adding drop-down list options. 
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To show the options in a drop-down list when the player clicks on it, we’ll need to add an 
OnOptionMenuOpen( event. 


Event OnOptionMenuOpen (int option) 

if (option == OID WTSampleDropDownMenu) 
SetMenuDialogOptions (WTSampleDropDownList) 
SetMenuDialogStartIndex (WTSampleDropDownSelection) 
SetMenuDialogDefaultiIndex (0) 

endif 

EndEvent 





B Editing script WTTestMMCMScript O x 


File Edit View Build 


AddHeaderOption("Section 2") A 
OID_WTSampleTickbox1 = AddToggleOption("Sample Tickbox 1", WTSampleTickbox1.Get¥alue(}) 
OID_WTSampleTickbox2 = AddToggleOption("Sample Tickbox 2", WTSampleTickbox2. Get¥alue(}) 
OID_WTSampleTickbox3 = AddToggleOption("Sample Tickbox 3", WTSampleTickbox3. GetYalue(}) 


SetCursorPosition( 1) 

AddHeaderOption("Section 3") 

OID_WTSampleDropDownMenu = 4ddMenuOption("", WTSampleDropDownList[WTSampleDropDownSelection]} 
endif 


EndEvent 


vent OnOptionMenuOpentint option) 
if foption wt a 













ompiler Output: 


Starting 1 compile threads For 1 files... A 
Compiling "WTTestMCMScript"... 

Starting assembly of WTTestMCMScript 

0 error(s), O warningfs) 

Assembly succeeded 


Compilation succeeded, 


Save Succeeded Line 61\67 Wy 
Figure 968 - Event to handle opening a drop-down menu. 


The value defined in SetMenuDialogueDefaultIndex() specifies the default value for this drop- 
down menu. For this example I’m just going to leave it set to ‘0’. 
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We need to add an OnOptionMenuAccept() event to handle the player making a selection from 
a drop-down menu. 


Event OnOptionMenuAccept (int option, int index) 

if (option == OID WTSampleDropDownMenu) 
WTSampleDropDownSelection = index 
SetMenuOptionValue (OID WTSampleDropDownMenu, 
WTSampleDropDownList [WTSampleDropDownSelection] ) 
WTSampleDropDownGlobal.SetValue (WTSampleDropDownSelection) 
endif 

EndEvent 





B Editing script WTTestMMCMScript O x 


File Edit View Build 
endif 


EndEvent 


Event OnOptionMenuOpentint option) 

if Coption == OID_WTSampleDropDownMenu) 
SetMenuDialogOptions(WTSampleDropDownList) 
SetMenuDialogStartIndex(WTSampleDropDownSelection) 
SetMenuDialogDefaultIndex(0) 

endIF 

EndEvent 












WTSampleDropDownSelection]) 





ompiler Output: 


Starting 1 compile threads for 1 files... 
Compiling "WTTestMCMScript"... 
Starting assembly of WTTestMCMScript 
0 error(s), O warningfs) 

Assembly succeeded 


Compilation succeeded, 


Save Succeeded | Line 69\75 AB 
Figure 969 - Event to handle making a selection from a drop-down menu. 


The option we choose here will change the value of the WTSampleDropDownGlobal global 


variable which we can reference in other scripts. 
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Like drop-down menus, we need to set up two events sliders. The OnOptionSliderOpen() event 
handles the opening of the slider menu when the player clicks on it in the MCM. 


Event OnOptionSliderOpen (Int Option) 

if (Option == OID WTSampleSliderl) 
SetSliderDialogStartValue (WTSampleSliderl.GetValue () ) 
SetSliderDialogDefaultValue (0) 
SetSliderDialogRange (0, 99) 

SetSliderDialogInterval (1) 

elseif (Option == OID WTSampleSlider2) 
SetSliderDialogStartValue (WTSampleSlider2.GetValue () ) 
SetSliderDialogDefaultValue (0) 
SetSliderDialogRange (0, 99) 

SetSliderDialogInterval (1) 

elseif (Option == OID WTSampleSlider3) 
SetSliderDialogStartValue (WTSampleSlider3.GetValue () ) 
SetSliderDialogDefaultValue (0) 
SetSliderDialogRange (0, 99) 

SetSliderDialogInterval (1) 

endif 

EndEvent 





B Editing script WTTestMMCMScript O x 
File Edit View Build 


er2) 


npleSlider2. GetValue(}) 


mpleSlider3, GetValue(}) 










ompiler Output; 


Starting 1 compile threads For 1 files... A 
Compiling "WTTestMCMScript"... 

Starting assembly of WTTestMCMScript 

0 error(s), O warningfs) 

Assembly succeeded 


Compilation succeeded, 


Save Succeeded Line 794 
Figure 970 - Event to handle opening a shder. 


SetSliderDialogueStartValue() sets the initial value of the slider. In the example above that value 
is read from the global variable. SetSliderDialogDefaultValue() sets the default value of the slider. 
SetSliderDialogRange() sets the minimum and maximum values for the slider. 
SetSliderDialogInterval() sets the amount by which the player can increase or decrease the slider 
value. In the example above I set this to ‘1’ so the player can increase or decrease the slider value 
by a full integer. 
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To save the slider value set by the player we need to use the OnOptionSliderAccept() event. 


Event OnOptionSliderAccept (Int Option, Float Value) 


if (Option == OID WTSampleSliderl) 
WTSampleSliderl.setValue (Value) 
SetSliderOptionValue (Option, Value, "{0}") 
elseif (Option == OID WTSampleSlider2) 
WTSampleSlider2.setValue (Value) 
SetSliderOptionValue (Option, Value, "{0}") 
elseif (Option == OID WTSampleSlider3) 
WTSampleSlider3.setValue (Value) 
SetSliderOptionValue (Option, Value, "{0}") 
endif 

EndEvent 
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SetSliderDialogStartValue('\WTSampleSlider3.GetValue()) 
SetSliderDialogDefaultYalue(10} 
SetSliderDialogRange(0,99) 
SetSliderDialogIntervalf1} 
endif 
EndEvent 












vent OnOptionSliderAcc 2) 
iffOpti 0 = 


EndEvent 
ompiler Output: 
Starting 1 compile threads For 1 files... 
Compiling "WTTestMCMScript"... 
Starting assembly of WTTestMCMScript 
0 error(s), 0 warningfs) 

Assembly succeeded 





Compilation succeeded, 


< 


> Ix 


< 





Save Succeeded 


Line 96,107 = og 


Figure 971 - Event to handle setting a new value based on the shder selection. 
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We only need the OnOptionSelect() event to handle tickboxes. 


event OnOptionSelect (int Option) 
if (Option == OID WTSampleTickboxl1) 

1f WTSampleTickboxl.getValue() as int == 0 
WTSampleTickboxl.setValue (1) 
SetToggleOptionValue (Option, 1) 

else 
WTSampleTickboxl.setValue (0) 
SetToggleOptionValue (Option, QO) 


endif 
elseif (Option == OID WTSampleTickbox2) 
1f WTSampleTickbox2.getValue() as int == 0 


WTSampleTickbox2.setValue (1) 

SetToggleOptionValue (Option, 1) 
else 

WTSampleTickbox2.setValue (0) 

SetToggleOptionValue (Option, (OQ) 


endif 
elseif (Option == OID WTSampleTickbox3) 
1f WTSampleTickbox3.getValue() as int == 0 


WTSampleTickbox3.setValue (1) 
SetToggleOptionValue (Option, 1) 
else 
WTSampleTickbox3.setValue (0) 
SetToggleOptionValue (Option, OQ) 
endif 
endif 
EndEvent 





B Editing script WTTestMCMScript O x 
File Edit View Build 


elseif (Option == 0 


if WTS = 






WTSampleTickbox3, set¥alue(0) 
SetToggleOptionValue(Option, 0} 









ompiler Output; 


Starting assembly of WTTestMCMScript A 
0 error(s}, 0 warningfs) 
Assembly succeeded 


Compilation succeeded, 


Batch compile of 1 Files Finished. 1 succeeded, 0 failed. 


Save Succeeded Line 109.137 4 
Figure 972 - Event to handle ticking or unticking a tickbox. 


Basically, if the player ticks a tickbox and the tickbox isn’t ticked, we flag it as ticked and set its 
global variable value to 1. Otherwise, untick it and set its global variable value to 0. Use tickboxes 
for setting Boolean values. i.e.: when an option either needs to be on or off/yes or no. 
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Lastly, we need to add an OnoptionHighlicht() event to handle text tips that appear at the 
bottom of the MCM screen when we hover over UI elements. 


Event OnOptionHighlight (Int Option) 





If (Option == OID WTSampleSliderl) 

SetInfoText ("Sample slider 1 highlighted.") 
BlseIf (Option == OID WTSampleSliderz) 
SetInfoText ("Sample slider 2 highlighted.") 
BlseIf (Option == OID WTSampleSlider3) 
SetInfoText ("Sample slider 3 highlighted.") 
ElseIf (Option == OID WTSampleTickbox1) 
SetInfoText ("Sample tickbox 1 highlighted.") 
ElseIf (Option == OID WTSampleTickboxz2) 
SetInfoText ("Sample tickbox 2 highlighted.") 
ElseIf (Option == OID WTSampleTickbox3) 
SetInfoText ("Sample tickbox 3 highlighted.") 
ElseIf (Option == OID WTSampleDropDownMenu) 
SetinfoText ("Sample drop down menu highlighted.") 
EndIf 

FndEvent 

# Editing script WTTestMCMScript oO x 


File Edit View Build 
EndEvent 7 








vent OnO 


If (Opt 
Else 


Else 


< 











ompiler Output: 


Starting 1 compile threads For 1 files... 
Compiling "WTTestMCMScript"... 
Starting assembly of WTTestMCMScript 
0 error(s), O warning{s) 

Assembly succeeded 


> Ix 


Compilation succeeded, 
¥ 


Save Succeeded Line 1394155 A 





Figure 973 - Event to handle text tips. 


The text to display at the bottom of the screen is defined by SetInfoText(. 
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If we go in-game, our new MCM should register itself after a few seconds. 


GENERAL 


Test Mod > 
8 Genera Section | | Section 3 


Sample Slider | * OPTION 1 
Sample Slider 2 


Sample Slider 3 
Section 2 0 
Sample Tickbox | 


Sample Tickbox 2 


Sample Tickbox 3 


Sample slider 2 highlighted. 


Enter |Open Slider | | Default Tab | Back 





Figure 974 - Test Mod MCM. 


Take a few moments to confirm all the options are present and the text tips for each UI element 
are correct. 


Change a few settings then close and re-open the MCM to confirm that the settings were 
successfully saved. 


GENERAL | 


Test Mod 
cr Section | | Section 3 


Sample Slider 1 » OPTION 4 
Sample Slider 2 


Sample Slider 3 


Section 2 © 


Son ple lick Hox | 


Sample Tickbox 2 


Sample Tickbox 3 


Tab |Back 





Figure 975 - Options saved after closing the menu. 
For more information Pd recommend Schlangster’s MCM Quickstart guide on Github. 
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FILES 


Building land LOD using Oscape 


BUILDING LAND LOD USING OSCAPE 


Land LOD is a simplified representation of the world space landscape shown in unloaded cells. 


To generate land LOD Im going to use a utility called Oscape which you can download from 
Nexusmods. 


Important: Before we can generate object and tree LOD in xEdit, we need to generate land LOD first to 
create a lod file for our world space. Without a .lod file, the world space won't be listed in xEdit. 


Launch Oscape x32/Oscape x64. 
Go to Game and set it to Skyrim. 


B Oscape 
Defaults Settings 
Obliviars Generator Installer Recovery 


asave selection on success 


c:\program Files (86))goq games\oblivion/Data Browse 


Oblivion.esm 
DLCBattlehorn Castle, esp 
DLCFrostcrag.esp 
DLCHorse4rmor,.esp 
DLCMehrunesRazor.esp 
Knights.esp 
DLCOrrery. esp 
DLCSpellTomes.esp 
DLCShiveringlsles,esp 
DLCThievesDen,. esp 
DLCVileLair.esp 


w 
WF 
wf 
w 
Ww 
wf 
w 
w 
w 
WF 
wf 


Fl 


utputs: heightField feature-map[_] surface-map [_ | 





Figure 976 - Set Game to Skyrim. 
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Building land LOD using Oscape 


Tick your mod, tick any dependencies such as Skyrim.esm, then click on the Fill button. 











B Oscape - oO x 
Game Defaults Settings 


Active Plugins Preview Generator Installer Recovery 


C3 3 BB Dautosave selection on success 


C:\Program Files (x86)\Steam\steamapps\common\Skyrim\Data Browse 


¥ Skyrim.esm 
Update.esm 
TimingIsEverything.esp 
SkyUI.esp 
Paper World Map - Lighting Edit.esp 
Paper World Map - Wyrmstooth.esp 
Unofficial Skyrim Legendary Edition Patch.esp 
Open Cities Skyrim.esp 
HighResTexturePackO1.esp 
HighResTexturePack02.esp 
HighResTexturePackO3.esp 
ArcheryTrickshot.esp 
Call Follower.esp 
Wyrmstooth-largerlandlod.esp 
tacotronsamples - Copy.esp 
tacotronsamples.esp 
Extended Encounters - Orig.esp 
Extended Encounters.esp 
Wyrmstooth-original.esp 
4elaTestCell.esp 
Occlusion.esp 




















Wyrmstooth.esp 
Fil 
Outputs: heightfield feature-map:| | surface-map [_| 
Ready 


Figure 977 - Selecting our mod. 


Select your world space in the drop-down menu next to the Fill button, and change the name of 
the .raw file in the Outputs text field. 


Tick Feature-Map and Surface-Map then click Extract. 








B Oscape _ O x 
Game Defaults Settings 


Active Plugins Preview Generator Installer Recovery 


C3 3 B Dautosave selection on success 


C:\Program Files (x86)\Steam\steamapps\common\Skyrim\Data Browse 


¥ Skyrim.esm A 
Update.esm 
TimingIsEverything.esp 
SkyUI.esp 
Paper World Map - Lighting Edit.esp 
Paper World Map - Wyrmstooth.esp 
Unofficial Skyrim Legendary Edition Patch.esp 
Open Cities Skyrim.esp 
HighResTexturePackO1.esp 
HighResTexturePack02.esp 
HighResTexturePack03.esp 
ArcheryTrickshot.esp 
Call Follower.esp 
Wyrmstooth-largerlandlod.esp 
tacotronsamples - Copy.esp 
tacotronsamples.esp 
Extended Encounters - Orig.esp 
Extended Encounters.esp 
Wyrmstooth-original.esp 
4elaTestCell.esp 
Occlusion.esp 

Pal vyrmstooth.esp 




















Fill 
Outputs: heightfield feature-map/] ‘surface-map:] 
.wyrmstooth. raw | ‘Browse: | | Extract 





Ready 


Figure 978 - Selecting our world space. 
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Building land LOD using Oscape 


In the Preview tab, click on the second Browse button and choose a directory to save the 
generated files to. In my example I just set this to ‘C:\Users\JonxOr\Desktop \Generated Files’ 
for now. You can always move this folder to a better location later. 


a Oscape 


Game Defaults settings 


Active Plugins Preview Generator Installer Recovery 


AWwktyrrisbooth, ra Browse 


HeightField 


[ |horizontal orientation [_]non-square 


E) Dimensions 
Worldspace FormID 63016617 
Tilesize (in cells) 4 
Cellsize {in units) a2 

Total 2048; 2048 


CiUsers\JonxOr\ Generated Files Accept 


Ready 





Figure 979 - Preview tab. 
Click Accept. 
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Building land LOD using Oscape 


Alright, now to configure our LOD generation settings. 


So you should see three tick boxes in the Generator tab; Meshes, Normals and Colors. Meshes 
and Normals should already be ticked. Go ahead and tick Colors as well. 


a Oscape 
Game Defaults settings 


Active Plugins Preview Generator Installer Recovery 


AWityrristooth, rev Browse 


iife] eh) i4he) wel] 














low-resolution textures (512x512) 

standard-resolution textures (1024x1024) 

high-resolution textures (2046x2043) 

Formats: PPM] DirectX /] PNG 


Colors 





“LODs: ih 12h) 144 ie 





low-resolution textures (512x512) 
standard-resolution textures (1024x1024) 
high-resolution textures (2046x2048) 
very high-resolution textures (4096x4096) 
Formats: Pem[ ] Direct PNG 


Heightmaps 


Ready 





Figure 980 - Colors ticked. 
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Building land LOD using Oscape 


Next, ’m going to set the “Target of max. resolution’ drop-down to ‘256000 (1/1 of 1000 per 
tile)’. 


a Oscape 
Game Detaults settings 


Active Plugins Preview Generator Installer Recovery 


AWktyrroistooth, rev 


Algorithm: Data-dependent 
Error selection: Sum of error*2 
Quality threshold From 1.0 to 0.0: 

4rea threshold From 0.0 to inf.: 

Emphasis of Features: 

Termination at error: 


Target of max. resolution: 


Meshes 


Al 2] i4h) 16 4 
1/16 1/32 1/64 1/128 


with ocean-basin [_ | 


Ready 





Figure 981 - Target of max. resolution set to 256000. 


Important: When your land LOD 1s building, if Oscape crashes, you'll need to lower the “Target of max. 


resolution’ value. 
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Building land LOD using Oscape 


Under Meshes, tick ‘with ocean-basin’. Make sure only the NIF format is ticked. 


Under Normals, untick PNG. 


A Oscape 
Game Defaults Settings 
Active Plugins Preview Generator Installer Recovery 


AWwktyrristooth, rai Browse 


[] Meshes 
1/1 eh] w4h] eM 
1/16 1/32 1/64 1/128 


With ocean-basin 
With texture-coordinates (Lys) 
optimize For overdraw 


Formats: MIF [|] Direct {—] Wavefront [_ | 


Normals 


iif] wel] i4k)] wel 


low-resolution textures (512«512) 
standard-resolution textures (1024x1024) 
high-resolution textures (2046~2043) 
PPM [_] Direct] PNG'L | 


Formats: 


Ready 





Figure 982 - Configuring Meshes and Normats. 
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Building land LOD using Oscape 


Under Colors, untick PNG. 


a Oscape 
Game Defaults Settings 


Active Plugins Preview Generator Installer Recovery 


Awtyrroisbooth, ra Browse 


iif] i2eh) i4hy) ie] 


low-resolution textures (512x512) 

standard-resolution textures (1024x1024) 

high-resolution textures (20462048) 

Formats: PPM [_] Direct PAG [_ | 


Colors 


LODs: NM 12M 4M weM 





low-resolution textures (512x512) 
standard-resolution textures (1024x1024) 
high-resolution textures (2048x2048) 


very high-resolution textures (40964096) 
Formats: Pem [| Direct’ PNG [ | 


Heightrnaps 


Ready 








Figure 983 - Configuring Colors. 


Click Browse and choose a folder to generate the LOD files in. Again, I just set this to 
‘C:\ Users \Jonx0r\Desktop\Generated Files’ 





B Oscape = O x 
Game Defaults Settings 


Active Plugins Preview Generator Installer Recovery 














| Wyrmstooth, raw Browse 

| Browse Clear 
Normals . 
LODs: 1M iz 1A we 


low-resolution textures (512x512) 
standard-resolution textures (1024x1024) 
high-resolution textures (2048x2048) 





Formats: PPM [_] DirectX PNG [_] 
Colors 
LODs: 11 2Moif4éM) 1seM 


low-resolution textures (512x512) 
standard-resolution textures (1024x1024) 
high-resolution textures (2048x2048) 


very high-resolution textures (4096x4096) 











Formats: PPM [_] DirectX PNG [_] 
Heightmaps - 
[_] Overwrite \C:\Users\JonxOr\Desktop\Generate Files | Generate 
Ready 





Figure 984 - Choosing a folder to generate the LOD files in. 


If you’ve done this before and that folder already exists, tick Overwrite. 
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Building land LOD using Oscape 


Click Generate to start creating your land LOD files. 


QOscape generation in progress .. 


Resolution 128000, generating mesh: 


Placing hi-res points (current mesh error 1017,600000): 


Running: OO; 06s 
Remaining: OO: 385 
Tatal: OU:44s5 


Pause Cancel 





Figure 985 - Oscape generation in progress. 
Once it’s done generating, you'll be taken to the Installer tab. 


a Oscape 


Game Defaults Settings 


4ctive Plugins Preview Generator Installer Recovery 


CAUsersJonxOr\DesktopiLob Files Browse 


LOD Settings 
Generate 


Testorld 


Leveld 


[| Install 
Mesh-resolution: 1/1: 256000 points, UVs, 256 tiles 
Texture-resolution: | 256x256 normals, 256 tiles 


128128 colors, 256 tiles 


Levell 


[| Install 
Mesh-resolution: 1/2: 128000 points, UVs, 64 tiles 
Texture-resolution: | 128128 normals, 64 tiles 


128128 colors, 64 tiles 


Level? 


Install 


Macher ach ikicnr did: AAO minke Pe 1 Filo 


CiProgram Files (86) Steam|steamappscommon\Skyrim\Data Browse Install 





Ready 


Figure 986 - Installing land LOD files. 


Under LOD Settings, tick Generate. 
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Building land LOD using Oscape 


Tick the Install tick box for LevelO, Levell, Level2 and Level3. 


O° Oscape 


Game Defaults Settings 


Sctive Plugins Preview Generator Installer Recovery 


CAUsersJonxOr\DesktopiLod Files Browse 


TestWorld Mesh-resalution: 1/2: 128000 points, Us, 64 tiles 
Texture-resolution: | 128128 normals, 64 tiles 


128128 colors, 64 tiles 


Level? 


Install 


Mesh-resolution: 1/4: 64000 points, Uys, 16 tiles 
Texture-resolution: | 256x256 normals, 16 tiles 


128x126 colors, automatic 


Level3 


Install 


Mesh-resolution: 1/8: 32000 points, Uys, 4 tiles 
Texture-resolution: | 256x256 normals, automatic 


128x126 colors, automatic 





Browse Install 





Figure 987 - Setting the install directory. 
Make sure the install directory is set to the location of your Skyrim\Data folder. 


Click Install to copy the land LOD files to your Skyrim\Data folder. 
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Building land LOD using Oscape 


Confirm the files have been copied to your Skyrim\Data folder. 


Go to your Skyrim\Data\Meshes\Terrain\<YourWorldSpaceName> folder and confirm that it 
contains .btr files prefixed with the name of your world space. 


F —6UcLrS C:\Program Fil 


€ - a i 


wm Quick access 
@& OneDrive 
v Lcsil This PC 
MM Desktop 
is] Documents 
> jm Local Disk (C:) 
= Local Disk (Ds) 


@m, Local Disk (D:) 


_ Network 


340 items | State: BA Shared | 


Prograrn File ) Steam 


Name 


B testworld.4.0.0.btr 

B testworld.4.0.4.btr 

B testworld.4.0.-4.btr 
B testworld.4.0.8.btr 

B testworld.4.0.-8.btr 
B testworld.4.0.12.btr 
B testworld.4.0.-12.btr 
B testworld.4.0.16.btr 
B testworld.4.0.-16.btr 
‘at testworld.4.0,20,btr 
B testworld.4.0,-20.btr 
B testworld.4.0.24. btr 
BW testworld.4.0.-24.btr 
B testworld.4.0.28.btr 
BD testworld.4.0,-28.btr 
B testworld.4.0,-32.btr 
B testworld.4.4.0.btr 

B testworld.4.-4,0,btr 
B testworld.4.4.4.btr 

B testworld.4.4,-4,btr 
B testworld.4.-4.4.btr 
EB testworld.4,-4,-4, btr 
B testworld.4.4,8,btr 

B testworld.4.4,-8.btr 
‘al testworld.4,-4.8.btr 
E testworld.4,-4,-8,btr 
Be te stharnrld.4.4.12.htr 


am\steamapps 


common 


Date modified 


6/09/2021 12:45 PM 
6/09/2021 12:45 PM 


6/09/2021 12:45 PM 


ae a 

21 12:45 PM 

21 12:45 PM 

2021 12:45 PM 
6/09/2021 12:45 PM 
21 12:45 PM 


6/09/2021 12:45 PM 
6/09/2021 12:45 PM 
6/09/2021 12:45 PM 


6/09/2021 12:45 PM 


Meshes 


Type 


BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
BTR File 
RTR File 


Terrain 


TestWorld 


73 KB 
3 KB 
151 KB 


Figure 988 - Land LOD .btr files. 
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Confirm that the .dds textures were copied to 
Skyrim\Data\Textures \Terrain\<YourWorldSpaceName>. 


F ee 
| File Home 


i | 


we Quick access 
& OneDrive 


MM This PC 
MH Desktop 
BB Documents 
jm Local Disk (C:) 
@, Local Disk (D:) 


gm, Local Disk (D:) 


a Network 


View Picture Tools 


Program Files (86) 


Name 


PPS testworld.4.0.0.dds 
Ord testworld.4.0.0_n.dds 
8 testworld.4.0.4.dds 
Ore testworld.4.0.-4.dds 
ra testworld.4.0.4 nidds 
P'S testworld.4.0.-4_nd... 
OPS testworld.4.0.8.dds 
PPS testworld.4.0.-8.dds 
9 testworld.4.0,8_n.dds 
OS testworld.4.0.-8_n.d... 
9 testworld.4.0,12.dds 
| testworld.4.0,-12.dds 
| testworld.4.0.12_n.d... 
PPS testworld.4.0.-12_n.w. 
PPS testworld.4.0.16.dds 
Ore testworld.4.0.-16.dds 
9 testworld.4.0,16_n.d... 
| testworld.4.0,-16_n.... 
P'S testworld.4.0.20.dds 
P'S testworld.4.0.-20.dds 
OPS testworld.4.0.20_n.d... 
| testworld.4.0,-20_n.... 
P'S testworld.4.0.24.dds 
PPS testworld.4.0.-24.dds 
9 | testworld.4.0,.24 nid... 
9 testworld.4.0,-24 hn... 


PP te sthnnrld.4.0.28.dds 


steamapps 


C:\Program Files (86)\Stearmn\stearnapps\common\Skyrim\Data\ Textures\ Terrain’ TestWVorld 


Date 


6/09/2021 12:49 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:49 PM 
6/09/2021 12:46 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:49 PM 
6/09/2021 12:46 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:49 PM 
6/09/2021 12:46 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:49 PM 
6/09/2021 12:46 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:48 PM 
6/09/2021 12:46 PM 
6/09/2021 12:46 PM 
6/09/2021 12:49 PM 
6/09/2021 12:48 PM 
6/09/2021 12:47 PM 
6/09/2021 12:46 PM 


AANO/7 071 17:49 PRA 


common 


Skyrim Data 


Type 


IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
Irfanview DDS File 
IrfanView DDS File 
Irfanview DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
IrfanView DDS File 
Irfanview DDS File 
Irfanview DDS File 
Irfanview DDS File 
IrfanView DDS File 


IrfanView? DDS File 


Textures 


SIZe 


TestWorld 


Tags 


Building land LOD using Oscape 


680 items | State: MA Shared | 


Figure 989 - Land LOD .dds files. 


Lastly, confirm a new .lod file exists in the Skyrim\Data\LODSettings folder and is named after 
yout world space. 


ll M = C:\Program Files («86)\Steam\steamapps\common\Skyrim\Data\LOD Settings 


| File Home Share View 


€<€ > vf Fr This PC Local Disk (Ci) Program Files (86) Steam steamapps common Skyrim Data LODSettings 


Name Date modified Type 
mw Quick access 


B TestWorld.lod 6/09/2021 12:59 PM LOD File 


& OneDrive 


MM This PC 
MH Desktop 
BB Documents 
jm Local Disk (C:) 
@m, Local Disk (D:) 


gm, Local Disk (D:) 


e* Network 


litem | State: S& Shared | 


Figure 990 - New LOD Settings file. 
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Building land LOD using Oscape 


Go to your world space in-game and confirm land LOD 1s present and is textured correctly. 





Figure 991 - The test world island from a distance, land LOD onl). 


We should also be able to see it in the map screen. 


L |Local Map | J \Journal (Wheel/Zoom | € |Current Location | F |Find Location (m1 Set Destination Sundas, 8:01 AM, 17th of Last Seed 4E 201 





Figure 992 - The test world island from the map screen. 


Just ignore the hard edges in the clouds on the map screen for now; that can be fixed later. 
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Building object LOD using xEdit 


BUILDING OBJECT LOD USING XEDIT 


Object LOD includes objects such as mountain peaks, buildings and city walls seen in the 


distance. 


To generate object LOD we’re going to use TES5Edit/SSEEdit which you can download from 


Nexusmods. 


Important: Before you can generate object LOD in xEdit, you need to have made a lod file for your 
world space. This file can be created by Oscape when you generate land LOD. 


Launch xEdit. 

















[_] SkyUlesp 
[_] HighResTexturePackO1.esp 


[_] HighResTexturePackO2.esp 
[_] HighResTexturePack03.esp 


4 ({_] TiminglsEverything.esp 

#(_] Extended Encounters.esp 

+) (_] Open Cities Skyrim.esp 

+ [_] tacotronsamples.esp 

4 [_] Call Followeresp 

4) (_] ArcheryTrickshotesp 

4 (_] AelaTestCell.esp 

+ {_] Paper World Map - Lighting Edit.esp 
+ [_] Paper World Map - Wyrmstooth.esp 
+ [_] Wyrmstooth-largerlandlod.esp 

+} [_] tacotronsamples - Copy.esp 

#}(_] Extended Encounters - Orig.esp 








8°] Wyrmstooth.esp 





@® Module Selection O x 
Eilter:| | Preset; | v| Load Save Delete 

Filename File Order # ESM Load Order = FormilD Prefix 

[m] Skyrim.esm [GarmeMaster] ESM OQ 00 A 

+ [m] Update.esm [Update] ESM 1 #0 

+ (mg) Dawnguard.esm [ESM] [Plugins.txt:2][LoadOrder.txt:2] = ESM 2 02 

+) (_] HearthFires.esm [ESM] [Plugins.txt:3][LoadOrder.txt:3] ESM 

+ [_] Dragonborn.esm [ESM] [Plugins.txt:4][LoadOrder.txti4] ESM 

4 [_] Unofficial Skyrim Legendary Edition Patch.esp [ESM] [Plugins.txt:5][LoadOrder.txt:5] = ESM 

+) ({_] Wyrmstooth-original.esp [ESM] [Timme:2021-08-12 23:45:13] ESM 


[Plugins.txt:6] 
[Plugins.txt:?][LoadOrder.txt:6] 
[Plugins.txt:8][LoadOrder.txt: 7] 
[Plugins.txt:9][LoadOrder.txt:8] 

[Pluginstxt:10][LoadOrderbet:3}} = |] 
[Plugins.txt:11] 
[Plugins.txt:12][LoadOrder.txt:10] 
[LoadOrder.txt:11] 
[LoadOrder.txt:12] 
[Plugins.txt:13] 
[Plugins.txt:14][LoadOrder.txt:13] 
[Plugins.txt:15] 
[Tirme:201 7-06-19 10:51:40] 
[Timme:201 7-06-19 10:51:44] 
[Timme:2021-03-05 19:10:55] 
[Timme:2021-04-24 22:37:48] 
[Time:2021-06-30 20:14:49] 





OK 





Figure 993 - Select your mod in xEdit. 


Select your mod and click OK. 


Wait for the background loader to finish. 
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Building object LOD using xEdit 


Right-click on your mod and go to Other > Generate LOD. 























[00:19] Background L 


Sort Masters (to match current load order) 


Clean Masters (= Remove all unused Masters) 


Hidden 








@® TESSEdit 4.0.3 = oO x 
= | [03] Wyrmstooth.esp (SFAEBA58) < > Lo \Help @ videos (3 NexusMods | GitHub €BB Discord (® Patreon © Ko-Fi MP PayPal 
Feral Seat Keep L] children [_] siblings (_] parent's siblings 
[00] Skyrim.esmn C665FD56 
HH [00] TESV.exe [03] Wyrmstooth.esp 
#}~ [01] Update.esm ESB67BDA =} Record Header ie 
[02] Dawnguard.esm BD72CCF3 Signature TES 
arse rere a 
[03] Wyrm stoo' Compare to... Data Size 159 
Create delta patch using... oe 
FormlD NULL - Null Reference [Q0000000] 
Remove Filter Version Control Info 1 None 
Apply Filter Form Version 43 
Apply Filter for Cleaning Version Control Info 2 00 00 
Apply Filter to show Conflicts =) HEDR - Header 
fooly ile lected Al Version 1, 700000 
PP ; EL Welest ne ony Number of Records 132254 
Apply Filter for Cleaning (selected files only) Next Object ID 00C526BC 
Apply Filter to show Conflicts (selected files only) OFST - Unknown 
Check for Errors DELE - Unknown 
Check for Circular Leveled Lists CNAM - Author JonxOr 
SNAM - Description Version: 1.19.5 
Renumber FormlDs from... easter Files 
Inject Forms into master... =) Master File #0 
Apply Script... MAST - FileName Skyrim.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
Undelete and Disable References S)- Master File #1 
Remove "Identical to Master" records MAST - FileName Update.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
Add Pe 
Mark Modified < aaa > 
Filter by filename:) digi Kw cbape View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition Spread: « | > | 





Create Merged Patch 
Create SEQ File 


Build Reference Info 


Build Reachable Info 


Batch Change Referencing Records 


Localization 


Log Analyzer 


Mark all files without ONAM as modified 


Options 


Figure 994 - Generate LOD menu. 
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Building object LOD using xEdit 


Tick the world space(s) you want to generate object LOD for. 


LODGen Options 


Select worldspace(s) to generate LOD for 


YWyreistooth World "Wyrristooth" [(VYRLO OS 0000 62 ] Objects LOD 


Dirnfrost "Dirnfrost" [WWRLO 03082561] . , . 
Ma Testivorld "Test World" [WRLD:03C 18649] Create distant LOD for static objects like mountains, rocks, houses, castles and the like, 


(“| Build atlas 
Atlas size (2040 ~ x |2048 


hax texture size | 51? ww iInUVrange ($15 


Compression: Diffuse  DXTS ~) Normal) XT w| Spec |BCS 


[ | No vertex colors 
[| No tangents 


| Specific chunk 


| | Trees LOD Generate as Objects LOD 


Create distant LOD for trees, Requires 2D billboard images to be present in the Data folder or in 
B34 archives, Those are not included with the game and rust be installed separately, 


LOD brightness 0 


Onby worldspaces that have existing lodsettings file "LOD Settings\<Worldspace>lod" (dlodsettings for Fallaut3 and New Vegas) are shown either in the Data folder, or in 
BS4/642 archives. Archives are loaded similar to the garne itself - the ones specified in the game ini file and those that match loaded plugins nares. 


Generate Cancel 





Figure 995 - Selecting the world space to build object LOD for. 
Tick Objects LOD. 
Click Generate to start building object LOD. 
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Building object LOD using xEdit 


Once it’s done, browse to your Skyrim\Meshes\Terrain\<YourWorldspaceName> \ Objects 
folder and confirm that it contains .bto files. 


F Mm = C:\Program Files (86)\Steam\steamapps\common\Skyrim\Data\Meshes\ Terrain\ TestWorld\Objects 


€ - - 4 £ Steam stearnapps common Skyrim Data Meshes > Terrain » TestWorld Objects 


Name Date modified Type 
saat ia TestWorld.4.0,0.bto 6/09/2021 6:00 PM BTO File 
@& OneDrive BB TestWorld.8.0.0.bto BTO File 
ME This PC BB TestWorld.16.0.0.bto 6/09/2021 6:00 PM BTO File 
MH Desktop 
is] Documents 
jm Local Disk (C:) 
@m, Local Disk (D:) 


gm, Local Disk (D:) 


a Network 





3items | State: B& Shared | 


Figure 996 - Object LOD .bto files. 


In my TestWorld example, I only have a couple objects with LOD so only a couple files were 
generated. 
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Building object LOD using xEdit 


Navigate to your Skyrim\Data\Textures\Terrain\<YourWorldspaceName>\Objects folder and 
confirm it contains two .dds files. 


e | C:\Program Files (86)\Stearm\stearnapps\common\Skyrim\Data\ Textures’ Terrain’ TestWVorld\ Objects 


Picture Tools 


Ser AA F Stearn steamapps common Skyrim Data » Textures > Terrain TestWorld Objects 


we Quick access 


& OneDrive 


mE This PC maa" 


MM Desktop TestWorldObjects | TestWVorldObjects 
LOD. dds LOD_n.dds 
B Documents 
jm Local Disk (C:) 
@, Local Disk (D:) 
@m, Local Disk (D:) 


a Network 


2items | State: BA Shared | 





Figure 997 - Object LOD texture index. 


Go to your world space in-game and confirm object LOD is present and is textured correctly. 


GA W 5S 





Figure 998 - The mountain peak on our island can now be seen from a distance. 
As you can see from the screenshot above, the mountain peak can now be seen from a distance. 


It can also be seen on the world map. 
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Building object LOD using xEdit 


L |Local Map | J \Journal (Wheel Zoom | € |Current Location | F |Find Location (M1 Set Destination Sundas, 8:13 AM, 17th of Last Seed, 4E 201 





Figure 999 - Object LOD also visible on the world map. 
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Building tree LOD using xEdit 


BUILDING TREE LOD USING XEDIT 


Similar to object LOD, tree LOD shows distant trees in unloaded cells. 


To generate object LOD we’re going to use T° idit/SSEEdit which you can download from 


Nexusmods. 


Important: Before you can generate object LOD in xEdit, you need to have made a lod file for your 


world space. This file can be created by Oscape when you generate land LOD. 


The first thing we’ll need to do is download the tree billboards which you can download from 


the ‘TE n page on Nexusmods. 


BA TESSLODGen at Skyrim Nexus- X = + 


C QO - wwnw.nexusmods.com 


ps8 
MAIN FILES Sort by a SD 


aa ae Date uploaded File size Unique DLs Total DLs Yersion 
¥ TESSLODGen 3.2.1 21Apr2018, 1:59PM 2.8MB - : 3.2.1 a 


Install manually. Rename to TESSVRLODGen.exe to work with Skyrim VR. 


Preview file contents 
Date uploaded File size Unique DLs TotalDls Version a 


v Vanilla Skyrim LOD Billboards 10 Mar 2015, 7:32PM FOIKB 1.0 


LOD billboard images for vanilla Skyrim + DLC trees, install into Data folder. *REQUIRED* for Trees LOD. 


Preview file contents 


OPTIONAL FILES cor hy i a 


. Date uploaded File size Unique DLs Total DLs Yersion 
¥ Enderal LOD Billboards 04 Aug 2016,9:28AM 2.3MB E : 1.1 a 


Figure 1000 - Vanilla Skyrim LOD Billboards download source. 
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Building tree LOD using xEdit 


Open the .zip archive and extract the textures folder to your Skyrim\Data or Skyrim Special 
Edition \ Data folder. 


O\Downloads\vanilla skyrin LOD Billboards-62696-1-O.zip', 
File Edit View Favorites Tools Help 

o 
hkevw»d =» xX i 


Add Extract Test Copy Move Delete Info 





O\Downloads\vanilla skyrin LOO Billboards-62699-17-O.zip', 


SIZE Packed Size Modified 
ie 1576 O02 Bo4dey 2075-02-25 17:40 





1/1 objects) selected 1576 002 1 576 O02 2015-02-25 17:40:36 


Figure 1001 - Vanilla Skyrim LOD Billboards .zip contents. 
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Now we can launch xEdit. 


Building tree LOD using xEdit 





& Module Selection 


Biter] | rs 


Filename 
[mg] Skyrim.esm 
[m] Update.esm 
[(m] Dawnguard.esm 
[_] HearthFires.esm 
[_] Dragonborn.esm 
[_] Unofficial Skyrim Legendary Edition Patch.esp 
[_] Wyrmstooth-original.esp 
[_] SkyUlesp 
[_] HighResTexturePackO1.esp 
[_] HighResTexturePackO2.esp 
[_] HighResTexturePack03.esp 
[] TiminglsEverything.esp 
[_] Extended Encounters.esp 
[_] Open Cities Skyrim.esp 
[_] tacotronsamples.esp 
[_] Call Followeresp 
[_] ArcheryTrickshotesp 
[_] AelaTestCell.esp 
[_] Paper World Map - Lighting Edit.esp 
)[] Paper World Map - Wyrmstooth.esp 
[_] Wyrmstooth-largerlandlod.esp 
[_] tacotronsamples - Copy.esp 
[_] Extended Encounters - Orig.esp 





O x 
Load Save Delete 
File Order # ESM Load Order = FormilD Prefix 
[GameMaster] ESM Oo 600 A 
[Update] ESM 1 
[ESM] [Plugins.txt:2][LoadOrder.txt:2] = ESM 2 02 
[ESM] [Plugins.txt:3][LoadOrder.txt:3] = ESM 
[ESM] [Plugins.txt:4][LoadOrder.txt:4] ESM 
[ESM] [Plugins.txt:5][LoadOrder.txt:5] = ESM 
[ESM][Timme:2021-08-12 23:45:13] ESM 


[Plugins.txt:6] 
[Plugins.txt: ?][LoadOrder.txt:6] 
[Plugins.txt:8][LoadOrder.txt: 7] 
[Plugins.txt:9][LoadOrder.txt:8] 
[Plugins.txt:10)][LoadOrder.txt:9] ee | 7 es | 0s en 
[Plugins.txt:11] 
[Plugins.txt:12][LoadOrder.txt:10] 
[LoadOrder.txt:11] 
[LoadOrder.txt:12] 
[Plugins.txt:13] 
[Plugins.txt:14][LoadOrder.txt:13] 
[Plugins.txt:15] 
[Time:201 7-06-19 10:51:40] 
[Time:201 7-06-19 10:51:44] 
[Tirme:2021-03-05 19:10:55] 
[Timme:2021-04-24 22:37:48] 
[Timme:2021-06-30 20:14:49] 


Figure 1002 - Select your mod in xEdit. 


Select your mod and click OK. 


Wait for the background loader to finish. 
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Building tree LOD using xEdit 


Right-click on your mod and go to Other > Generate LOD. 























Filter by filename: | 


[00:19] Background L 


Mark Modified 


Add Masters... 
Sort Masters (to match current load order) 


Clean Masters (= Remove all unused Masters) 


Hidden 








< 


@® TESSEdit 4.0.3 = oO x 
= | [03] Wyrmstooth.esp (SFAEBA58) < > Lo \Help @ videos (3 NexusMods | GitHub €BB Discord (® Patreon © Ko-Fi PP PayPal 
Feral Seat Keep L] children [_] siblings (_] parent's siblings 
[00] Skyrim.esmn C665FD56 
_ 8» [00] TESV.exe [03] Wyrmstooth.esp 
#}~ [01] Update.esm ESB67BDA =} Record Header ie 
[02] Dawnguard.esm BD72CCF3 Signature TES 
arse rere a 
[03] Wyrmstoo! Compare to... Data Size 159 
Create delta patch using... oe 
FormlD NULL - Null Reference [Q0000000] 
Remove Filter Version Control Info 1 None 
Apply Filter Form Version 43 
Apply Filter for Cleaning Version Control Info 2 00 00 
Apply Filter to show Conflicts =} HEDR - Header 
clr lected Al Version 1, 700000 
BEB TiRSE peice rs SaucccnNy? Number of Records 132254 
Apply Filter for Cleaning (selected files only) Next Object ID 00C526BC 
Apply Filter to show Conflicts (selected files only) OFST - Unknown 
Check for Errors DELE - Unknown 
Check for Circular Leveled Lists CNAM - Author JonxOr 
SNAM - Description Version: 1.19.5 
Renumber FormilDs from... easter Files 
Inject Forms into master... =) Master File #0 
Apply Script... MAST - FileName Skyrim.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
Undelete and Disable References S)- Master File #1 
Remove "Identical to Master" records MAST - FileName Update.esm 
DATA - Unknown 00 00 00 00 00 00 00 00 
Add Pe 


> 


View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition Spread: « | > | 





Create Merged Patch 
Create SEQ File 


Build Reference Info 
Build Reachable Info 


Batch Change Referencing Records 


Localization 


Log Analyzer 


Mark all files without ONAM as modified 


Options 


Figure 1003 - Generate LOD menu. 
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Building tree LOD using xEdit 


Tick the world space(s) you want to generate object LOD for. 


LODGen Options 


Select worldspace(s) to generate LOD for 


Wyreistooth World "Wyrristooth" (WYRLO:02 0000 62 ] | | | Objects LOD 


_ RTE ec aaa Create distant LOD for static objects like mountains, rocks, houses, castles and the like, 





Trees LOD [ |Generate as Objects LOD 


Create distant LOD for trees, Requires 2D billboard images to be present in the Data folder or in 
B34 archives, Those are not included with the game and rust be installed separately, 


LOD brightness | 0 











LW 


Onby worldspaces that have existing lodsettings file "LOD Settings\<Worldspace>lod" (dlodsettings for Fallaut3 and New Vegas) are shown either in the Data folder, or in 
BS4/642 archives. Archives are loaded similar to the gare itself - the ones specified in the game ini file and those that match loaded plugins nares. 


Generate Cancel 





Figure 1004 - Generating tree LOD. 


Click Generate to begin generating tree LOD. 


Now navigate to your Skyrim\Data\Meshes\Terrain\<YourWorldspaceName>\Trees folder 
and confirm it contains .btt files. 


il Mm = C:\Program Files (&« team\steamapps\common\Skyrim'\Data\Meshes\ Terrain’ TestWVorld\ Trees 


| File Home Share 


a a Program Files (86) Steam steamapps common Skyrim Data Meshes >» Terrain » TestWorld » Trees 
Name Date modified Type 


BB TestWorld.4.0.0.81T 6/09/2021 7:15 PM BTT File 
& OneDrive BW TestWorld.4.0.-4.81T 6, BTT File 
BB TestWorld.4.-4.0.81T 6 BTT File 
BB TestWorld.4.-4,-4.81T 6, BTT File 
B lestWorld. LST 2021 7:15 PM LST File 


MM This PC 
MH Desktop 
BB Documents 
jm Local Disk (C:) 
@m, Local Disk (D:) 


am, Local Disk (D:) 


a Network 


Sitems | State: B& Shared | 





Figure 1005 - Tree LOD .btt files. 
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Building tree LOD using xEdit 


Again, I only have a handful of .btt files in the screenshot above because the sample world space 
I made is very small. 


Browse to your Skyrim\Data\Textures\Terrain\<YourWorldspaceName>\Trees folder and 
confirm you have a <YourWorldspaceName>treelod.dds file here. 


C:\Program Files (86)\Stearmn\stearnapps\common\Skyrim\Data\ Textures’ Terrain Test\Vorld\ Trees 
Picture Tools 


Prograrn Files (86) Steam steamapps common Skyrim Data » Textures > Terrain » TestWVorld » Trees 


w Quick access 


& OneDrive 


ME This PC 
MH Desktop testworldtreelod., 


dds 
BB Documents 


jm Local Disk (C:) 
@, Local Disk (D:) 


am, Local Disk (D:) 


a Network 


litem | State: MA Shared | 





Figure 1006 - Pasting in and renaming tamrieltreelod.dds. 


Go to your world space in-game and confirm tree LOD is present and is textured correctly. 


A N > 











fi 


in 1 : 
iy Mi 


Ny 





\\4 


Figure 1007 - Trees can now be seen in the distance on our little island. 


You should be able to see trees on the island now from far away. 
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Building tree LOD using xEdit 


Important: For Skyrim Special Edition, I would recommend ticking ‘Generate as Objects LOD’. The 
Creation Kit can’t pack .Ist files into a .bsa archive. 


Tree LOD requires an .Ist file that’s created when generating tree LOD. The problem, however, 
is that the Creation Kit can’t pack this Ist file into a .bsa archive. To work around this problem, 
you can generate tree LOD as part of object LOD which requires no Ist file. 





In order to do this you will need to tick ‘Objects LOD’, “Trees LOD’ and ‘Generate as Objects 
LOD?’ as per the screenshot below: 


LODGen Options 


Select worldspace(s) to generate LOD for 


YWyreistooth World "Wyrristooth" [WYRLO:02 0000 62 ] Objects LOD 


Dirnfrost "Dirnfrost" [WRLO 02082561] oe ; ; 
ma) lestorld [WWRLOO2CS4069] Create distant LOD for static objects like mountains, rocks, houses, castles and the like, 


["] Build atlas 
Atlas size (27040 ~ x |2048 w 


hax texture size | 51? we iInUVrange $145 


Compression: Diffuse $DXTS ~) Normal) DXT | Spec |BCS 


[ | No vertex colors 
[| No tangents 


| Specific chunk 


Trees LOD [|] Generate as Objects LOD 


Create distant LOD for trees, Requires 2D billboard images to be present in the Data folder or in 
B34 archives, Those are not included with the game and rmiust be installed separately, 


LOD brightness O 8 ™~ 


Onby worldspaces that have existing lodsettings file "LOD Settings\<Worldspace>lod" (dlodsettings for Fallaut3 and New Vegas) are shown either in the Data folder, or in 
BS4/642 archives. Archives are loaded similar to the garne itself - the ones specified in the game ini file and those that match loaded plugins nares. 


Generate Cancel 





Figure 1008 - Generating tree LOD as object LOD. 
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Final adjustments to world space settings 


FINAL ADJUSTMENTS TO WORLD SPACE 
SETTINGS 


In this section Pll be covering a few final things that need to be changed on a new world space. 


The first thing we’re going to need to do is create a new cloud layer for our world map. The 
default cloud map for the Tamriel world space conforms to the shape of that world space, so 
this needs to be fixed. 


The default skyrimworldmapcloudbank.nif cloud layer can be extracted from the sky folder in 
the ‘Skyrim - Meshes.bsa’ archive. 


See Unpacking the BSA Archives for instructions on exporting assets from the BSA archives. 


We'll also need NifSkope, which you can download from their website. 


In NifSkope, it will look like this: 





&) skyrirworldmapcloudbank.nif - NifSkope 2.0 Dev 7 a Oo x 


View Render Spells Options 


Block List 


e cloudBank... 
9 aoe ix apCloudBank... 
Txt WorldMapCloudBank.., 


P 32 NiTriShape © WorldMapCloudBank... 


Block List Header Archive Browser 


Block Details 


Name Value 
Name m& WorldMapCloudBank_Top [4] 
Num Extra Data List 0 
Extra Data List 


Controller None 
Flags ® 736446 
Translation x 0,000000 ¥ 0.000000 Z 1500,000000 


Rotation ¥ -0.00 P 0,00 R -0,00 
Sc 8.000000 
Collision Object None 
© 23 [NitiShapeData] 
Skin Instance None 
> Material Data 
© 24 IRSFffertShaderPranertwl 


D: /Resources/Unpack/Skyrim/meshes/sky/skyrimworldmapcloudbank.nif Gi 





Figure 1009 - Base game cloud layer in NifSRope. 


The easiest way to fix this is to weld the vertices. ‘To accomplish this Pll be working with 3ds 
Max 2017. 


The NIF Export/Import Plugin for 3ds Max 2017 is available on Nexusmods. For other 
versions of 3ds Max, try NIF Plugin for 3ds Max 2015-2018 available on Nexusmods. 
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Launch 3ds Max. 


Go to Importt. 


Workspace: Default ~ 





None Selected 


Import non-native file formats into 3ds 
Max, 


Merge 
Insert objects from external 3ds Max 
files into the current scene. 


Replace 

Replace objects in the current 3ds Max 
scene with objects from an external 
file. 


Link Revit 
Insert a link to a RVT or FBX file into 
the current scene, 


Link FBX 
Insert a link to a FBX file into the 
current scene, 


Link AutoCAD 
Insert a link to a DYG or DXF file into 
the current scene, 








Options Exit 3ds Max 














i e - 
= |= Selection Set: 


Click or click-and-drag to select objects 


Final adjustments to world space settings 






Autodesk 3ds Max 2017 = Untitled 


ation Graph Editors Civil View — Customize Content 


¢ : eG View 


Lv 


Rendering Scripting Help 


OR? +3’ kb’ % F 


pulate 


] [Standard] [wireframe J [+] [Front] [Standard] [wireframe ] 


Standard Primitives 


* Object Type 


GeoSphere 
Cylinder Tube 
Torus Pyramid 
Teapot Plane 


TextPlus 


» Name and Color 


Y] (Standard) [Wireframe] 





o/ 100 


Grid = 10.0 Selected 


Key Filters... 0 


&3) Add Time Tag 


Figure 1010 - Importing a file. 
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Final adjustments to world space settings 


Set the ‘Files of type’ to ‘NetImmerse/Gamebryo (*.NIF, *.KF)’ and select the 
skyrimworldmapcloudbank.nif file. 


History: = CAUsersiJonxOr Documents) SdsMaxinport 


Look in: 


> Marne Date modified 

| é 6) inv cloudshapeQé_25.nif OO OT SOS PR 

Quick access Ht filinv cloudshape06_50.nif 20/07/2016 9:05 PM 
4) inv cloudshapeQ6_o.nif OO OT GOS Phyl 
§8) inv_cloudshapeQé_o_25.nif OO OT GOS Phyl 
6) inv cloudshapeQé_o_5Q.nif OO OT S05 PR 


#8) soyrimaurora.nif 2O/0 2076 205 PM 
&) skyrimauroraby.nif 29/00/2016 205 PM 
Libraries 2O/0F 2016 205 Ph 


: 2907/2016 9:05 PM 
a ‘\ 29/07/2016 9:05 PM 
This BC 2/07/2016 9:05 PM 
2007/2016 9:05 PM 


< 


File name: skyrimworldmapcdoudbank. nif Open 


Files of type: Netimmerse!Gamebryo (* NIF* KF) Cancel 





Figure 1017 - Selecting the default cloud bank .nif. 


Click Open to import the .nif into 3ds Max. 
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Set Game to Skyrim. 


Final adjustments to world space settings 


I unticked the options under Geometry, Animation and Skeleton. [ also unticked Flip UV, 
Ignore User Prop Buffers and Ignore Root Node in Miscellaneous. 


Click Import. 


Import Mif 3. 8.0,0fc6f5f x | 








General Options: 
a oe Auto 
Game:  Skyrin Detect 


Imparc: Geometry: 
Lights Verbex Colors 
' Skin Modifier 
© Cameras 
4uto Smooth Mesh 


# Collision Remove Illegal Faces 


= 


Animation: Miscellaneous: 


Import 4nimation Flip Lv 
Clear Animation i Render Textures in View 
Ignore User Prop Buffers 
Add Key Notes Ignore Root Node 
Add Time Tags ® Use Niftools Shader 
Skeleton: 
Import Skeleton 


; te vf Duran Nodes 


OFcéFSF, 2017, pubbeta, 1 


Trnport Cancel niftools. sourceforge, nek Wiki 


Figure 1012 - Import Nof screen. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 793 


Final adjustments to world space settings 


The imported .nif should look like this. 


©) | Workspace: Default ~|[ 5) Le Fel Sl = @ = Ce Autodesk 3ds Max 2017 = Untitled Type a keyword or phrase a ey} 8 
Edit Tools Group —- Views Create Modifiers Animation Graph Editors Rendering = Civil View ‘ustomize Scripting Content Help 


Ce PCAMEMRR OCC REP LEY“! | 


Modeling Freeform Object Paint Populate =~ 
Polygon Modeling 
Select Display Edit Customize [+] [Top ] [Standard ] [Wireframe [+] [Front] [Standard ] [Wireframe ] 
wat: F @a?e*ean SS % 
@ Name (Sorted Ascending) &# Frozen 4 ‘ : . Standard Primitives 
© @ WorldMapCloudBank_High 
© @ WorldMapCloudBank_Low:0 


© @ WorldMapCloudBank_Mid 
© @ WorldMapCloudBank_Top 


* Object Type 
© 


Box Cone 





Sphere GeoSphere 
Cylinder Tube 
Torus Pyramid 
Teapot Plane 
TextPlus 
» Name and Color 
WorldMapCloudBank_High ea 


[+] [Left] [Standard] [Wireframe ] ive ] [Standard ] [Default Shading ] 


Oo / 6000 


= : 
= =" Selection Set: 


1 Object Selected ‘= x: vy: 2: Grid = 100000,0 i Auto Key Selected y ide <i] D> rl Bt i a 
Welcome to M Gigi iirmata setae ts ptdes erases) acs 2) Add Time Tag Set Key % Key Filters... <> 0 : & >, Ww, Pa 


Figure 1013 - The cloudbank .nif imported into 3ds max. 





The object is comprised of four circular planes to add multiple layers of clouds to the world 
map. 


We can fix the clipping by welding the vertices within the cloud planes together. 
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Final adjustments to world space settings 


Select the first plane, click on Modify, then click on Vertex mode. 


@ || Workspace: Default. - rie Aas Ea Autodesk 3ds Max 2017 ~— Untitled Type a keyword or phrase ae 


Edit = Tools Group = Views reate odifiers Animation Graph Editors Rendering = Civil View ustomize Scripting Content Help 


P Cc e é? SR a i e | |: rx {F Create Selection Se ¥ 


v 
Modeling Freeform Selection Object Paint Populate i ~ 
Polygon Modeling 


Select Display Edit Customize [+] [Top ] [Standard ] [Wireframe ] [+] [Front] [Standard ] [Wireframe ] 


3 a i WorldMapCloudBank_High 
Name (Sorted Ascending) a Frozen - 
© ®@ WorldMapCloudBank_High 
© @ WorldMapCloudBank_Low:0 
© @ WorldMapCloudBank_Mid 
© @ WorldMapCloudBank_Top 


Modifier List 


~ 1 ll 


. ~ : v5 Tey) 
C)2.- 
[+] [Left] [Standard ] [Wireframe ] [+] [Perspective ] [Standard ] [Default Shading ] 


Vertex 


fe) 
ie 
Li 
2) 
| 
i 
Fl 
Y 
ia 


Named Selections: 


Whole Object Selected 


> Soft Selection 


» Edit Geometry 


| = [Fl Selection Set: : an ale am lel a) ala Jal We eh uy Jal 7 Attach Attach List 


1 Object Selected : t n x: ¥: 2: Grid = 100000,0 ; Auto Key Selected Ida 4] | lle >»! O 6 ‘ ; 
Welcome to M Garis Settee tet p tees eras) rac Add Time Tag S Set y %, Key Filters... o> 0 > & >, b y, 


Figure 1014 - Entering vertex mode. 





Set the Selection Region tool to lasso. 


®) _ | Workspace: Default ~ ri SS re Autodesk 3ds Max 2017 ~— Untitled ay a ee eee af 


Edit = Tools Group Views Create Modifiers Animation  GraphEditors Rendering Civil View Customize = Scripting Content Help 


2c ee 4 O08 & C nO MNP +S be 2 0? {7 See is | 


Modeling Freeform : a it Populate a- 


~ 


Polygon Modeling 
Select Display Edit Customize ae [+] [Top] [Standard] [ Wirefra [+] [Front] [Standard] [Wireframe ] 


S3| a ft: “ WorldMapCloudBank_High 

Name (Sorted Ascending) é 
© @ WorldMapCloudBank_High 
© @ WorldMapCloudBank_Low:0 
© @ WorldMapCloudBank_Mid 
© @ WorldMapCloudBank_Top 


Modifier List 


[+] [Left] [Standard ] [Wireframe ] [+] [Perspective ] [Standard ] [Default Shading ] 


Ignore BackFacing 


Show Normals 
Scale: 20.0 


Hide Unhide All 


Named Selections: 


C~4 20 PEEASFSWEeee 


Copy 
0 Vertices Selected 
> Soft Selection 
» Edit Geometry 
Create Delete 


Attach Detach 
0/6000 


; ss 
‘ Break 
= Selection Set: i M3 ie ale Wt Seles cli i ale B as tA  s 


c 
1 Object Selected ‘| af ie Z: Grid = 100000.0 J Auto Key Selected 
Welcome to I (Wagan click-and-drag to select objects Add Time Tag set Key ay Key Filters... > 2 


Figure 1015 - Setting the selection region tool to lasso. 
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Final adjustments to world space settings 


In the Top view, lasso the vertices within the plane. Don’t lasso the outside edge vertices. 


©) | Workspace: Default ~|[) a ee Caps] Autodesk 3ds Max 2017 —_ Untitled Tune a bevword or ofwose an 


Edit = Tools roup  Wiews Create Modifiers Animation Graph Editors Rendering = Civil View ustomize Scripting Content Help 


20 2 of MR OS Cr 6 + % o {7 eee 


Modeling Freeform Selection Object Paint Populate + ee 


~ 


Polygon Modeling 
Select Display Edit Customize [+] [Top ] [Standard] [Wireframe [+] [Front] [Standard ] [Wireframe ] 


WorldMapCloudBank_High 
Name (Sorted Ascending) 
© @ WorldMapCloudBank_High 
© @ WorldMapCloudBank_Low:0 
© @ WorldMapCloudBank_Mid 
© @ WorldMapCloudBank_Top 


Modifier List 


[+] [Left] [Standard] [Wireframe ] Ignore Backfacing 


Show Normals 
Scale: 20.0 


Hide Unhide All 
Named Selections: 


(| 
ie) 
Li 
[sal] 
| 
| 
fe 
El 
Y 
a 


Co py 


O Yertices Selected 


> Soft Selection 


» Edit Geometry 
Create 


Attach 


E 000 > Break 
= = [Fl Selection Set: - ae VA a iG) ei Bu te if al ae ae is 
1 Object Selected ‘= % ¥: 2: Grid = 100000.0 Auto Key Selected ’ 
Welcome to I ey Byes a SetKey 32° Key Filters o % 
Click or click-and-drag to select objects Add Time Tag setkey 7 (Key Filters... 


Figure 1016 - Lassoing the vertices. 





If you try to weld, you'll probably see a message saying “No vertices within weld threshold’. 


@ |) Workspace: Default - | ESS > Ca Autodesk 3ds Max 2017 Untitled A Type a keyword or phrase ae Per ob Don? 


Edit = Tools Group — Views Create Modifiers = Animation Graph Editors Rendering Civil View = Customize Scripting Content Help 


DM —& |All v — te 2 eae, oe % Of ¥° CreateSelectonSe » pig mm in 
Dela x _ ene J PtP W ee G is BB Bast 
Modeling Freeforrr Selection Object Paint Populate + 
Polygon Modeling 
Display Edit Customize [+] [Top ] [Standard ] [Wireframe [+] [Front] [Standard ] [Wireframe ] 
, O t: : Vv \ WorldMapCloudBank_High 
Name (Sorted Ascending) # Frozen : 
© ®@ WorldMapCloudBank_High 


© @ WorldMapCloudBank_Low:0 : ditable Mesh : 


© @ WorldMapCloudBank_Mid 


O| 
[sl 
Lt) © @ WorldMapCloudBank_Top 
ZA 
(a) 


Modifier List 


EN ~ i Fae eae 
a ‘ reate Delete 
BE) Atkac! Detach 


fo) [+] [Left] [Standard] [Wireframe ] [+] [Perspective ] [Standard ] [Default Shading ] 


Chamfer 


= | 

2 

a 
va Slice Plane 
uv 

O 


No vertices within weld threshold. 


Weld 


Selected 363.17 : 
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Figure 1017 - Weld message. 
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Final adjustments to world space settings 


Increase the weld value then click Selected to weld all the selected vertices together to a single 


point. 
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Figure 1018 - Welding all selected vertices. 


You can then use the move tool to reposition the central vertex in the centre of the plane. 


Repeat these steps for the other three layers. 


Next, we’ll need to rework the UV map. 


If you haven’t already, you’ll need to add the texture paths to 3ds Max in order to see textures in 
the viewports. See the section on Adding Texture Paths to 3ds Max for steps on how to do this. 
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Final adjustments to world space settings 


Select WorldMapCloudBank_High in the object list. 


Hide the other layers by clicking on the ‘eye’ icon next to them. 


Then go to Modifiers, click on the Modifier List drop-down and add UVW Map. 


Now click on the UVW Map modifier to go to its settings. 
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Figure 1019 - Adding a UVW Map modifier. 
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Final adjustments to world space settings 


Firstly, make sure Mapping is set to Planar. 


Go down and look for Alignment and set it to ‘2’. 


Si Aoa-e Workspace: Default - |= Autodesk 3ds Max 2017 ~— cloudlayer.rmax Type ak se mn ™ “A en 2) 
Edit = Tools Group Views Create Modifiers Animation Graph Editors Rendering Civil View Customize Scripting Content Help 


Ne POF MOM R CE Se rem +P wees? (7 cee i AB zB 


Modeling Freeform Selection Object Paint Populate a - 


Polygon Modeling 


Select Display Edit Customiz [+] [Top] [Standard ] [yane [+] [Front] [Standard ] [wireframe ] Tal 


® 
58 a . = 4 4 } > WorldMapCloudBank_High 
eo Name (Sorted Ascending) & Frozen ; i 


© @ WorldMapCloudBank_High 


Modifier List 


> Editable Mesh 


+ i Fy 


w ile: 1.0 ua > Flip 
Real-World Map Size 


[+] [left] [Standard] [Wireframe ] ) ef ait Shading Channel: 
@ Map Channel; 2 


Vertex Color Channel 
Alignment: 
x Y @2 


Manipulate 


[el 
Li 
| 
| 
id 
E 


Fit Center 


Bitmap Fit Normal Align 


a. | 


View Align Region Fit 
Reset Acquire 
Display: 
@ Show No Seams 


Thin Seam Display 


o/ 6000 = Thick Seam Display 


» 
1 Object Selected ‘= x: Y; 2; Grid = 100000.0 i Auto e y ida ll DB I> ml OO Be | 
Welcome to TL (arann click-and-drag to select objects Add Time Tag set Key Key Filters... > @ 7 & >, 12 


Figure 1020 - Setting UV map alignment. 





Now go back up and set Length and Width to 10000.0. 
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Figure 1021 - Setting length and width. 
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Final adjustments to world space settings 


To export our changes, go to Export. 
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Figure 1022 - Exporting our changes to a new .nif file. 


Set the location you want to save the .nif to and set ‘Save as type’ to ‘NetImmerse/Gamebtyo 
(*.KF, *.NIF)’. In my example I just set the file name to testworldmapcloudbank_export.nif. 
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Figure 1023 - Setting the file type and file location. 
Click Save. 
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Make sure Game is set to Skyrim. 


Set the Root Node Type to BSFadeNode. 
Click Export. 


Export Nif 3.0.0, Ofc otot 


General Qptions 
Game 
Skyrim 
Default Texture Pretix 


textures 


Export: 
® Hidden Nodes 
Skeleton Only 


Collision 


Mesh: 
Generale Strips 
Extra Nodes on Mesh 
® Flathen Hierarchy 


Vertex Colors 


© Update Tangent Space 


®* Collapse Transforms 
© Zero Transforms 
Wield Vertices: 
Animation 
MIF wo Animation 
®* Transforms 


Scene! 


Root Node Type:  BSFadeNode 


OFchFSF, 2017, pubBbeta, 1 


Export Cancel 





Final adjustments to world space settings 
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Figure 1024 - Configuring export settings. 


Now we can close out of 3ds Max. 
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Final adjustments to world space settings 


If we open our exported .nif in NifSkope, it'll look like this: 
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Figure 1025 - Our exported .nif in NifSRope. 


It doesn’t look like the exporter is able to create a few blocks we need, such as the 
NiAlphaProperty block. There are also some shader flags that weren’t set, but we can fix this 
with NifSkope. 
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Final adjustments to world space settings 


The easiest way to rectify this situation is to make a copy of the original 
skyrimworldmapcloudbank.nif, 


For my example, I renamed it to testworldmapcloudbank.nif. 
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Figure 1026 - Made a copy of the skyrimworldmapcloudbank. nif. 


Alright, open both testworldmapcloudbank.nif and testworldmapcloudbank_export.nif in 
NifSkope. 
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Final adjustments to world space settings 


In testworldmapcloudbank_export.nif, navigate to 0 BSFadeNode > 13 NiTriShape > 16 
NiTriShapeData. 


Right-click on this block and go to Block > Copy. 
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Figure 1027 - Copying the Nil riShapeData block. 


Go to testworldmapcloudbank.nif, navigate to 0 BSFadeNode > 2 NiTriShape > 3 
NiTriShapeData. 


Right-click on this block and go to Block > Paste Over. 
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Figure 1028 - Pasting NilriShapeData from one .nif to another. 
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Final adjustments to world space settings 


It'll appear enormous in the viewpott. 





§) testworldmapcloudbank.nif* - NifSkope 2.0 Dev 7 = O x 
P P 


File View Render Spells Options Help 
Block List 


Block List 


Name 


e dMapCloudBank... 
12 NiTriShape ss dMapCloudBank.., 
P 32 NiTriShape mab dMapCloudBank... 


Block List Header Archive Browser 


Block Details 


Name Value 
Group ID 


Num Vertices 


st) 
Has_UV | Has_Tangents 


D:/Resources/Unpack/Skyrim/meshes/sky/testworldmapcloudbank.nif Ze 





Figure 1029 - Replaced the existing NilriShapeData block with the one from our export. 


To fix that, click on the NiTriShape block above it and in the properties set the Scale to 
1.000000. 
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Figure 1030 - Changing the scale of the Nil riShape block. 
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Final adjustments to world space settings 


It’s now a more reasonable size. 
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Figure 1037 - Resized the Nil riShape node. 


Repeat these steps for the other three NiTriShapeData blocks. 
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Figure 1032 - All four NilriShapeData blocks replaced. 
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Final adjustments to world space settings 


To break up that repeating pattern, | added some rotation to each NiTriShape block. 
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Figure 1033 - Adding rotation. 


Double-click on the values next to Rotation and set R to a random number. In my example I set 


R to 33.00. 
Repeat this step for each NiTriShape block. 
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Final adjustments to world space settings 


Let’s not completely cover our map with clouds. To clear up the central part of the plane, we'll 
need to modify the vertex colours. 


Browse to 0 BSFadeNode > 2 NiTriShape > 3 NiTriShapeData. 


In the properties, expand Vertex Colouts. 
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Figure 1034 - Vertex colours. 


Vertices are green. The currently selected vertex is yellow. Browse down the Vertex Colours list 
until the central vertex is highlighted yellow. 


Double-click on the value to the right to edit it. Currently it shows #ffffffff. 
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Final adjustments to world space settings 


Set the ‘A’ value to 0.000. This will make the currently selected vertex transparent. 
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Figure 1035 - Setting the alpha to O for the currently selected vertex. 


Go down through the list and set the alpha to 0 for the other Vertex Colour entries that 
highlight the central vertex. 
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Figure 1036 - Changing the next vertex. 
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Final adjustments to world space settings 


Repeat these steps for the other three NiTriShapeData blocks until all the central vertices for all 
four layers have their alpha set to 0. 
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Block List 
Name Value 
q3 1] 


2 NiiShape Txt WorldMapCloudBank.. 


ridMapCloudBank... 


41 NiAlphaProperty 


Block List Header Archive Browser 


Block Details 


ne Value 
Translation x 0,000000 ¥ 0.000000 Z 12500,000000 
Rotation ¥ 0,00 P 0.00 R -40.00 
Scale 7,000000 
None 

© 3 [NiTriShapeData] 
Skin Instance None 
Material Data 

ctShaderProperty] 
WiAlphaProperty] 





es/sky/testworldmapcloudbank. nif 


Figure 1037 - A hole in the clouds. 
We should now have a hole in the clouds near the centre. 


The rest of the cloud plane looks a bit thick, so ’m going to go back at reduce the alpha for the 
remaining vertices for all four NiTriShapeData blocks as well. 
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Block List 


Name Value 
Y OBSFadeNode : 


e CloudBank... 
32 NiTriShape cf dMapCloudBank... 


33 NiTriShapeData 
34 tShaderProperty ixt; 
AlphaProperty 


Block List Header Archive Browser 


Block Details 


Value 


Ver ors 
Vertex Colors 21.000 $61,000 FB1.000 Faloso + 


Vertex Colors © HfffffFO0 


encse Flans CT STaTic 





D: /Resources/Unpack/Skyrim/meshes/sky/testworldmapcloudbank. nif 


Figure 1038 - Reduced the alpha on the other vertices. 


Alright, this looks good enough to try out. 
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Final adjustments to world space settings 


Go to File > Save As. 
Save .nif to your Skyrim\Data folder. ’m saving my .nif to Skyrim\Data\Meshes \sky. 
B Save File 
+ ap FB & common » Skyrim > Data > Meshes > sky 


Organize ¥ New folder 


Mame H Date modified 


w@ Quick access 
@& OneDri Ho items match your search, 
OneDrive 
v MM This Pc 
Me Desktop 
Documents 
> jam, Local Disk (Cs) 
am, Local Disk (Di) 


= Local Disk (Ds) 


cz Network 


File name: | testworldmapcloudbank.nif 


Save as type: | NIF (*.nif) 


& Hide Folders Cancel 





Figure 1039 - Saving our cloud plane to the Skyrim data folder. 


Our world space is using testworldmapcloudbank.nif, so the testworldmapcloudbank_export.nif 
exported from 3ds Max can now be deleted as we don’t need it anymore. 
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Final adjustments to world space settings 


Back in the Creation Kit, go to World > World Spaces. 
Highlight your world space in the list and click on the Edit button next to Cloud Model. 





WorldSpace: Test\Vorld — ~ 
World Space Marne Test World 
Parent 
Worldspace | NUNE i a 
Sharable Data 
EditorlD [Name T T 
Alftandy'orld Alftand Cathe... LOD ‘Water Height 0.0000 Default Land Height 
Blackreach Blackreach 
BlindCliffCave... Blind Cliff Cave LOD Water Type | Defaultwater | 124.0000 
BloatedMansGr... Bloated Marrs... . 
BluePalacewin... The Mind OF... =z Default Water Height 
BrinewaterGroth.. Brinewater Gr... 0.0000 
Cw'SiegeT est... VW ater | Detaulhy ater ¥ | 
CWT estHold Avoidance Ex... 
Darkwaterold  Darkwater Pass E Distant LOD Multipler 7.00 
DeepwoodRed.. Deepwood Vale : SkyimClimate | 
Dimfrost * Dimfrost Climate | kyrimClimate ) 
DLCO Boneyard = Boneyard 
DLCO Falmer... 9 Forgotten Vale & 
DLCOWSoulCarrn = Soul Cairn 
Usable D 
DLCTAncestor.. Ancestor Glade Cloud E dit | ean aa 
DLCIDarkfallP... Darkfall Pass... Model {Oo v 0 
DLC TForebear... = Forebears' Ho... eee 
DLC THunterH... Cayspring Ca... 


DLC WVampirel... Yolkihar Court... Min Height ‘50000.0 Cell Coordinates 
EastEmprevwear... East Ernpire C... bya bat 
ElderglearniSan... Elderglear 5... Max Height 8000.0 Cell u Cell’ u 


FallowstoneCla... 
FallowstoneCla... 


Giant's Grove 
Fallowstone C... 


ae Sie SE 
lnitial Pitch 50.0 Cell O Cell’ O 


FrostmereCrypt... = Frostriere De... 

FetLightyyordsS... 9 World of Fe Li... 

JaphetsFollw.. | Japhet's Folly 

KarthspreRedo... The Karthspire HH Tel WeleS OMBES Dele 








Cell * Offset Cell Offset 


Eatarahyy orld Erniperor's Gu... Bl eisvieg Meee Cell Offset “orld Map Scale 
Labyrinthiankda... Shalidor's Maze P 0.0000 0.0000 o.0000 [ 000 
Labyrinthian... Lost Valkyqg 
Labyrinthian... Labyrinthiarn C... 
Labyrinthian...  Labyrinthiar, ... Canopy shadow | | Clear | 
MarkarthWy' orld Mark arth 
Mosshotherla... Moss Mother... Water Environment Mal | Clear | 
RedEagleRedo... Aled Eagle As... 
Riften'orld Riften | No LOD Water | No Landscape | No Sky | Wo Grass 
Shadowgreenl... Shadowwqgreer... , 
Skuldatrivorld Skuldatn | Can't Fast Travel Fram Here | Can't Wait 
Solitude orld Solitude : [DEFAULT =—t—~<C:«‘ SY Encounter [NONE  — | 
Southtringeold  Southtringe 5... Music | DEFAULT one ene 
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Output Cell Ref Counts | 
cancel 


Figure 1040 - Adding a cloud model. 
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Final adjustments to world space settings 


Select the cloud bank .nif you just saved. 
@e Select File 


| ee [Ee] 


4 Date modified 


Quick 11/09/2027 6:51 Pl MIF F 
UIck, access 


Desktop 


Libraries 


a 


This PC 


» 


Network 


< > 


File Herne: |testworldmapeloudbank, hit ¥ a 
Files of type: | NetIhmmerse Models (* MIF) ~ Cancel | 


Figure 1041 - Selecting our cloud model. 
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Final adjustments to world space settings 


Click OK to close out of world space propetties. 
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Parent 
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- 
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x [0 vo” 
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NW NW 
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Inal Pitch {50.0 | ° ee 0 


World Map Offset Data 
Cell* Offset Cell Offset Cell? Offset World Map Scale 


| Hide Map Markers 0.0000 .0000 ‘0.0000 1.0000 
Canopy Shadow | | Clear | 
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Figure 1042 - Cloud model added. 
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Final adjustments to world space settings 


Now if we go in-game we'll be able to see our new cloud layer on the map screen. No more 
cloud seams. The clouds are also sparse near the centre of the map so we can see our world 
space clearly. 


Local Map | J Journal heel Zoom __ E |Current Location Find Location Set Destination Sundas, 8:00 AM, 17th of Last Seed 4E 201 





Figure 1043 - Test world map with custom cloud layer. 
Lastly, let’s look at a couple extra things you might want to change. 


If you have a default climate you want to add to your world space, you had add it in the Climate 
drop-down. 


For Wyrmstooth, I created a WT WyrmstoothLocation for the WyrmstoothWorld world space 
and a W'TDimfrostLocation for the DimfrostWorld world space for scripting purposes so I can 
check the player’s current location. 


One final thing you might want to do here is tweak the camera data. By Default, the Min Height, 
Max Height and Initial Pitch values are set up for the Tamriel world space. 


For smaller world spaces, you should bring the camera a bit closer to the ground, especially if 
you have a lot of locations close to each other. Having the camera too high up might make it 
hard for players to select certain locations to fast travel to. 
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Final adjustments to world space settings 


For Wyrmstooth, I set the Min Height to 32000, the Max Height to 50000 and the Initial Pitch 
to 60 which I think is close to how the Solstheim world space is set up in the Dragonborn DLC. 
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DLCO1 Falmer... = Forgotten Vale a 
DLCOWSoulCarn = Soul Cairn 
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Output Cell Ref Counts | 
cancel 


Figure 1044 - Setting the camera data values. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 816 


Generating max height data 


GENERATING MAX HEIGHT DATA 


Max height data is used by dragons to prevent them from clipping through objects like 
mountains and buildings when flying around. 


To generate max height data, go to World > Generate Max Height Data for World. 
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1045 - Generate Max Height Data. 
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Generating max height data 


Select your world space then click OK. 


8 Select Form ‘4 
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Figure 1046 - Generate Max Height Data world space selection. 


Click Yes on the confirmation pop-up to begin the process. 


Important: The Creation Kit will lock-up until the process is complete and that may take quite some time 
depending on the size and complexity of your world space. 


Also be aware that this process may sometimes not complete at all. If it’s been more than an hour and the 
Creation Kit is still locked up, use Task Manager to close CreationKit.exe and try again. 


Contirrnr 


(senerate max heights for cells -42, -42] to (42, 42) [F225 cells] in world 
Vhrmstoothvyorld'? 





Figure 1047 - Generate Max Height Data world space confirmation. 
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Generating max height data 


If you have previously built Max Height Data for that world space, you'll also see the following 
pop-up window. ’'d recommend choosing No to regenerate the data from scratch. 


Reuse Data? 


Would like to reuse existing data? No will generate all data fram 
scratch, 


Cancel | 


Figure 1048 - Generate Max Height Data reuse existing data confirmation. 





If there are multiple world spaces in your mod, I’d recommend doing each one separately, saving 
in between as this procedure may also potentially crash the Creation Kit. 





Figure 1049 - Done. 


When the process is done, you'll see a pop-up simply saying Done. Click OK. 
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Generating TVDT occlusion 


GENERATING TVDT OCCLUSION 


This type of data is used to hide distant terrain models that are occluded by other distant terrain 
models to improve performance. 


Important: While this data can be generated in the Creation Kit, from what [ve seen it doesn’t generate it 
accurately and will lead to LOD being occluded when it shouldn’t be. 


So we'll need a copy of the xLODGen beta. 


Download and extract it to a folder. Make a copy of xLODGen.exe and rename it 
TES5Edit.exe /SSEFdit.exe. 
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Figure 1050 - TESS Edit Module Selection. 


Tick your mod and click OK. 
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Launch xEdit. 
& Module Selection O x 
Filter: ] Preset; | | Load Save Delete 
Filename File Order # ESM Load Order = FormlD Prefix 
ev LO Skyrirmn.esm [GareMaster] i i) 
+) (m] Update.esm [Update] ESM 1 Oo 
4 {_] Dawnguard.esm [ESM][Plugins.txt:2][LoadOrder.txt:2] = ESM 
+) (_] HearthFires.esm [ESM] [Plugins.txt:3][LoadOrder.txt:3] = ESM 
+ [_] Dragonborn.esm [ESM] [Plugins.txt:4][LoadOrder.txt'4] ESM 
4] Unofficial Skyrim Legendary Edition Patch.esp [ESM][Plugins.txt:5][LoadOrder.txt:5] = ESM 
[_] SkyUlesp [Plugins.t<t:6] 


OK 
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Generating TVDT occlusion 


Once the background loader has finished, right-click on your mod and select Other > Generate 
LOD. 


oh TESSEdit 4.1.3h EXTREMELY EXPERIMENTAL Terrain LOD BETA, -_ x 
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@- Container Apply Filter to show Conflicts (selected files only) =} Master Files 
1 igen : =) Master File #0 
Br Dialog Tepic Check for Errors : . 
Dialog Branch ; ; MAST - FileName Skyrim.esm 
Ei Dialog View Check for Circular Leveled Lists DATA, - Unknown 20 00 00 00 0 00 20 00 
Door Renumber FormiDs from... =) Master File #1 
Encounter Zor Inject Forms into master... MAST - FileName Update.esm 
fH» Effect Shader DATA - Unknown 00 00 00 00 00 00 00 00 
TEER Apply Script... =} Master File #2 
Object Effect aster File 
®- Explosion Undelete and Disable References MAST - FileName Dawnguard.esm 
Faction Remove "Identical to Master" records DATA - Unknown Lictshanedatcnscaa 
@ 0 i erridden Form 
' — Create New File... <CRh oo : 
 FormlD List CRIN = screenshe 
@ Furniture Add > INT¥ - Unknown 01 00 00 00 
- Global Mark Modified INCC - Unknow 
z: pesado Add Masters... 
~ Image Space 
ia : Sort Masters (to match current load order) 
#» Ingredient 
i Key Clean Masters (= Remove all unused Masters) 
G8 Keyword Hidden 
Location 
2 Load Screen Create SEQ File 
D- Leveled Item | Generate LOD 
~ Message Build Reference Info 
(Magic Effect Build Reachable Info 
( Mise. Item Batch Change Referencing Records 
Moveable Static Wecalcation > 
poe ee Log Analyzer > 
—— Mark all files without ONAM as modified 
( Navigation Mesh Info Map 
~ Non-Player Character (Actor) Options 
~ Outfit 
Package 
~ Projectile 
~ Quest 
fH Race 














Figure 1051 - Generate LOD menu. 
If Objects LOD, Trees LOD or Terrain LOD are ticked, untick them. 
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Generating TVDT occlusion 


Select the world space you wish to generate occlusion for and tick Occlusion. 





LODGen Options x 


Select worldspace(s) to generate LOD for 


wa yvrrnstooth World "Wyrmstooth" [WWRLD:03000D62] 
_| Dirfrost "Dirnfrost" [WRLD:030825E1] 


|] Objects LOD Create distant LOD for static objects like mountains, rocks, houses, castles and the like. 


_] Trees LOD Create distant LOD for trees, Requires 2D billboard images to be present in the Data folder or 
in BSA archives. Those are not included with the game and must be installed separately. 


[_] Terrain LOD Create distant LOD for terrain and water, 


Occlusion Update the TYDT LOD occlusion data of existing CELL records in 
Wyrmstooth.esp 


Only worldspaces that have existing lodsettings file "LODSettings\<Worldspace >.lod" (.dlodsettings for Fallout3 and New Vegas) are shown either in the Data folder, or in BS4/BA2 archives. 
Archives are loaded similar to the game itself - the ones specified in the game ini file and those that match loaded plugins names, 


[_] Specific chunk v wl | $ | | Generate Cancel 














Figure 1052 - World space and occlusion selected. 


Click Generate to begin generating occlusion data. 
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Generating TVDT occlusion 


When the process is done, you'll see ‘LOD generation complete’ in the output. 





& TESSEdit 4.1,3h EXTREMELY EXPERIMENTAL Terrain LOD BETA = O x 


i. \ Help @ videos £33 NexusMods Long GitHub 89 Discord (® Patreon cP) Ko-Fi P PayPal 





. | [03] Wyrmstooth.esp (E357BDAF) 


Ci 


BG Bl BB BB BB BB Be Be Be 





+) 


J 








Go to the Burger Menu at the top left and select Save, or press CTRL + S to save the changes to 


FormlD 


[00] Skyrim.esm 
[00] TESV.exe 
[01] Update.esmm 


[02] Dawnguard.esm 


103] Wyrmstoothesp 


CRC32 
C665FD56 


ESB67BDA 
BO?V2CCF3 
E357BDAF 
File Header 

Activator 

Ingestible 

Armor Addon 

Armor 

Book 

Cell 

Climate 

Constructible Object 

Container 

Dialog Topic 

Dialog Branch 

Dialog View 

Door 

Encounter Zone 

Effect Shader 

Object Effect 

Explosion 

Faction 

Flora 

FormlD List 


- 





[00:37] LOD generation complete 


View 


(00:06) 97%: [CELL:O304CA4EB] [-9,-10] water: 0, min: 0, max: 0, top: 0 
[00;06] 97%: [CELL:030494B9] [-12,8] water: 0, min: 0, max: 0, top: 0 
[00:06] 97%: [CELL:0303ED60] [-3,8] water: 0, min: 0, max: 0, top: 0 
(00:06) 97%: [CELL:0304CB14] [-9,-9] water: 0, min: 0, max: 0, top: 0 
(00:06) 97%: [CELL:0303ED5C] [-5,9] water: 0, min: Q, max: 280, top: 280 
[00:06] 97%: [CELL:O30494CE] [-11,12] water: 0, min: 0, max: 0, top: 0 
[00:06] 97%: [CELL:0303254D] [-9,-3] water: 0, min: 0, max: 976, top: 2114 
[00:06] 97%: [CELL:0303ED61] [-3,9] water: 0, min: 0, max: 0, top: 672 
(00:06) 97%: [CELL:O304CEB2] [6,15] water: 0, min: 0, max: 64, top: 85 
(00:06) 97%; [CELL:0304CB12] [-11,-9] water: 0, min: 0, max: 0, top: 0 
[00:06] 98%: [CELL:0303ED5D] [-4,8] water: 0, min: 0, max: 88, top: 88 
[00:06] 98%: [CELL:030494B4) [-10,8] water: 0, min: 0, max: 0, top: 0 
[00:06] 98%: [CELL:0304CEF3] [12,16] water: 0, min: 0, max: 0, top: 1862 
[00:06] 98%; [CELL:O30494CF] [-10,12] water: 0, min: 0, max: 0, top: 0 
[00:06] 98%; [CELL:0304CB13] [-10,-9] water: 0, min: 0, max: 0, top: 0 
[00;06] 98%: [CELL:0303254F] [-9,-2] water: 0, min: 680, max: 3256, top: 4253 
[00:06] 98%; [CELL:0304CEB3] [7,15] water: 0, min: 0, max: 0, top: 85 
[00:06] 98%; [CELL:030494BE] [-12,9] water: 0, min: 0, max: 0, top: 0 
(00:06) 98%; [CELL:0304CD61] [-16,8] water: 0, min: 0, max: 0, top: 0 
(00:06) 98%; [CELL:030441DB] [0,16] water: 0, min: 0, max: 0, top: 672 
(00:06) 98%; [CELL:0304CF2A4] [8,17] water: 0, min: 0, max: 0, top: 24 
[00:06] 98%; [CELL:0304CF65] [8,18] water: 0, min: 0, max: 0, tap: 0 
[00:06] 99%; [CELL:0303ED62] [-2,9] water: 0, min: 0, max: 0, top: 121 
[00:06] 99%; [CELL:030494BF] [-10,9] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:0304CD62] [-15,8] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:0304CF66] [9,18] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:0304CF2B] [9,17] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:030494,C4] [-10,10] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:030441DC] [0,17] water: 0, min: 0, max: 0, top: 24 
[00:06] 99%; [CELL:030494,C3] [-12,10] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:0304CD64] [-13,8] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:0304C FAO] [8,19] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:O304CF2C] [10,17] water: 0, min: 0, max: 0, top: 0 
[00:06] 99%; [CELL:030494C8] [-12,11] water: 0, min: 0, max: 0, top: 0 
[00:06] 100%: [CELL:0304CD63] [-14,8] water: 0, min: 0, max: 0, top: 0 
[00:37] LOD generation complete 





Figure 1053 - Occlusion generation complete. 


your mod. 
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Messages Information Weapon Spreadsheet Armor Spreadsheet Armmunition Spreads « |» 


Generating TVDT occlusion 


Below is an example of TVDT occlusion at work. 


In this screenshot, I used the ‘tfc’? console command to detach the camera from the player 
character and took the screenshot from high in the air looking down at a low-lying area that was 
obscured behind a mountain. 





Figure 1054 - LOD objects being occluded. 


As you can see, the landscape and object LOD in occluded cells are not being rendered. 


Once the player moves into a position where they'll have line of sight to the cell, the objects 
within it will be rendered. 


From the player’s perspective, this process of hiding and un-hiding objects should never be 
noticeable. 
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Generating grass .gid files 


GENERATING GRASS .GID FILES 


By default, grass in your world space won’t show up in-game unless you’ve either generated .gid 
files for each cell containing grass, or have bAllowCreateGrass=1 added to the [Grass] section of 
your Skyrim.ini file. 





The process of generating .gid files is a bit... different to generating LOD. 


To generate the .gid files, open your Skyrim.ini file, go to the [Grass] section and add 
bGenerateGrassDataFiles=1. 





©) Skyrim.ini - Notepad - oO x 
File Edit Format View Help 

[General ] A 
s Language=ENGLISH 


uExterior Cell Buffer=36 


[Display] 

fShadawLODMaxStart Fade=1608.6 
fSpecularLODMaxStart Fade=2000.6 
fLightLODMaxStartFade=3566.6 
iShadawMapRes oLutionPrimary=2648 
bAllLowScreenshot=1 


[Audio] 
fMusicDuckingSeconds=6.8 
fMusicUnDuckingSeconds=8.6 
fMenuModeFadeOutTime=3.68 
fMenuModeFadeInTime=1.8 


[Grass ] 
bAllowCreateGrass=1 
bAllLawLoadGrass=6 
bGenerateGrassDataFiles=1 


[GeneralWarnings ] 
SGeneralMasterMismatchwarning=One or more plugins could not find the correct versions of the master files they depend on. Errors may occur during load or ¢ 


[Archive ] 
sResourceArchiveList=Skyrim - Misc.bsa, Skyrim - Shaders.bsa, Skyrim - Textures.bsa, Skyrim - Interface.bsa, Skyrim - Animations.bsa, Skyrim - Meshes.bsa, 
sResourceArchiveList2=Skyrim - Yoices.bsa, Skyrim - YoicesExtra.bsa 


[Combat ] 
fMagnetismStrafeHeadingMult=08.6 
fMagnetismLookingMult=68.6 


[Papyrus ] 
fPostLoadUpdateTimelS=560.6 


hEnakl al Aq nai 





Ln 22, Col 26 100% Windows (CRLF) UTF-8 





Figure 1055 - Skyrim.ini file. 


Now launch Skyrim, teleport to your world space, and walk through every cell containing grass. 
The .gid files are created as each cell loads, so you’ll need to do a bit of walking, © 
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Generating grass .gid files 





Figure 1056 - Generating .gid files. 


I would recommend using the console command ‘player.setav speedmult 300’ to speed up this 
process. 


Once done, you should have a Grass folder in your Skyrim Data directory filled with .gid files 
prefixed with the name of your world space. 


FF iv] Fr > | C:\Program Files am\stearnapps\common\Skyrim Special Edition\Data\Grass 


File Home Share View 
€ ad Fr Local Disk (C:) OG) Stearn steamapps » common » Skyrim Special Edition » Data 


Date modified Type 


St ee ren - ; os =e 


x-010~0019,gid 21/04/2017 11:31 PM GID File 

x-010~0020,gid 2 2017 11:30 PM GID File 
WyrmstoothWorldx-010/0021.gid 21/04/2017 11:30 PM GID File 
WyrmstoothWorldx-010/0022, gid f2 126 GID File 
ES Pictures mstoothWorldx0011y0000.gid 22/04/: GID File 
F Misc WyrmstoothWorldx001 10002, gid 2 £2017 1:05, GID File 
F Processed stoothWorldx001 10003. gid 22/04/2017 1:05, GID File 
BB Skyrim New Lands b stoothWorldx0011y0004, gid 22/04/2 GID File 
£0011 y0005. gid 22/04/2017 1:05 AM GID File 

‘Idx 001 1y-005,gid 26/06/2019 9:47 PM GID File 
OneDrive x0011y0006, gid 22/04/2017 1:06 AM GID File 
x0011y-006.gid 26/06/2019 9:47 PM GID File 
x0011y0007, gid 22/04/2017 1:06 AM GID File 

‘ldx 00110008. gid 22/04/ AM GID File 
EC thiorldx001 1y-008.gid (2019 9:47 PM GID File 
fm Local Disk (C:) thWorldx 001 1y-009, gid 26/06/2019 9:45 PM GID File 
am Local Disk (D:) yrrnstoothWorldx001 1y-010,gid 26/06/2019 9:46 PM GID File 
x-011y0000, gid 21/04/2017 11:47 PM GID File 

x-011y0001,gid 21/04/2017 11:47 PM GID File 

& Network x-011y-001.gid 21/04/2017 11:47 PM GID File 
x-011y0002, gid 2 f2017 11:47 PM GID File 
dx-011y-002. gid 2 J2017 11 M GID File 
x-0110003, gid 2 fi GID File 
x-011y-003. gid 2 f2 GID File 
orldx-011y0004, gid fi GID File 
x-011y-004. gid 21/04/2 GID File 


se OID WAG Aid 34 /M0A SIAL 11.41 ThA mim Cila 


Quick access 
My Desk 
Downloads 


B Documents 


Fr Tacotron Tutorial 


= This PC 
MR Desktop 


am, Local Disk 


755 items | State: B& Shared | 





Figure 1057 - Grass folder. 


Don’t forget to remove bGenerateGrassDataFiles=1 from your Skyrim.ini file when you’re 
done. 
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CHAPTER 8: ASSET 
PIPELINE 
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Importing assets from Skyrim in 3ds Max 


IMPORTING ASSETS FROM SKYRIM IN 3DS 
MAX 


This section will cover importing an asset from Skyrim into 3ds Max to tweak or remodel. 


For this section Pll be working with 3ds Max 2017. The NIF Export/Import Plugin for 3ds Max 
2017 is available on Nexusmods. For other versions of 3ds Max, try NIF Plugin for 3ds Max 


2015-2018 available on Nexusmods. 


You can download a trial version of 3ds Max from the Autodesk website. 





The first thing you need to do is export the .nif file from the .bsa archive. See the section on 
Unpacking the BSA Archives for step by step instructions on how to do this. 


In this example, ’m going to be importing winebottleOla.nif into 3ds Max. This asset was 
exported from the Skyrim - Meshes.bsa file and is located under meshes \clutter\wine. 





§) winebottleOla.nif - NifSkope 2.0 Dev 7 — Oo x 


File View Render Spells Options Help 


a 


~ os Block List 


Block List 


A 
Vv 


Name Value 
> OBSFadeNode icf WineBottleO1A [0] 


Block List Header Archive Browser 


Block Details 


Name Value 
Header String Gamebryo File Format, Version 20,2,0,7 
Version re Od 
Endian Type ENDIAN_LITTLE 
User Version 
Nurn Blocks 
User Version 2 
Export Info 
Num Block Types 
> Block Types 
ri Rilack Tne Indey 





D: /Resources/Unpack/Skyrim/meshes/clutter/wine/winebottleO1la.nif Gy 


Figure 1058 - winebottleO1a in NifSkope. 
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Importing assets from Skyrim in 3ds Max 


In 3ds Max, go to Impott. 


Autodesk 3ds Max 2017 ~~ Untitled _ O x 





Be a Ce 


G8 SS yy BD Sign in ~ xX @- 


ation  GraphEditors Rendering ivil View ustomize Scripting Content Help 


Import files into 3ds Max = aE = = = ee . ae za ee 
[nw ew TR TEMP wW es (7 cere we Be + 3 ee 


Import La 
es Import non-native file formats into 3ds pulate i) 
Reset Max. 


[User Defined ] [Edged Faces ] 













lea 0 > Merge 
Da Ups Insert objects from external 3ds Max 
files into the current scene, , é 
[| Ree Modifier List 
Replace 
2 Replace objects in the current 3ds Max 
t(j scene with objects from an external 


Save As r file. 


Link Revit 
Import » }x Insert a link to a RVT or FBX file into 
the current scene. 


calle 


» Export P ==> Link FBX 
sg Insert a link to a FBX file into the 
current scene, 


a lad 





> Send to r 
| Link AutoCAD 
\ A Insert a link to a DYYG or DXF file into 
Q Reference , the current scene. 
3 
Manage » 
Properties > 
ir 








Options Exit 3ds Max 














. 


None Selected x: ¥: Z: Grid = 25.4cm i Auto Key Selected y |e ll > I> >> O S, <S, 
Welcome to 1 itary click-and-drag to select objects Add Time Tag cf set Key %, Key Filters... > 8 = & BF wv y, 


o/ 100 










Figure 1059 - Importing an external asset. 


Set the ‘Files of type’ to ‘NetImmersse/Gamebryo (*.NIF, *.KF)’. Select the .nif file to import 
and click Open. 


3 Select File to Import a 


History: = CH \Users)Jonv0r Documents 3dsMax import ¥ 


ck: a 


Quick access 9) fill winebottled] aempty.nif 20/07/2016 9:01 PM MIF File 
) M4) winebottleO1b.nif 2707/2016 201 PM MIF File 

— £9) winebottleO bempty.nif 2707/2016 201 PM MIF File 
Desktop M2) winebottleQ2a.nif 29/07/2016 9:01 PM MIF File 
MS) winebottleO2aernpty.nif 29/07/2016 9:01 PM MIF File 

mn M2) winebottleQ2b.nif 2707/2016 201 PM MIF File 
Libraries Me) winebottleO2bempty.nif 2/07/2016 9:01 PM MIF File 
Me) winesanspicedwine.nif 2/07/2016 201 Ph MIF File 

MM) winesanspicedwineernpty01 nif 2O/07 2016 901 Ph MIF File 


Network 


File name: winebottled 1a. nif Open 


Files of type: Netimmerse/Gamebryo (*, MIF *. EF Cancel 





Figure 1060 - Selecting the .nif file to import. 
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Set the Game to Skyrim. 


Importing assets from Skyrim in 3ds Max 


Under Import, tick Collision. The object doesn’t have any lights or cameras, so they don’t need 


to be ticked. 


This particular object doesn’t have any animation, so untick everything under the Animation 


section. 


Under Geometry, make sure Vertex Colouts is ticked. This particular object doesn’t use the Skin 
Modifier so we can untick that checkbox. I also don’t want to make any alterations to the model 
so I unticked ‘Auto Smooth Mesh’, ‘Remove Illegal Faces’ and ‘Weld Vertices’. 


Under Miscellaneous, tick “Flip UV’. Make sure ‘Render Textures in View’, ‘Ignore Root Node’ 


and ‘Use Niftools Shader’ are also ticked. 


lriport Sif 3.6,0,0fc fot 


General Options: 


Game:  Skyrin 


Impaorc: 


Lights 


® Collision 


Animation: 
Import Animation 
Clear Animation 
4dd Key Notes 
Add Time Tags 
Skeleton: 


Import Skeleton 





Auto 
Detect 


Geometry: 
# Vertex Colors 
Skin Modifier 
4uko Smooth Mesh 
Remove Illegal Faces 
ai 
Miscellaneous: 
* Flip UV 
* Render Textures in View 
Ignore User Prop Buffers 
® Ignore Root Node 


# Use Niftools Shader 


be wa Gurorny Modes 


CF 


OFcéFSF. 2017, pubbeta, 1 


Trniport Lance niftools. sourceforge, net Wiki 





Figure 1067 - NIF import settings. 


Click on the Import button. 
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830 


Importing assets from Skyrim in 3ds Max 


And there’s our wine bottle imported into 3ds Max. 








x 






Deb oa-an- Ei\| Workspace: Default - |= Autodesk 3ds Max 2017 ~—_ Untitled >| Type a keyword or phrase Gh SS xy 2 signin ~xX @- _ oO 


Edit = Tools Group Views Create Modifiers Animation raph Editors Rendering ivil View ‘ustomize Scripting Content Help 


se COL m Gece == riggers: (en Be wT ee 
Modeling Freeform Object Paint Populate a - 
Polygon Modeling 





Select Display Edit Customize [+] [Perspective ] [User Defined ] [Default Shading ] 
\S i rs 
@ Name (Sorted Ascending) & Frozen 
vw O**® WineBottleo14 
© @ bhkConvexVverticesShape 
OW bhkRigidBody 
|_| © @ WineBottleo14:0 
© @ WineBottleo14:1 


2 Modifier List 


o/ 100 


None Selected x: te : Grid = 25.4cm Auto Key Selected y Ide il > I> >>1 BF | is SU 
- ; con, BRC pee = a y 
Welcome to ML Way click-and-drag to select objects &3) Add Time Tag Set Key ) Key Filters... > D os >, v vont. 


Figure 1062 - winebottleO1 a imported into 3ds Max. 
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Exporting assets from SpeedTree to 3ds Max 


EXPORTING ASSETS FROM SPEEDTREE TO 
3DS MAX 


SpeedTree is used by many game studios to create game-ready trees and vegetation. 


This section covers the process of exporting a SpeedT ree tree to 3ds Max to then bring over to 
Skyrim. 


You can download a trial version of Speed Tree from the SpeedTree website. 


ha SpeedTree Modeler v8.4.2 (Cinema Edition) 


Ey New... 


fo) Browse samples... 


BE Documentation... CL Video tutorials... 


? Forum... # Shop for models... 


Please load or create a tree 
to view its generators. 





Figure 1063 - SpeedI ree 8 Cinema Edition. 
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Exporting assets from SpeedTree to 3ds Max 


If we have a look at one of the trees from Skyrim in 3ds Max, we'll see that it’s comprised of 
three main components; the trunk, large branches, and small branch & leaf cards. 


Looking at an existing model will also give us a good idea on how many polygons our new tree 
should roughly consist of, for the sake of performance. treeaspen01.nif, for example, consists of 


1,256 polys. 


i Be Ea Workspace: Default - =| Autodesk 3ds Max 2017 Untitled a) Type a keyword or phrase 


Edit. Tools. Group Wiews Create. Modifiers. Animation Graph Editors Rendering Civil\iew Customize Scripting. Content Help 


SD ( ond lo ee ~& All ’ id abe CG as .% View ’ ae + 3 Net of a {F Create Selection Se ¥ : = BS = zz ay = = x 


Modeling Freeform Selection Object Paint Populate ed 
Define Flows Define Areas Simulate Display Edit 
Select Display Edit Customize [+] [Perspective ] [Standard ] [Edged Faces ] + 
a @aemns % 
@ Name (Sorted Ascending) & Frozen f , * Standard Primitives 
[om | 
com | 
© @ TreeAspend1_1:0 
© @ TreeAspenti_1:0 
@ @ TreeAspendi_1:1 
© @ TreeAspend1_1:1 Cylinder Tube 


Torus Pyramid 


* Object Type 


Box Cone 


Sphere GeoSphere 


Teapot Plane 


TextPlus 


* Name and Color 


o/ 100 


None Selected %: ¥: z: Grid = 100.0 4 Auto Key Selected y led all D> My rl Be ie a, 
Welcome to M. Stings Gene mett ede: -ameleytrs fl Add Time Tag Set Key %, Key Filters... 4> 0 + ¢ >, Ww, Pa 


Figure 1064 - Tree in 3ds Max. 





Before we export a tree from SpeedT ree, we should reduce its poly count to roughly match the 
poly count of existing in-game trees. 
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Exporting assets from SpeedTree to 3ds Max 


Go to File > Open. 


Select the tree you want to export then click Open. For this example Dll be working with the 
‘DouglasFir Low’ tree from the sample library. 





nw Open SpeedTree Model File O x 


Bookmarks 
- SS > + All Files li Icons : Detailed 


Samples 


Recent 
...odel Library/Conifers/Douglas_Fir/ = 
.../Conifers/Colorado_Blue_Spruce/ 
...€| Library /Conifers/Alaska_Cedar/ DouglasFir High DouglasFir Winter High 
C:/UsersJonx0r/Desktop/ 
...8.4.2/samples/Sample_Pine/Bark/ 
..ma v8.4, 2/samples/Seasons/Bark/ 
..ema v8.4. 2/samples/Force_Mesh/ 
Samnle Palm/ eaves/Palm Front/ 


Current 
2dTree Model Library/Conifers/Douglas_Fir 


Dou g 
Easter! 
Easter 
Fraser, 
Giant_ 
Holhyw 
Huan 
Italian, 
Italian, 
Jeffrey 
Loblol 
Monk: 
Monte 
Noni 


Ts | 


Wreste 

White. 
Hand_Dra 
Marine 
Miscellane 


Use Native Dialog Cancel 





Figure 1065 - Loading DouglasFir Low. 
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Exporting assets from SpeedTree to 3ds Max 


Currently our tree has 3,781 polys. Let’s reduce that a bit. 


ne SpeedTree Modeler v8.4.2 (Cinema Edition) = x 
File Edit Tools idow Help 


Properties 


Edit 


«© Wind 


*, Global properties 


Actions 
4, Wind wizard... 
8 Randomize 
File 


Ey New... 


{@) Browse samples... 


Help 


88 Documentation... 


(2 Forum... 


@ Lighting 


"B Window properties 


es Ce itetic-w2\ 8) 


# Export... 


a Open... 


C3 Video tutorials... 


# Shop for modes... 


DouglasFir_Low.spm* x 
View 


Render (O) Show 

. . 

Resolution 

High Medium Low Draft 
Edit 


Generators Nodes ia Season +A 


Collision 4 Export 


POLYGONS ~- MODEL 


TOTAL 


Click on Render and select Scribed. 


tee SpeedTree Modeler v8.4.2 (Cinema Edition) 


File Edit Tools Window 
Properties 


Edit 


e® Wind 


* Global properties 


Actions 
4, Wind wizard... 
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Figure 1066 - DouglasFir Low imported into Speed ree. 
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Exporting assets from SpeedTree to 3ds Max 


Let’s start with the Trunk node. In the Generation tab, click on the Trunk node. 


Go to the LOD section and reduce the Accuracy slider to simplify the trunk. In my example I 
lowered it from 50 all the way to 8. You should notice a simplification in the trunk geometry. 
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Figure 1068 - Simplifying the Trunk node. 


Next, select the branches node above it. For the douglas fir example, that’s going to be the node 
called level 1. We can see it’s responsible for 2,622 polys. 
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Figure 1069 - Level 1 node. 
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Exporting assets from SpeedTree to 3ds Max 


In the Gen section go to Knockout and increase the amount to randomly remove branches. But 
don’t set it too high, just high enough to lower the density of branches without compromising 
the shape of the tree’s foliage. In the screenshot below, I set this value to 0.25. 
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Figure 1070 - Reducing the branches poly count. 


Alright, we’re down to 2,526 polys. 
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Figure 1071 - Our tree after poly reduction. 
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Exporting assets from SpeedTree to 3ds Max 


If you want a different trunk shape, click on the Trunk node in the Generator tab and click 


Randomize. 
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Figure 1072 - Randomized douglas fir. 


I randomized until [ got a tree that was 2,210 polys which should be low enough for us to use in- 
game. 


To export the tree, go to File > Export Mesh. 
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Figure 1073 - Export Mesh. 
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Exporting assets from SpeedTree to 3ds Max 


Select the folder to export the tree to and enter in a file name. Set the ‘Save as type’ field to 
“Autodesk FBX (*.fbx)’ then click Save. 
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Figure 1074 - Filename and export folder. 
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Exporting assets from SpeedTree to 3ds Max 


In the Group By section, select Material. Under Transform, set the Scale to 30 and untick “Swap 
YZ’. Under Textures, set Format to DDS and set ‘Max size’ to 1024. 


Click OK to begin exporting. 
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Figure 1075 - SpeedT ree export mesh settings. 
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Exporting assets from SpeedTree to 3ds Max 


Now to import our asset into 3ds Max. For this, we’ll need the SpeedTree Importer script which 
you can find in your SpeedTree installation directory under scripts \3ds Max. 


Launch 3ds Max. 
Go to Scripting > Run Script. 
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Figure 1076 - Running a script in 3ds Max. 
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Figure 1077 - Running Speedlreelmporter.ms. 
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Exporting assets from SpeedTree to 3ds Max 


You should see a new SpeedTree Importers panel appear on the right hand side. 
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Figure 1078 - SpeedI ree Importers panel. 
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Click on the Import button. 
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Exporting assets from SpeedTree to 3ds Max 


Select the .stmat file from the export folder we selected previously and click Open. 
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Figure 1079 - Selecting the .stmat file. 


This should import the SpeedTree mesh and materials into 3ds Max. 
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Figure 1080 - SpeedT ree model in 3ds Max. 


See the section Exporting Assets from 3ds Max to Skyrim for steps on exporting this asset in .nif 
format. 
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Fixing transparency in NifSkope 


FIXING TRANSPARENCY IN NIFSKOPE 


If we have a look at our tree in NifSkope, we’ll see that there’s a problem with the transparency 
on the leaf and twig cards. 





9) treeaspen01.nif* - NifSkope 2.0 Dev 7 — Oo x 
File View Render Spells Options Help 


a 


, : r -_ 
y a 2@ oe at Block List 


Block List 


Name Value 

1 BSXFlags i BSX [1] 

y 2 BSMultiBoundNode i FadeNode Anim [2] 
P 10 BSMultiBound 
P 12 NiNode © DouglasFirBranches_Mat... 
> 17 NiNode i= DouglasFirNeedles_1_Mat... 
vy 22 NiNode i DouglasFirNeedles_2 Mat... 
>» 27 NiNode i DouglasFirBark_Mat [13] 
ONiNode im BranchBoned3 [7] 
8 NiNode im} BranchBoneQ?2 [6] 

> 3 NiNode & TrunkBone [4] 


FREER AAA Te Deane b Onn nllt £01 


Block List Header Archive Browser 


Block Details 


Name Value 
Name ES DouglasFirNeedles_2_ Mat [12] 
Nurn Extra Data List 0 
Extra Data List 
Controller None 
Flags 524302 
Translation * 0,000000 ¥ 0,000000 Z 0.000000 
Rotation ¥ -0,00 P 0,00 R -0,00 
Scale 1,000000 
Collision Object None 
Nata 2A [MiTriShaneNatal 





C:/Users/JonxOr/Desktop/treeaspen01.nif By 
Figure 1081 - The douglas fir tree in NifSkope. 


We need to make sure our alpha channels are set up properly so they appear transparent in- 
game. 
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Fixing transparency in NifSkope 


Here’s the problem. As per the screenshot below, the DouglasFirNeedles_1.dds texture doesn’t 
have an alpha channel. 
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Figure 1082 - Blank alpha channel. 


The leaves and twigs appear transparent in 3ds Max because we’re getting our opacity from a 
separate opacity map, but this won’t work in-game so we'll need to copy the alpha channel from 
out opacity map over to our diffuse map. 
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Figure 1083 - Douglas Fir needles material setup in 3ds Max. 
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Fixing transparency in NifSkope 


Open the opacity map in Photoshop. 
Press CTRL + A to select everything and CTRL + C to copy. 
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Figure 1084 - Copying the opacity map. 


Now open the corresponding diffuse map and enable the alpha channel. It should be called 
Alpha 1. 
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Figure 1085 - Diffuse map. 
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Fixing transparency in NifSkope 


Select the alpha channel and press CTRL + V to paste in the opacity map. 
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Figure 1086 - Pasting in opacity map in alpha channel. 
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Fixine transparency in NifSkope 


Now save the diffuse map. 
Ps | save £45 
Save Ir: textures -| © cr EF Fei- 


} ‘ | 


Quick access 






Desktop 


Adobe Photoshop per Wine ih ae 
, File C:4... 40ouglasFirWeedles i.dds already exists. 
Libraries | Do you want to replace it? 
~ Cancel 
This Pl 
DouglasFirBranc... DouglasFirbranc.. OouglasFirbranc.. ODouglasFirweed|... 
a hy 
Network 
File rare: DouglasFireedies 1.dds we Save 
Forriat: O30 005 ("*O05"*.005) we Cancel 
Save potions 
Save: [Jas a Copy Motes 
(“] Aloha Channels Soot Colors 
Layers 
Color: Use Proof Setup: ¥Yorking CMYE 


IOC Profile: sRGB IEC61966-2.1 


Thumbnail ]Use Lower Case Extension 


—— 


Figure 1087 - Saving the diffuse map. 


Repeat these steps for any other textures that need an alpha channel. 
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Fixing transparency in NifSkope 


Okay, back to NifSkope. 


In order to enable the alpha channel, we need to attach a NiAlphaProperty node to each 
NiTriShape node that needs transparency. 


Right-click on the NiTriShape node and go to Node > Attach Property. 
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Figure 1088 - Attaching a new node. 
Then select NiAlphaProperty. 
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Figure 1089 - Attaching a NiAlphaProperty node. 
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Fixing transparency in NifSkope 


Repeat these steps for the other NiTriShapes that need transparency. 
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Figure 1090 - The douglas fir with transparency fixed. 


Alright, so the transparency issue is fixed but our tree is looking a bit bare. This is because the 
exporter doesn’t flag the ‘Double_Sided’ property on our two-sided materials. We need to do 
this manually. 


Go to the BSLightingShaderProperty node beneath NiTriShape and scroll down to the Shader 
Flags 2 property. 
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Figure 1091 - Shader Flags 2. 


Right now it only has the ZBuffer_Write flag enabled. 
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Fixine transparency in NifSkope 


Double-click on the Value field for Shader Flags 2 and click on the down arrow. 
Tick Double_ Sided. 
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Figure 1092 - Making the leaf and twig cards double sided. 


Repeat these steps for the other BSLightingShaderProperty nodes that need to be displayed as 
double-sided. 
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Figure 1093 - Tree with double-sided materials enabled. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 851 


Exporting assets from Zbrush to Substance Painter to 3ds Max 


EXPORTING ASSETS FROM ZBRUSH TO 
SUBSTANCE PAINTER TO 3DS MAX 


This section is going to cover the general Zbrush to 3ds Max workflow. [ll be taking an asset 
made in Zbrush, texture it in Substance Painter, and import it into 3ds Max. ll also be showing 
you how to fix UVs in 3ds Max. 


In the following example Pll be working with Zbrush 2021 and Substance Painter 2018. 
A trial version of Zbrush is available on the Pixologic website. 
A trial version of Substance Painter is available on the Adobe website. 


So for this example I just sculpted a simple boulder. 
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Figure 1094 - Rock sculpted in Zbrush, 


Currently it consists of 205,854 points which is way too much for a game asset, so we need to 
create a low-poly version that we can bake the high poly version’s details onto via a normal map. 


But before we do that we need to save the high poly version of our asset. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Under Tool click on Export. 





Subtool 


Geometry 





Figure 1095 - Saving the high poly asset. 


Choose the folder to save to, enter in a file name and click Save. I appended “_HP’ to the file 
name to differentiate it as the high poly version of our asset. 
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Figure 1096 - Setting the folder and file name. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Next, to create a low poly version ’'m just going to use ZRemesher. I set Target Polygons Count 
to 0.3. You might need to play around with this value on your end to reduce the point count to 
something more reasonable. 
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Figure 1097 - ZRemesher. 


Click on ZRemesher to begin retopologizing. Depending on the type of model you may need to 
toggle KeepCreases to maintain hard edges, but for a natural object like this rock it isn’t really 
necessaty. 


Once that’s done, our model is now down to 600 points which is roughly on par with the vertex 
count of Skyrim boulders. 
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Figure 1098 - Retopologized mesh with a lower poly count. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 





Before we save our low poly version of the asset, we need to make sure the UVs have been 
unwrapped. 


Go to Zplugin > UV Master. 
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Figure 1099 - UV Master. 
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Figure 1100 - Unwrap Al. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


To view the UVs, go to Zplugin > UV Master and click on Flatten. 
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Figure 1107 - Flatten. 


Here are our UVs. As you can see there are some problems with stretching and pinching that 


well need to fix. 
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Figure 1102 - UV. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


There are several ways to go about doing this. You can use the Polish slider under Deformation 
to try and relax the UVs, or use the Move and Smooth brush to adjust and relax specific areas. 
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Figure 1103 - Relaxing the UVs. 
This is still not good, but it’s a slight improvement on what we had before. 


We'll be adjusting UVs in 3ds Max shortly. 
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Figure 1104 - UVs in 3ds Max. 





When you’re done adjusting the UVs in Zbrush, go back to Zplugin > UV Master and click on 
Unflatten. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 857 


Exporting assets from Zbrush to Substance Painter to 3ds Max 


Click on Export again and save the low poly version of the asset. I added a ‘_LP’ extension to 
differentiate it from the high poly version. 
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Figure 1105 - Saving the low poly asset. 


Like I mentioned previously, we can adjust the UVs in another program which, for this example, 
will be necessary before we bring the asset into Substance Painter to apply a material. Organic 
shapes are generally a bit trickier to unwrap. 


Note: [’m not an expert at 3d modelling and there are probably better methods for fixing UVs. Pd 


recommend taking a look around for plugins that simplify the process, but for the following example ’m 
just going to use the standard tools in 3ds Max. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


So let’s bring the model into 3ds Max first to try and tweak the UVs. 
Open 3ds Max and go to Import. 
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Figure 1106 - Import. 


Select the low poly .obj and click Open. 
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Figure 1107 - Importing the low poly .obj. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Tick ‘Import as single mesh’ and ‘Import as Editable Poly’. 


Under Geometry, ensure ‘Flip ZY-axis’ and “Texture coordinates’ are ticked then click Import. 
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Figure 1108 - .obj import settings. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Here’s our low poly asset in 3ds Max. 
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Figure 1109 - .obj imported into 3ds Max. 





To quickly see UVs, click on Standard and go to Materials > Override with UV Checker. 
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Figure 1110 - Enabling UV Checker material override. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


We should now be able to see the UVs on our model. As you can see, some work needs to be 
done. 
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Figure 1111 - UV material override. 





From the Modifier List, add an Unwrap UVW modifier. 
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Figure 1112 - Unwrap UV W modifter. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Scroll down and click on the Open UVW Editor button. 
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Figure 1113 - Open UVW Editor. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


We should be able to see the UVW map here. 
Under the Peel section, click on the Reset Peel button. 
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Figure 1114 - Reset Peel. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


This should reset our UVs like so. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


For this example I’m going to cut the rock in half using the Point-to-Point Seams tool. Generally 
you’d want to follow hard edges, but for a naturally shaped object like a rock it’s a bit less 
obvious where the seam should go. 
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Figure 1116 - Point-to-Point Seams tool. 





This seam will affect how the UVWs will unwrap when we peel them next. 
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Figure 1117 - Seam added to UVW. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Once the seam has been added, click on Quick Peel. 
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Figure 1118 - Quick Peel. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The seam should’ve split the UVWs into two separate islands like so. 
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Figure 1119 - UV Ws with seam. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Firstly, turn the viewport material override off by going to Materials > Override Off. 
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Figure 1120 - Turning off the material override. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


In the UVW editor, select CheckerPattern. You might need to select Texture Checker first then 
switch back to CheckerPattern in order to update the texture on the model in the viewport. 
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Figure 1121 - Checker Pattern. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The checker pattern should help us visually gauge whether there’s any pinching or stretching that 
needs to be fixed in our UVWs. 
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Figure 1122 - Checker pattern in viewport. 
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In the UVW editor, go to Tools > Relax. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 
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Figure 1123 - Relax UVW. 


Ensure the drop-down is set to ‘Relax By Polygon Angles’ then click on Start Relax. 
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Figure 1124 - Relax settings. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Once the quads have spread themselves a bit more evenly, click Stop Relax. 
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Figure 1125 - Stop Relax. 
Close out of the Relax Tool. 
Set the drop-down to Angle Distortion. 
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Figure 1126 - Angle distortion. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


This will show us where the UVWs are getting pinched or stretched. 
As you can tell by the red and blue, there’s some stink happening in our UVWs. The brighter the 


colour, the stronger the distortion. 
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Figure 1127 - Angle distortion showing pinching and stretching. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


You can use the UV Paint Movement tool to move vertices around to try and fix problematic 
areas manually. The colours will update automatically as you adjust things. 
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Figure 1128 - UV Paint Movement. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


I added a couple extra seams near the most problematic areas and did another Quick Peel which 
seems to have eliminated most of the distortion. 
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Figure 1129 - Added extra seams. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


After running Relax again, the UVWs now look like this: 
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Figure 1130 - UV Ws with distortion mostly fixed. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Setting the drop-down to Area Distortion shows us some mild distortion around the sharper 
edges of the rock and along the seam. 
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Figure 1131 - Area Distortion. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Once you’re done tweaking the UVW map, scroll down to Arrange Elements. 
Ensure Rescale and Rotate are ticked then click on the Pack Normalize button. 
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Figure 1132 - Pack Normalize. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


This will attempt to make scale up the UVWs and rotate them so they use up as much of the 


available space as possible. It’s not perfect but you can manually adjust the scale and rotation 
after the fact. 
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Figure 1133 - UV Ws repacked. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Close Edit UVW, go back to the Modifier stack, right-click on Unwrap UVW and select Collapse 
All. 
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Figure 1134 - Collapse All. 


This will collapse the Modifier stack down to Editable Poly. 


S He Sy) = fed = Lay) Workspace: Default - =) Autodesk 3ds Max 2017) — rock_uvs.max St Fe ct keaward or nina mh Sian 2 ae 
Edit Tools Group ~—s Views Create Modifiers Animation Graph Editors Rendering Civil View Customize Scripting Content Help 


7 —& |All — a1 @@ vew »y AP % OP a ¥ CreateSelectionSe > pig i'm a) coe 

SC Pes iii te Orie. r+ Sk’ 1 oe = = == 

Modeling Freeform Selection Object Paint Populate ~ 
Define Flows Define ldle Areas Simulate Display 

Select Display Edit Val 

Rock_LP 
Name (Sorted Ascending) : a ara 

© ®@ Rock LP 


* Selection 


° 
e 
e 


Preview Selection 
® off 


O} 
| 
mm 
| 
KE 
Fl 
Y 
ie 


Whole Object Selected 


> Soft Selection 
» Edit Geometry 


Repeat Last 
Constraints 
o/ 100 ® None Edge 
Face Normal 


1 Object Selected = & %: ¥: Grid = 10.0 4 Auto Key Selected <1] Dl ml O BF is 
Welcome to M. Miia a Seitms etic tadelsy tas Add Time Tag S Set Key %, Key Filters... 0 + © >, S a 


Figure 1135 - UV’s embedded to Editable Poly. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 881 


Exporting assets from Zbrush to Substance Painter to 3ds Max 


Now we can export the .obj back out. 
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Figure 1136 - Export. 


Select the folder to export to, enter in a file name and click Save. 
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Figure 1137 - .obj export directory and file name. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Under Geometry, ensure ‘Flip Y Z-axis (Poser-like)’, “Texture coordinates’, ‘Normals’ and 
‘Smoothing groups’ and ticked then click Export. 
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Figure 1138 - OBJ Export Options. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Next, let’s head into Substance Painter to try and texture the boulder. 


Create a new project by going to File > New. 
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Figure 1139 - Substance Painter. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Set the Template to “Non-PBR - Specular Glossiness (allegorithmic)’, 


Click on the Select button next to File. 
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Figure 1140 - Selecting the file to load in Substance Painter. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Select the low poly version of your asset and click Open. Make sure you select the version with 


the fixed UVs. 
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Figure 1141 - Selecting the low poly version of the asset. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The default resolution of Skyrim texture maps is 1024 so ’m going to leave the Document 
Resolution set to that. 


Ensure the Normal map format is set to DirectX. 


New project 
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Figure 1142 - Project settings. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Click OK to load the asset into Substance Painter. 
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Figure 1143 - Rock loaded into Substance Painter. 
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The first thing we’ll need to do in Substance Painter is bake in the details from our high poly 


asset. 


Under the Texture Set Settings tab, click on the Bake Mesh Maps button. 
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Figure 1144 - Bake Mesh Maps. 
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Cache Disk Usage: 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Click on the File icon next to High Definition Meshes to select the high poly version of the 


asset. 
Baking 


Mesh maps: All fone ~ Common parameters 


Common tees 1024 
aw Normal rit Dilation width 
> 


4oply Diffusion 


World space normal 


ID ry High poly parameters 


Ambient occlusion db Lise Low Poly Mesh as High Poly Mesh 


CUry ature High Definition Meshes 
Position 


Thickness rit 


Ylax Frontal Distance 


Wax Rear Distance 


Relative to Bounding Box 


High definition meshes 


Disable help 


eI 


0,01 


0,01 


Bake defaultMat Mesh Maps 


Figure 1145 - Selecting the High Definition Mesh. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Select the high poly version then click Open. 
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Figure 1146 - Selecting the high poly asset. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Some modellers also bake an ambient occlusion pass to add some fake shadows onto the actual 
texture. For Skyrim assets I would recommend using vertex colours instead. 


Click on the Bake button to begin. 
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Figure 1147 - High definition mesh added. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


You should now see details from the high poly version of the asset appear on the low poly mesh 
in the preview section. 


©, Substance Painter 2018.3.3 - Non-PBR - Specular Glossiness (Read only) _ Oo x 
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Figure 1148 - High poly detail baked onto low poly mesh. 


For this example I just used Dirt, Concrete Bare with an Edges Scratched smart mask, and 
Mortar Wall with a few alterations to base colour to create the texture for the rock. 


If you notice UV seams, try changing the Projection drop-down to Tri-Planar Projection. 
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Figure 1149 - Tri-Planar Projection. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The last thing we need to do is export so we can bring the finished asset into 3ds Max. 
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[Baking] Not enough data in the high poly to use selected baker, Baking has been canceled. Cache Disk Usage: 





Figure 1150 - Sample rock textured. 


Go to File > Export Textures. 
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[Baking] Not enough data in the high poly to use selected baker, Baking has been canceled. Cache Disk Usage: 


Figure 1157 - Export Textures. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


We'll need to export the textures in the .png format then convert them to .dds in Photoshop 
later, so set the export format to ‘png’ and the bit depth to ‘8 bits’. 
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Figure 1152 - Export tab. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Set the export location by clicking on the folder path. 
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Figure 1153 - Setting the texture export path. 
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Figure 1154 - Texture export path set. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Go to the Configuration tab and click on the ‘SpecGloss (non-PBR)’ preset. 
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Figure 1155 - SpecGloss (non PBR) preset. 
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This will export a diffuse map with an alpha channel, a normal map, a specular map and an 
emissive map. All we really need are the diffuse and normal maps for this example. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Go back to the Export tab, untick “Export shaders parameters’. 


Click on the Export button to begin the process. 
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Figure 1156 - Exporting the texture maps. 


Click OK to the pop-up once the process is complete. 
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Figure 1157 - Export successfully finished. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Go to your export folder and confirm the texture maps have been successfully created. 
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Figure 1158 - Texture maps created. 


These maps can be converted to the .dds format in Photoshop using the NVIDIA Texture 
Tools plugin. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Open a texture map in Photoshop. 
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Figure 1159 - Diffuse map in Photoshop. 
Go to File > Save As. 
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Figure 1160 - Saving a file in Photoshop. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Set the Format to .dds then click Save. 
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Figure 1161 - Saving a .dds file in Photoshop. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Set the format to DXT5, make sure “Generate MIP maps’ ts selected then click Save. 
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Figure 1162 - NVIDIA Texture Tools plugin for Photoshop. 


Repeat these steps for the other texture maps. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Alright let’s go back to 3ds Max. 


To make setting up a new material a little bit easier and to help with scale, ’m going to import 
rockl01 from Skyrim. You can find it eae ee in Skyrim - Meshes.bsa. 
See the section titled Importing assets from Skyrim in 3d x for steps on how to do this. 
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Figure 1163 -A Skyrim rock and our custom asset in 3ds Max. 





Open the material editor. If you don’t already have a view, right-click in the Views heading area 
and select Create New View. 
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Figure 1164 - Material editor. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


I’m just going to call this tab Skyrim Rock for this example. 
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Figure 1165 - Naming the first tab. 


Click on the eye-dropper in the material editor toolbar, then click on the Skyrim asset to get its 
material. 
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Figure 1166 - Loading the Skyrim rock material into the material editor. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 903 


Exporting assets from Zbrush to Substance Painter to 3ds Max 


The Skyrim asset’s material setup should look like this: 
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Figure 1167 - Skyrim rock material. 


Double-click on the Bitmap node plugged into Base in the Standard node to open its properties. 
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Figure 1168 - Diffuse map properties. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 904 


Exporting assets from Zbrush to Substance Painter to 3ds Max 


Go to the Bitmap Parameters section and click on the bitmap path. It should currently say 
‘textures \landscape \mountains \MountainSlab02.dds’. 
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Figure 1169 - Bitmap Parameters. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Select the diffuse map exported from Substance Painter then click Open. 
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Figure 1170 - Changing the diffuse map. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Next, double-click on the Bitmap node used for the Normal/Bump map. 
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Figure 1171 - Changing the normal map. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


Under Bitmap Parameters, click on the Bitmap path and change it to the normal map exported 
from Substance Painter then click Open. 


3 Select Bitmap Image File 
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Figure 1172 - Changing the normal map. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The material layout should now look like so: 
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Figure 1173 - Updated diffuse and normal maps. 
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To apply the material to our custom asset, select it in the viewport then click on the ‘Assign 


Material to Selection’ button in the material editor. 
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Figure 1174 - Assigning the material to our custom asset. 


tock_LP_UVs_Diffuse.dds 
Cropping/Placement 
Apply View Image 


® Crop Place 


U:; 0.0 > W: 10 


¥: 0.0 H: 1.0 


Alpha Source 
Image Alpha 
RGB Intensity 
® None (Opaque) 





The specular map can also be added in the same way, but for this specific asset with a rough 
matte surface it isn’t really necessary. 


If any parts of the model needed to glow, we would connect the emissive map to Glow. 
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Exporting assets from Zbrush to Substance Painter to 3ds Max 


The viewport might still show the old material, so click on Standard and go to Materials > 
Shaded Materials with Maps to refresh it. 
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Figure 1175 - Refreshing the material view in viewport. 





That’s basically it. We no longer need the Skyrim asset at this stage so it can be deleted. 
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Figure 1176 - Custom asset textured in 3ds Max. 
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Exporting assets from 3ds Max to Skyrim 


EXPORTING ASSETS FROM 3DS MAX TO 
SKY RIM 


This section will cover the process of exporting a model from 3ds Max as a .nif and setting it up 
as a new object in the Creation Kit. 


For this section Pll be working with 3ds Max 2017. The NIF EF ae 
|'7 is available on Nexusmods. For other versions of 3ds Max, try } 
3} available on Nexusmods. 








In this example, ’m going to be exporting a custom wine bottle and will be setting it up in the 
Creation Kit as a new consumable item. 
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Figure 1177 - A model in 3ds Max. 





The first thing we need to do is add collision. 


Let’s start by adding a bhkRigidBody object. 
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Exporting assets from 3ds Max to Skyrim 


Under the Create tab, go to Helpers and click on bhkRigidBody. 
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Figure 1178 - Adding a bhkRigidBody object. 
Click in your scene to add it. 
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Figure 1179 - bhRRigidBody object added to scene. 
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Exporting assets from 3ds Max to Skyrim 


Right-click on the Move tool and center the bhkRigidBody object. 
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Figure 1180 - bhkRigidBody object centered. 
Rename the object “‘bhkRigidBody’. 
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Figure 1181 - Renamed bhkRigidBody. 
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Exporting assets from 3ds Max to Skyrim 


For this example, ’m just going to duplicate the GreefBottle mesh and use the duplicate as the 
object’s collision. Here ’m using CTRL + V with the GreefBottle selected to duplicate it. I set 
the duplicate as a Copy of the original object and named it GreefBottle_collision. 
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Figure 1182 - Duplicating the mesh to use as collision. 





With the collision mesh selected, go to Modifiers and add bhkRigidBodyModifier. 
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Figure 1183 - Adding bhkRigidBody modifier to the collision object. 
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Exporting assets from 3ds Max to Skyrim 


For this object, set the Material to ‘Bottle (S)’ and the Bounding Volume to Convex Shape. 
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Figure 1184 - Setting the bounding volume. 


If you were working with a static mesh select Compressed Mesh instead. 
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Figure 1185 - RockLO1 collision. 
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Exporting assets from 3ds Max to Skyrim 


Scroll down and tick “Enable Optimize’. This should render the geometry as quads where 
possible rather than in triangles. 
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Figure 1186 - Collision geometry optimized. 
Go back to the bhkRigidBody object. Under Collision Meshes click Add. 
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Figure 1187 - Adding a collision mesh to bhkRigidBody. 
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Exporting assets from 3ds Max to Skyrim 


Add the collision mesh by clicking on it in the scene explorer. 
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Figure 1188 - Adding the collision mesh to bhkRigidBody. 





Now we can export the model from 3ds Max. To accomplish this, go to Export. 
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Figure 1189 - Exporting a model. 
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Exporting assets from 3ds Max to Skyrim 


Set ‘Save as type’ to ‘NetImmerse/Gamebryo (*KF,*.NIF)’. Set the location to export the model 
to and enter in a file name. In my example I’m saving to the Skyrim\Data\ Meshes \clutter\wine 
folder, and the model is going to be called ‘wtgreef.nif’. 
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Figure 1190 - Set 'Save as type’ to 'NetIlmmerse/Gamebryo (*.KF,*.NIF)". 
Set the Game to Skyrim. 


Under the Export section I ticked Collision. If your model includes lights, cameras and hidden 
nodes, tick those tick boxes as well. 


Under Mesh, tick Flatten Hierarchy, Update Tangent Space, Collapse Transforms and Zero 
Transforms. 


For my example, I unticked the options under Skin Modifier as it doesn’t apply to the model I’m 
exporting. 


Under Animation, I left the drop-down set to ‘NIF w/o Animation’ and left ‘Transforms’ ticked. 


Under Scene, I set the Root Node Type to BSFadeNode and under Miscellaneous I just left ‘Sort 
Nodes’ ticked. 
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Exporting assets from 3ds Max to Skyrim 
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Figure 1191 - Export options. 


Click Export to create the .nif. 





For more information on what each export option does, see the 3ds Max Export article on the 


Beyond Skyrim wikt. 
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Exporting assets from 3ds Max to Skyrim 


Important: If we add this .nif to a mod right now and launched Skyrim, Skyrim will crash as soon as it 
tries to render it. 


There are several ways to work around this issue. Typically what I do is take a similar .nif 
exported from the .bsa archives and turn it into the new .nif by copying across the 
NiTriShapeData and bhkConvexVerticesShape blocks and the texture paths from the .nif we 
exported from 3ds Max. 


Open the original exported .nif in NifSkope. 
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Figure 1192 - The .nif in NifSkope. 
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Exporting assets from 3ds Max to Skyrim 


Open a second instance of NifSkope and open a similar .nif. For this example, ’m going to be 
working with winebottleO1a.nif. 
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Figure 1193 - winebottleO1a opened in a second instance of NifSRope. 


In the source .nif, right-click on the NiTriShapeData block and select Block > Copy. 
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Figure 1194 - Copying the NilriShapeData block from our source .nif. 
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Exporting assets from 3ds Max to Skyrim 


Go back to the destination .nif, right-click on its NiTriShapeData block and select Block > Paste 


Over. It’s important that you select Paste Over and not Paste. We need to replace the existing 


blocks. 
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Figure 1195 - Pasting over an existing NilriShapeData block. 


Ok. It has the model, but now we need to transfer the textures. 
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Figure 1196 - Nil riShapeData block replaced. 
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Exporting assets from 3ds Max to Skyrim 


Copy the texture paths under the BSLightingShaderProperty > BSShaderTextureSet nodes in the 


source .nif. 
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Figure 1197 - Copying texture paths from source .nif. 


Replace the texture paths on the destination .nif. 
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Figure 1198 - Texture paths on destination .nif. 
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Exporting assets from 3ds Max to Skyrim 


Here’s the destination .nif with the mesh and textures of the source .nif. 
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Figure 1199 - Destination .nif with mesh and textures from source .nif. 


Repeat these steps for any other separate NiTriShapeData nodes in the model. For this example 
I also had to replace the cork object too. 


Now, to replace the collision. On the source .nif, right-click on the bhkConvexVerticesShape 
node and select Block > Copy. 
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Figure 1200 - Copying the bhkConvexV erticesShape node from the source .nif. 
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Exporting assets from 3ds Max to Skyrim 


On the destination .nif, right-click on its bhkConvexVerticesShape node and select Block > 
Paste Over. 
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Figure 1201 - Replacing the existing bhkConvexV erticesShape node on the destination .nif. 


Alright, time to save our .nif. Go to File > Save As. 
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Figure 1202 - Saving the destination .nif. 


925 


Exporting assets from 3ds Max to Skyrim 


Overwrite the source .nif that we exported from 3ds Max earlier. 
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Figure 1203 - Replacing the source .nif with the destination .nif. 





Good news. If we launch the game and go to a cell containing the object, the game doesn’t 
crash. The bad news ts that its collision radius is too large and is causing our object to float 
above the surface of the table. 





Figure 1204 - New model in-game. 
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Exporting assets from 3ds Max to Skyrim 


So let’s fix that by reducing the collision radius in the .nif. 


In the bhkConvexVerticesShape, set the Radius field to 0.000000. 





©) wtgreef.nif - NifSkope 2.0 Dev 7 


File View Render Spells Options Help 


Name Value 
~ OBSFadeNode ies WineBottle O14 [0] 


1 BSXFlags rm BSX [1] 
¥ 4bhkCollisionObject 
¥ 3 bhkRigidBody 
0 BSFadeNode i WineBottleO14 [0] 
> 5 NiTriShape ES WineBottleO14:0 [2] 
> ONiTriShape 1&8 WineBottleO14:1 [3] 


Block List Header Archive Browser 


Block Details 


Name Value 
Material SKY¥_HAV_MAT_BOTTLE 
> Vertices Property 
>» Normals Property 
Num Vertices 
> Vertices 
Num Normals 
¥ Normals 
Normals X -0,951057 ¥ 0.309017 Z 0,000000 Wy -0,172121 
Klarrnals ¥ -NO5ins? ¥ n 3nantT? F A ANNAN A - 1h278 < 





Block List 


C:/Program Files (x86}/Steam/steamapps/common/Skyrim/Data/meshes/clutter/wine/wtgreef.nif Ga 


Figure 1205 - Setting the collision Radius to 0.000000. 


Save the .nif. And that looks like it fixed the issue. The model is now sitting flush with the 


surface of the table instead of floating above it. 





Figure 1206 - Collision radius fixed. 
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CHAPTER 9: MOTION- 
CAPTURE ANIMATION 
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Setting up the character skeleton in 3ds Max 


SETTING UP THE CHARACTER SKELETON IN 
3DS MAX 


Important: You'll need to use BAE to extract the contents of the Skyrim - Meshes.bsa and Skyrim - 
Animations.bsa archives. Instruction on how to do so can be found in the section Unpacking the BSA 
Archives. 


For these next few sections, we'll need a copy of Havok Content Tools. Sadly it doesn’t seem like there’s 
an official download source anymore following Microsoft’s acquisition of Havok. But I can’t stop you 
from Googling around... 


I would recommend using 3ds Max 2012 or earlier. Some modders have reported that the 3ds Max 
2013/2014-compatible versions of Havok Content Tools have issues exporting animations properly for 
Skyrim. As far as I’m aware, there are no 3ds Max 2015+ compatible versions of Havok Content Tools. 


For 3ds Max 2012 Id also recommend using figment’s branch of the Nif Importer/Exporter plugin as 
the current version on Nexusmods may raise a ParamBlockDesc2 definition error when 3ds Max 
launches. 


There are many body type frameworks for Skyrim with differing bone setups. In the following 
examples Pm just going to be working with the base-game skeleton. 


Now with all of that out of the way, let’s get started. 


Firstly, we'll need a copy of the Vanilla Skeleton which you can download from Loverslab. You'll 
need to be logged in to download this file. 


Warning: There’s some NSFW content on Loverslab. Some might be an understatement... 
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Setting up the character skeleton in 3ds Max 


Open 3ds Max 2010_Skyrim_Vanilla Skeleton.max. 


If you see a Gamma & LUT Settings Mismatch warning, select “Adopt the File’s Gamma and 
LUT Settings’ then click OK. 


File Load: Garnma & LUT Settings Mismatch 


The Gamma &LUT settings of the file do not match the 
system Gamma & LUT settings. 


File's Gamma & LUT Settings: 


Gamma &LUT Correction: | Disabled 


Bitmap Files Input Gamma: 


Bitmap Files Qutput Gamma: 


System's Gamma & LUT Settings: 
Gamma &LUT Correction: 
Bitmap Files Input Gamma: 


Bitmap Files Qutput Gamma: 


Do You Want To: 
Keep the System's Gamma and LUT Settings? 


® Adopt the File's Gamma and LUT Settings? 


OK 





Figure 1207 - Gamma C& LUT Settings Mismatch. 


eS 75-2 , = 3ds Max 2010_Skyrim_Vanilla Skeleton.max Typ e ras 
Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize MAXScript Havok Content Tools ~~ Help 


C) A? ES oo 39 Kim Be (YO We ae we % 
Graphite Modeling Tools Freeform Selection a 


Polygon Modeling 
¢Aakoaea 


[+] [ Perspective ] [ Ambient Occlusion + HW ] 


Modifier List 





Select Display Edit Customize 





ies ied <n > oe Qt Ro BY 


SetKkey \J\ KeyFilters... Im 0 -hB>ow sf 





Figure 1208 - Vanilla skeleton loaded into 3ds Max. 
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Setting up the character skeleton in 3ds Max 


Next, let’s import a body mesh. 


Go back to Import. 















S i Ss 3ds Max 2010_Skyrim_Vanilla Skeleton.max Type a keyword or phrase = O x 
bn GraphEditors Rendering Custornize MAXScript Havok Content Tools Help 
a [i oH. Be {: We & Cis che: | 
| new MS FY) oi Fg Mi “a Bn 17 Did i eC o ¢ 
‘Import 
ts) Reset Imports non-native file formats into 3ds 
Max. 


e¢ARola 


- Open r Merge 


S Inserts objects from externa! 3ds Max files 


into the current scene. 
EI = 


Replace 


‘i Replaces objects in the current 3ds Max 
Save As scene with objects from an external file. 


| *y References > 
Manage r 


] 
Properties r 











Options Exit 3ds Max 





None Selected in X: Z Grid = 10.0 Auto Ke Kid <i) he a met SG, a4 
Welcome to M GG a eecthel cabinet ents Add Time Tac Set Ke Jt Key Filters ly 0 ~ @ ie ¥ &. [Sh 


Figure 1209 - Importing a new asset. 


This time, select malebody_1.nif then click Open. 
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select File to [rport 


Setting up the character skeleton in 3ds Max 


ook in: i character assets €g > 


9) fermalehands_Q.nif 
M8) fermalehands_1.nif 


9) fernalehandsarqonian_Qnif 
8) femalehandsargonian_1.nif 


8) fermalehead. nif 

8) fermaleheadarqonian.nif 
8) fermaleheadkhajiit.nif 
8) fermaleheacwereweolf.nif 
8) fernaletailargonian.nif 
9) fermaletailkhajiit.nif 

Lies| ralebody Orit 


Leee| roalefeet_O.nit 

Liee| malefeet_1 nit 

Lee malehands O.nif 

Liee| ralehands_1.nif 

Lies| rmalehandsargonian_Qnit 
Liee| malehandsargonian_1.nit 
Liee| rialehead. nit 

9) maleheadargonian.nif 
*) maleheadkhajiit.nif 


Lee] maletailargonian.nit 
9) maletailkhajiit.nif 
Lee| skeleton. nit 

9) skeletonbeastnif 


Date modified 


2O/0F 72076 O04 Ph 
2O/0 F207 Ste Ph 
2O/07 72076 O04 Ph 
2O/0 F207 O04 Ph 
20/07 72076 O04 Pht 
2O/0F 72076 O04 Pha 
2O/0 F207 S04 Ph 
2O/0F 72076 O04 Pht 
2O/0F 2076 O04 Phat 
2O/0 72076 S04 PM 
2O/0F 72076 O04 Pha 


20/07/2076 O04 Pht 
2O/0F 2076 O04 Ph 
2O/0 2076 Ste Ph 
29/0772 076 O04 Ph 
2O/0 72076 O04 Ph 
2O/07 2076 O04 Pht 
2O/07 72076 O04 Ph 
2O/0 2071 S04 Ph 
20/07 72076 O04 Ph 
2O/0F 2076 O04 Pha 
2O/0 72076 Ste Ph 
2O/0F 2076 O04 Pha 
2O/0 F207 S04 Ph 
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Type 

MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 


MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 
MIF File 


Figure 1210 - Importing malebody_1.nif. 





932 


Setting up the character skeleton in 3ds Max 


Tick Vertex Colours, Skin Modifier, Auto Smooth Mesh, Flip UV, Render Textures in View, 
Ignore Root Node and Use Niftools Shader are ticked then click Import. 





lroiport Nit 


ee | See ees iy |S Se Sa = 
Ds Resources Unpack iSkyrim mesne 





Figure 1211 - Import settings. 
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Setting up the character skeleton in 3ds Max 


You should now see the torso and arms and legs covering the skeleton. 


S eA o-e Ca 3ds Max 2010_Skyrim_Vanilla Skeleton.max 


Edit = Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize MAXScript ~~ Havok Content Tools ~~ Help 


Q® Og Qin fs 4 (7 bid a 


ABC 


Graphite Modeling Tools Freeform Selection a 


Polygon Modeling 


[+] [ Perspective ] [Ambient Occlusion + HW ] te al pI (0) D 
© scene plorer - Scene Expl. — : 


Select Display Edit Customize Modifier List 





Camera3rd [Cam3] 

> CharacterBumper 
-O MaleUnderwear_1 
nf) MaleUnderwearBody:0 





None Selected a X: fe z: Grid = 10.0 Tce cam Selected - Bie be Q 
j Welcome to 1. Bigs ck-and-drag to select objects i Add Time Tag set Key Tay Key Filters... > 0 . se b Ny, 


Figure 1212 - Imported malebody_1.nif. 





Repeat these steps to import malefeet_1.nif, malehands_1.nif, and malehead.nif. 


We should now have a full body as per the screenshot below: 


S B= =o" 3 Ce 3ds Max 2010_Skyrim_Vanilla Skeleton.max Type a keywe as 
Edit = Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize MAXScript Havok Content Tools ~~ Help 


© A! io BH 3a Mi a Bn 17 Pid tae 


Graphite Modeling Tools Freeform Selection a 
Polygon Modeling 


[+] [ Perspective ] [Ambient Occlusion + HW ] 4 fn (@) oe 
© scene plorer - Scene Expl — ; 


Select Display Edit Customize Modifier List 





-O) MaleUnderwear_1 
-O MaleUnderwearBody:0 
CO) MaleHeadIMF 

-O HandMaleBig3rd 

inf) FootMale_Big 








None Selected a X: Y: f: Grid = 10.0 Auto Key Ke iit >, > pel ey EA GS, 
SaaS n Se ~~ 3m db 
|Jelcome to . [zon ene = SetKey J‘ Key Filters -& & wy & 


Figure 1213 - The rest of the body parts imported. 
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Setting up the character skeleton in 3ds Max 


Next, let’s test importing an animation to ensure everything works as it should. 
In order to do this we'll need a copy of hl | which can be downloaded from Nexusmods. 
Extract hkxcmd to a new folder. 


Browse to that folder and create two new subfolders, one called Input and the other called 
Output. 


Copy the skeleton.hkx file from your skyrim\meshes \actors\character\character assets 
directory. 


Note: You'll need to extract the assets from the Skyrim - Animations.bsa archive first. 


“Tite 
File Home 


- v This PC Local Disk (D:) Projects Modding Skyrim Wyrmstooth Utilities hkxemd 


Name BF-in-iaatelellal-te| Type 
ew Quick access 


B input 3/11/2021 11:48 4M File folder 

B output 3/11/2021 11:49 4M File folder 
‘ EB hkxcrd.exe 26/02/2012 12:32 PM Application 
ments 'Z LICER Spe 
Pictures B README.txt 


2012 8:2 Text Document 


| Baoeecnniss 3/11/2021 11:33 4M HKX File 


& OneDrive 

MM This PC 
MH Desktop 
is] Documents 
jm Local Disk (C:) 
am Local Disk (D:) 


- Network 





6items | 3 items selected | 


Figure 1214 - Setting up the hkxcmd folder. 
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Setting up the character skeleton in 3ds Max 


Next, browse to skyrim\meshes \actors \character\animations. 


a iv] F > ) DiAResources\Unpack\Skyrim\meshes\actors\character,animations 
File Home Share View 


€ - v > a This PC Local Disk (D:) Resources Unpack Skyrim meshes actors character >» animations 


Quick access 
MR Desktop 
Downloads 
BB Documents 
BS Pictures 
OneDrive 
me This PC 
MR Desktop 
is] Documents 


jam, Local Disk (C:) 
am Local Disk (D:) 


, » Network 


Name 

ial idlegreybeardmeditateentera hkx 
ial idlegreybeardmeditateexita.hkx 
fall idlegreybeardmeditateidlea. hkx 
B idlegreybeardmeditateidleb.hkx 
B idlegreybeardmeditateidlec.hkx 
EB idlegreybeardwordteach.hkx 
BE idlehandsbehindback.hkx 

B idlchandsbehindback_enter.hkx 
B idlehandsbehindback_exit.hkx 
B idlehoe.hkx 

BK idlekneelenter.hkx 

B idlekneelexit.hkx 

B idlekneelidle.hkx 

BB idlelaugh.hkx 

B idlelaydown.hkx 

Bi idlelaydown_enter.hkx 

B idlelaydown_exit.hkx 

B idleleantable.hkx 

‘an idleleantable_enter.hkx 

EB idleleantable_exit.hkx 

ia idleleantable_point.hkx 

EB idlelookfar.hkx 

B idlermagic_01.hkx 

B idlenoteread. hkx 

B idlenoteread_enter,.hkx 

B idlenoteread_exit.hkx 

B idlepickaxe_floor.hkx 


Date modified 


341172021 11:33 4M 
3/11/2021 11:33 Al 
3/11/2021 11:33 4M 
3/11/2021 11:33 4M 
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3/11/2021 11:33 4M 
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3/11/2021 11:33 Al 
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341142021 11:33 AM 
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3/11/2021 11:33 4 

3/11/2021 11:33 AM 
3/11/2021 11:33 AM 
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3/11/2021 11:33 4M 


3/11/2021 11:3 


3/11/2021 11:3 
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341142021 11:33, 
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Figure 1215 - List of idle animations. 


Copy one of the .hkx files to your hkxcmd\Input folder. 


For this example, I just copied idlelaugh.hkx. 


FF iV] a > DAProjects\Modding\Skyrim\Wyrmstooth\Utilities\hkxcmad\Input 
File Home Share View 


<€ > vf This PC Local Disk (D:) Projects Modding Skyrim > Wyrrstooth Utilities hkxemd 


Name Date modified Type 
Quick access 


‘il idlelaugh.hkx 3/11/2021 11:33 4M HKX File 


MA Desktop 
Downloads 

BB Documents 

BS Pictures 


OneDrive 


Ln 
} Desktop 
i=] Documents 
fm, Local Disk (C:) 
em Local Disk (D:) 


, » Network 


litem | 1 item selected 35.0KB | 


Figure 1216 - idlelaugh.hkx copied to the input folder. 
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Setting up the character skeleton in 3ds Max 


Now open a command prompt and navigate it to your hkxcmd folder. 


es.] Command Prompt 


Microsoft Windows [Version 19.9.19643.1288] 
(c) Microsoft Corporation. All rights reserved. 


C:\Users\Jonx@r>d: 
D:\>cd “D:\Projects \Modding\Sk yrim\wyrmstooth \Utilities \hkxcmd” 


D:\Projects \Modding\Sk yrim\Wwyrmstooth\Utilities \hkxcmd> | 





Figure 1217 - Command prompt pointed to the hkxcmd folder. 
Run the following command: 
hkxcmd exportkf "skeleton.hnkx" "Input" "Output" 


c4.] Command Prom pt 


Microsoft Windows [Version 19.9.19643.1288] 
(c) Microsoft Corporation. All rights reserved. 


C:\Users\Jonxér>d: 
D:\>cd “DB: \Projects \Modding\Sk yrim\Wyrmstooth\Utilities \hkxcmd" 


D:\Projects \Modding\Sk yrim\Wwyrmstooth\Utilities\hkxcmd>hkxcmd exportkf “skeleton. hkx™ “Input™ “Output™ 
Exporting *.\Output\idlelaugh.kf* 


D:\Projects \Modding\Sk yrim\Wyrmstooth \Utilities \hkxcmd> 





Figure 1218 - Converted the .hkx idle animation file to .kf. 


This utility will convert all .-hkx files in the Input folder to .kf files which are placed in the Output 
folder. 
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Setting up the character skeleton in 3ds Max 


Confirm the animation file(s) were successfully converted to .kf. 


F BM = D:\Projects\Modding\Skyrim\Wvyrmstooth\Utilities\hkxcmd\Output 


| File Home Share View 


€ vm» This PC Local Disk (D3) Projects Modding Skyrim > VWyrmstooth Utilities hkxcmd 
Ratan Date modified Type 
wm Quick access 
MM Desktop 
$ Downloads 
BB Documents 
Pictures 


i idlelaugh. kf 3/11/2021 2:08 PM KF File 


& OneDrive 

ME This PC 
MM Desktop 
is] Documents 
jm Local Disk (C)) 


@m, Local Disk (D:) 


e i tchatitiel @ 


litem | 1itemselected 141 KB | 





Figure 1219 - idlelaugh converted to .kf format. 


Back in 3ds Max, go to Import. 


3ds Max 2010_Skyrim_Vanilla Skeleton.max 
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Figure 1220 - Importing a new asset. 
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Setting up the character skeleton in 3ds Max 


Browse to the hkxcmd\Output folder, select the .kf file you converted, then click Open. 


select File to lrriport 


ee ee Netinmerse?Gamebryo [* MIF," KF] in 





Figure 1221 - Importing idlelaugh. kf. 


No need to tick anything, just click Import. 


Import KF 3.8.0, 0fc6f5f x | 





Import: 
Clear Animation 
Add Key Notes 


Add Tine Tags 


niftools. sourceforge.net Wiki 


Troport Cancel 





Figure 1222 - .kf import pop-up. 
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Setting up the character skeleton in 3ds Max 


Scrub the timeline and confirm the animation plays as expected. 


© Be Ze 7 Ce} 3ds Max 2010_Skyrim_Vanilla Skeleton.max 
Edit = Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize MAXScript Havok Content Tools ~~ Help 


ie © | a of &) 3a Gd Eq (7 — i pid = aq C: cy w 


Graphite Modeling Tools Freeform Selection a 
Polygon Modeling 


[+] [Perspective ] [ Ambient Occlusion + HW ] x al fn (O) oe 


Select Display Edit Customize 5 Modifier List 





-O MaleUnderwear_1 
-O MaleUnderwearBody:0 
{) MaleHeadIMF 

-O HandMaleBig3rd 

“{) FootMale_Big 








None Selected & ea x: Z: Grid = 10.0 Auto Ke ea <i >, > be g Ea GS, wi 
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Figure 1223 - Animation plays as expected. 


Both the bones and the character mesh should move as you scrub the timeline. 
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Constraining the skeleton to a biped and importing mocap data 


CONSTRAINING THE SKELETON TO A BIPED 
AND IMPORTING MOCAP DATA 


Now that we have a skeleton imported into 3ds Max, let’s try and import some mocap data. 
P 5 ry P P 


These next few sections can be a bit complicated, so I’ve tried to keep each step as eranular as 
P : Pp pas g 


possible. 


For this example, ’m going to use the mocap data recorded by Carnegie Mellon University 
which 1s available on their website. 


In order to use this data in 3ds Max to animate our skeleton, we’ll first need to create a biped 
object and constrain the bones of our skeleton to the biped object. So basically we’ll be 
importing the mocap animation onto the biped object and as it moves, it'll also move our 
skeleton. 


First, let’s make the character mesh transparent. Hold down CTRL and left click on the head, 
torso, hands, loincloth and feet to select them all then press ALT + X to make them transparent. 


S AeA o-e Cel ’ 3ds Max 2010_Skyrim_Vanilla Skeleton.max 
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Figure 1224 - Making the character mesh transparent. 
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Constraining the skeleton to a biped and importing mocap data 


With the character mesh still selected, right click and select Freeze Selection. 


© Bi = Cemd 3ds Max 2010_Skyrim_Vanilla Skeleton.max 
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Figure 1225 - Freezing the character mesh. 


This will prevent us from accidentally selecting the character mesh when working with the bones 
in the upcoming steps. 


Go to the Create tab and go to Systems. 
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Figure 1226 - The Create tab. 


Press F to go to the front view then click on Biped. 
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Constraining the skeleton to a biped and importing mocap data 


Set Fingers to 5 and set Finger Links to 3. Ensure Spine Links is set to 4. 
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Figure 1227 - Biped settings. 





Click and drag in the viewport starting from the bottom. Make it about the same height as the 
skeleton. This new biped should be named Bip01 by default. 
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Figure 1228 - Adding a biped. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 943 


Constraining the skeleton to a biped and importing mocap data 


With Bip01 selected, go to the Motion tab. Scroll down to the Biped section and click on the 
Fioure Mode button. 
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Figure 1229 - Figure mode. 


In the object list, click on just Bip01 then right-click on the Move tool in the toolbar. 
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Figure 1230 - Selecting the BipO1 parent object. 


Set X and Y to 0.0 then close the move tool properties. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 944 


Constraining the skeleton to a biped and importing mocap data 


Move Transform Type... 


Absolute: World Ofset:Screen 





Figure 1231 - Centering BipOT to the world. 


If you press P to switch the viewport back to perspective, you may notice that the biped is facing 
the wrong way. 
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Figure 1232 - Bip0O1 facing the wrong direction. 
To fix this, with the Bip01 parent object still selected, right-click on the Select and Rotate tool. 


Set Z to 90 then close the Select and Rotate tool. 
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Figure 1233 - Rotating BipO7 to face the right way. 
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Constraining the skeleton to a biped and importing mocap data 


Select the bottom spine segment and move it down until the clavicle is roughly in line with the 
clavicle of our custom skeleton. 
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Figure 1234 - Lowering the bottom spine segment. 


Click on Angle Snap Toggle to turn it on if it isn’t already. 
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Figure 1235 - Selecting the upper arms on Bip0O7. 
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Constraining the skeleton to a biped and importing mocap data 


Click on the Select and Rotate tool and rotate Bip01’s right upper arm 20 degrees. 


It shouldn’t matter if it doesn’t perfectly match the bones in our skeleton. 
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Figure 1236 - Moving the right-arm into place. 


: y) 
Do the same for Bip01’s left arm. 
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Figure 1237 - Both arms rotated into place. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 947 


Constraining the skeleton to a biped and importing mocap data 


Select both hands on Bip01 and move them into roughly the same spot as the hands on our 
skeleton. 
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Figure 1238 - Moving both hands into position. 


Move Bip01’s right leg 5 degrees. 
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Figure 1239 - Moving the right leg into position. 
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Constraining the skeleton to a biped and importing mocap data 


Do the same for the left leg. 
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Figure 1240 - Right-leg moved into place. 


Move both feet back so that they’re roughly in the same place as the feet in our custom skeleton. 
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Figure 1241 - Moving the feet into place. 
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Constraining the skeleton to a biped and importing mocap data 


Rotate the feet by about 15 degrees so they match the feet of our custom skeleton. 
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Figure 1242 - 
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Rotating the feet on BipO1to match the feet on the skeleton. 


Rotate the hands about 10 degrees to match the skeleton. 
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1243 - Rotating the hands on BipOT slightly. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 950 


Constraining the skeleton to a biped and importing mocap data 


Now to set up constraints. For this example, I’m not going to constrain individual toes and 
fingers to the biped as the motion capture data Pll be working with doesn’t capture that sort of 
information. 


Let’s start with the NPC L Toe0 [LToe] bone. Expand the NPC object in the hierarchy list and 


click on this bone to select it. 
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Figure 1244 - Selecting NPC L Toe /LToe/. 
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Constraining the skeleton to a biped and importing mocap data 


Go to Animation > Constraints > Orientation Constraint. 
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Figure 1245 - Setting up an Orientation Constraint. 


Link it to the toe bone closest to Toe0 on BipO1’s left foot. 
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Figure 1246 - Linking the left toe bone. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 952 


Constraining the skeleton to a biped and importing mocap data 


On the right hand side, under Orientation Constraint, tick “Keep Initial Offset’. 
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Figure 1247 - Ticking Keep Initial Offset. 


Now move up to NPC L Foot [Lft ]. Link it to Bip01’s left foot. Remember to tick Keep Initial 
Offset for each bone we link. 
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Figure 1248 - Linking the left foot bone. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 953 


Constraining the skeleton to a biped and importing mocap data 


Next, link NPC L Calf [LClf]. 
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Figure 1249 - Linking the left calf bone. 





Then NPC L Thigh [LThg]. 
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Figure 1250 - Linking the left thigh bone. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 954 


Constraining the skeleton to a biped and importing mocap data 


Now tepeat these steps for the right leg, starting with NPC R Toe0 [RToe]. 
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Figure 1251 - Linking bones on the right leg. 
Next, the arms. 


Start with NPC L Hand [LHnd] and link it to the left hand on Bip01. 
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Figure 1252 - Linking the left hand bones. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 955 


Constraining the skeleton to a biped and importing mocap data 


NPC L Forearm [LLar] is next. 
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Figure 1253 - Linking the forearm bones. 
Then NPC L UpperArm [LUar]. 
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Figure 1254 - Linking the upper arm bones. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 956 


Constraining the skeleton to a biped and importing mocap data 


Finally NPC L Clavicle [LClv]. 
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Figure 1255 - Linking the clavicle. 


Now repeat these steps for the right arm. 
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Figure 1256 - Linking the bones in the right arm. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 957 


Constraining the skeleton to a biped and importing mocap data 


Link NPC Neck [Neck] to Bip01’s neck bone. 
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Figure 1257 - Linking the neck bone. 
Then link NPC Head [Head] to Bip01’s head bone. 
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Figure 1258 - Linking the head bone. 
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Constraining the skeleton to a biped and importing mocap data 


Link NPC Pelvis [Pelv] to Bip01’s pelvis bone. 
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Figure 1259 - Linking the pelvis bone. 
Link NPC Spine [SpnO] to the bottom spine bone. 
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Figure 1260 - Linking the first spine bone. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 959 


Constraining the skeleton to a biped and importing mocap data 


Link NPC Spinel [Spn1] to the spine bone above the one we previously linked. 
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Figure 1261 - Linking the second spine bone. 


And link NPC Spine2 [Spn2] to the next spine bone above. The spine bone above that one on 
BipO01 shouldn’t be linked to anything. 
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Figure 1262 - Linking the third spine bone. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 960 


Constraining the skeleton to a biped and importing mocap data 


Next, we need to set up a position constraint. 


In order to do that, select NPC COM [COM ], then go to Animation > Constraints > Position 


Constraint. 
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Figure 1263 - Setting up a position constraint. 


Link NPC COM [COM ] to the pelvis bone on Bip01. Don’t forget to tick Keep Initial Offset. 
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Figure 1264 - Linking NPC COM [COM | ¢o the pelvis bone on Bip07. 
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Constraining the skeleton to a biped and importing mocap data 


We'll also need to add an Orientation Constraint on NPC COM [COM ] linking it to the pelvis 
bone on Bip01 to ensure the spine doesn’t get bent out of place when importing mocap data. 
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Figure 1265 - Adding an orientation constraint ta NPC COM [COM /. 


Click on Bip01 in the hierarchy list. On the right hand side, go down to the Biped section and 
click on Figure Mode again to exit out of it. 
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Figure 1266 - Exiting out of figure mode. 
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Constraining the skeleton to a biped and importing mocap data 


Now to test importing some motion capture data. 


With Bip01 still selected, go down to the Motion Capture section and click on Load Motion 
Capture File. 
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Figure 1267 - Loading a motion capture file. 





For this example, ’m going to load a .bvh file provided by Carnegie Mellon University. 
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Constraining the skeleton to a biped and importing mocap data 


Set the “Files of type’ drop down to ‘(*.BVH)’ and select a .bvh file to import. 


Open 4 
Em ee L): Resources Motion Capture Data\CMU MoCap - Carnegie Me ~ 
Look in: ep 


Date modified 


ee 03_02.bvh 1/05/2009 4:24 PM 
ge 03 O3.bvh 1/05/2009 4:24 PM 
ge 03 O.bvh 1/05/2009 4:24 PM 


File name: 03_01bvh 


Files oftype: fia 


Set lowest starting foot height to 7 = 0 


Load List Controllers 





Figure 1268 - Selecting a .bvh file to load. 
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Constraining the skeleton to a biped and importing mocap data 


Click OK to dismiss this warning. 


Biped »* 


The following track names were found in the file and are 
unrecognized by Biped: 


LHipJoint, RHipJoint, lowerback, lowerneck, lhand, LFingers, 
LThumb, rhand, RFingers, RThumb 





Figure 1269 - Unrecognised bones. 


For mocap data from Carnegie Mellon University, a Scale Factor of 4.5 seems to fit best. 
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Figure 1270 - Motion Capture Conversion Parameters. 
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965 


Constraining the skeleton to a biped and importing mocap data 


Set Knee and Elbow to ‘angle’ then click OK. 


Scrub the timeline and confirm that the movement of our skeleton matches the movement of 


the biped. 
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Figure 1271 - The movement of our skeleton constrained to the movement of the biped. 





You'll notice that the size of the biped has changed a bit. You will likely need to play around 
with the Scale Factor when importing motion capture data until you match the size of the 
skeleton. This is to ensure that the position constraint moves the skeleton around accurately. For 
example, mocap data from Eyes, JAPAN seems to work better with a scale factor of about 1.8 
instead. 
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Exporting animation from 3ds Max with Havok Content Tools 


EXPORTING ANIMATION FROM 3DS MAX 
WITH HAVOK CONTENT TOOLS 


This section will cover the steps necessary for exporting animation from 3ds Max into Skyrim. 
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Figure 1272 - Waving motion capture in 3ds Max. 
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Exporting animation from 3ds Max with Havok Content Tools 


Select the skeleton and all child objects. 
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Figure 1273 - Selecting all bones. 


Under the Motion tab on the right hand side, click on Trajectories. 
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Figure 1274 - Showing trajectories. 
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Exporting animation from 3ds Max with Havok Content Tools 


Set Start Time to 0, End Time to the last frame (in this example that’s 750), increase Samples to 
500, and then click Collapse under Collapse Transform. 


© Be Te 7 ES 3ds Max 2010_Skyrim_Vanilla Skeleton-anim.rmax 
Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize  MAXScript Havok Content Tools Help 
mt al A %. Bo (Yoo pid 2 ve 
Se S Ss % GEMM CL Ey GO? OF —7 | eS jl i & 3a hm Eq iz DI) te ,— OA & cB fo] & % 


Graphite Modeling Tools Freeform Selection a 
Polygon Modeling 


[+] [ Perspective ] [ Ambient Occlusion + HW ] Peo" : : % al fn (O) oe 
( scene Explorer - Scene E pl. - LC x st 2» | Eo sae ea 


Select Display Edit Customize selection Level: 


Parameters Trajectories 


4 he ere d 
A, NPC Root [Root] een. BS be Ry IRpE oad oa js Ci. fo q - Trajectories 
: 2: “i ep, oa ¥ pe am =: ae . a 





df Ga Camera3rd [Cam3] 
re —_e 


Sample Range: 


End Time: 750 





99 Entities Selected X: ‘: Z: Grid = 10.0 suto Key a i ao + As . a 
Welcome to Click or dick-and-drag to select objects fa Add Time Tag set Key Key Filters... lay] 248 : > us be fs, 


Figure 1275 - Copying transforms from the biped over to the skeleton. 





You should see keyframes added to our skeleton’s bones in the timeline below the viewport. 


At this stage we won’t need the biped anymore. Double-click on Bip01 to select all child objects 
then delete it. 
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Figure 1276 - Deleting Bip07. 
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Exporting animation from 3ds Max with Havok Content Tools 


Scrub the timeline and confirm that the skeleton still moves without the biped. 
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Figure 1277 - Skeleton still moves when scrubbing the timeline. 
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Exporting animation from 3ds Max with Havok Content Tools 


Select the skeleton and all child objects then right-click in the viewport and select Dope Sheet. 
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Figure 1278 - Opening the dope sheet. 
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Figure 1279 - Keyframes added to the skeleton. 
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Exporting animation from 3ds Max with Havok Content Tools 


For exporting the animation, we’ll first need to add a note track in the dope sheet on the first 
and last frames. 


Firstly, click on NPC Root [Root] to select it. 


Scrub the timeline back to the first frame. 
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Figure 1280 - Selecting NPC Root [Root] in the dope sheet. 
Go to Tracks > Note Track > Add. 
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Figure 1281 - Adding a note track. 
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Exporting animation from 3ds Max with Havok Content Tools 


Go to Keys > AddKeys. 
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Figure 1282 - Adding a new key to the notes track. 


Add a key to the first frame of the notes track and the last frame of the notes track. For this 
example, that’s going to be frame 750. 





Track View - Dope Sheet a Oo x 
Modes Controller Tracks Keys Time Options Display View Utilities 


o—o - T 7 7 “TD ‘ a = = 
ED ic +> «n> ate a eS a Y Ow Tk c 3 a> ‘OA Q bee Bane Track View - Dope Sheet 


Global Shadow Parameters 
SF) css Scene Materials 
+) @ Medit Materials 
&p Objects 
+) Ga NPC 
©) &P NPC Root [Root] PUR ORR ORO MUURM ORO RUORURUORMORO RUM RURUOOMU RU RU RUUMOU MORO RRO RUU ROU MURU RRO RUURUUMURU RRO RUORE 
otes 
@ [fz] Transform 
(+) & (@)s) aa (sles) 
@ &P x_NPC LookNode [Lo 
@) & x_NPC Translate [Pos 
@) Gp x_NPC Rotate [Rot] 


@ & NPC COM [COM ] 
@ & NPC Pelvis [Peh 
@) & NPC L Thigh | 
@ &® NPC L Calf 


@ & NPC R Call 
@ GA NPCRI 
+) Ga NPC 





Figure 1283 - New key added to notes track on frame 0. 
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Exporting animation from 3ds Max with Havok Content Tools 
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Figure 1284 - New key added to notes track on frame 750. 
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Exporting animation from 3ds Max with Havok Content Tools 


Right-click on the note on the first frame to open it. 





Figure 1285 - Editing the note on the first frame. 
We need to add a specific command here: 
start -name <NameOfYourAnimation> -at y 


For this example, ’m just going to call the animation ‘walkingaroundwaving’. 
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Figure 1286 - Command added to first note. 


Add end in the last note like so: 





Figure 1287 - Command added to last note. 
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Exporting animation from 3ds Max with Havok Content Tools 
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Figure 1288 - Notes added to dope sheet. 
Close out of the dope sheet. 


Go to Havok Content Tools > Export. 
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Figure 1289 - Opening the Havok Content Tools exporter. 
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Exporting animation from 3ds Max with Havok Content Tools 


Go to the Animation tab, click on Create Skeletons then click Add to add it to the current 
configuration set. Add Create Animations, Extract Motion, Spline Compression, Footstep 
Analysis and Loop Animations in that order. 


Then go to the Core tab and add Prune Types and Write to Platform. 


Set the name of the configuration set to Animations. 





¥§e Havok Content Tools - Filter Manager O x 
File Product Help 


v 
$F Create Skeletons 
& Create Animations 


Animation Filters & Extract Motion 


Create Additive Animations “EEE YX Spline Compression 
Create Animations & Footstep Analysis 
Create Mapping ¥ Loop Animations 
Create Skeletons Tee $k Prune Types 
Create Skins bitin $k Write to Platform 


[Oxabba9733] Warning : Couldn't load DLL (C:\Program Files\,;Hayok',HayokContentTools\ filters) hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1290 - Adding tasks to the current configuration set. 
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Exporting animation from 3ds Max with Havok Content Tools 


First let’s start with Create Skeletons. 


Under Build Rig, set it to ‘From File’ and tick “Use File Order’. Set the file to 
Skyrim3rdPersonRig.txt. This file came with 3ds Max 2010_Skyrim_Vanilla Skeleton.max. 





Havok Content Tools - Filter Manager O x 


File Product Help 








Animation Filters 

Create Additive Animations 
Create Animations 

Create Mapping 

Create Skeletons 

Create Skins 


[Oxabba9733] Warning : Couldn't load DLL (C:\Program Files\\Hayok',HayokContentTools\ filters) hctFilterTexture.dll , 
Rig Bones (99) 
3ds Max Scene Export 
Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. NPC Root [Root] 


Filter Manager ready x_NPC LookNode [Look] 
x_NPC Translate [Pos ] 
x_NPC Rotate [Rot ] 


Float Slots (0) 


Figure 1291 - Create Skeletons. 
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Exporting animation from 3ds Max with Havok Content Tools 


Next, under Create Animations, untick X, Y and Z next to Move To Origin. Ensure the first 
frame is set to 0 and the last frame is set correctly. In my example, the last frame is 750. 





& Havok Content Tools - Filter Manager O x 
File Product Help 


< Create Skeletons 
cs Create Animations 


Animation Filters & Extract Motion 


Create Additive Animations Remove & Spline Compression 
Create Animations ¥§ Footstep Analysis 
Create Mapping ¥ Loop Animations 
Create Skeletons ee B83 Prune Types 
Create Skins gies hk Write to Platform 


[Gxabba9733] Warning : Couldn't load DLL (C:\Program Files\\Hayok',\HayokContentTools ‘filters hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1292 - Create Animations. 
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Exporting animation from 3ds Max with Havok Content Tools 


Ensure Extract Motion is set up as per the screenshot below. We shouldn’t need to change 
anything. 





& Havok Content Tools - Filter Manager O x 
File Product Help 


bs Create Skeletons 
Create Animations 


Animation Filters 

Create Additive Animations 
Create Animations 

Create Mapping 

Create Skeletons 

Create Skins 


[Gxabba9733] Warning : Couldn't load DLL (C:\Program Files\\Hayok',\HayokContentTools ‘filters hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1293 - Extract Motzon. 
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Exporting animation from 3ds Max with Havok Content Tools 


Spline Compression is next. Make sure the Quality slider is set to High [Lossless]. 








¥§e Havok Content Tools - Filter Manager O x 
File Product Help 


Animation Filters 


Create Additive Animations Remove Spline Compression 
Create Animations ¥§ Footstep Analysis 
Create Mapping Ye Loop Animations 
Create Skeletons ween B95 Prune Types 
Create Skins ashe. bk Write to Platform 


[Oxabba9733] Warning : Couldn't load DLL (C:\Program Files\Havok’\,HayokContentTools ‘filters hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1294 - Spline Compression. 
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Exporting animation from 3ds Max with Havok Content Tools 


We shouldn’t need to change anything under Footstep Analysis. 








¥§e Havok Content Tools - Filter Manager O x 
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Animation Filters & Extract Motion 
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Create Mapping ¥$§ Loop Animations 
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Create Skins ashe. 6k Write to Platform 


[Oxabba9733] Warning : Couldn't load DLL (C:\Program Files\Havok’\,HayokContentTools ‘filters hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1295 - Footstep Analysis. 
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Exporting animation from 3ds Max with Havok Content Tools 


For this example, set the Number of Frames field to one frame after the last frame of your 
animation. E.g.: 751. 





& Havok Content Tools - Filter Manager O x 
File Product Help 


< Create Skeletons 
i Create Animations 


Animation Filters & Fxicack Mallon 


Create Additive Animations Remove & Spline Compression 
Create Animations ¥& Footstep Analysis 
Create Mapping 6% Loop Animations 
Create Skeletons ee < Prune Types 
Create Skins gies 6k Write to Platform 


[Gxabba9733] Warning : Couldn't load DLL (C:\Program Files; Hayok',\HayokContentTools\ filters) hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, O lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1296 - Loop Animations. 
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Exporting animation from 3ds Max with Havok Content Tools 


Go to Prune Types. Under Scene, tick “All Scene Data’. Under Animation, tick Skeletons, Bone 
Attachments, Identity Binding Indices, Mesh Bindings and Ragdoll and Mappers. Under 
Environment, tick Environment Data and under Resource Data tick All Resource Data. 





Havok Content Tools - Filter Manager O x 
File Product Help 


Animation Filters 
Create Additive Animations 
Create Animations 


Create Mapping 
Create Skeletons ras 
Create Skins iia i Write to Platform 


[Gxabba9733] Warning : Couldn't load DLL (C:\Program Files\\Hayok',\HayokContentTools\ filters) hctFilterTexture.dll 
3ds Max Scene Export 

Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, 0 lights, 2 cameras, 5 skin bindings. 
Filter Manager ready 





Figure 1297 - Prune lypes. 
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Exporting animation from 3ds Max with Havok Content Tools 


Finally, under Write to Platform, set the Format to Packfile, tick Remove Metadata and click on 
the ‘...” button to set the file export location. 





Havok Content Tools - Filter Manager O x 


File Product Help 





Available filters Configuration set Write to Platform @ stages 


-* Destruction (* Graphics os User - Bee e Filename 


‘’ Core 6) Ph yYsIcsS * Animation 6) @lehig} @ create Skeletons xxcmd \walkingaroundwaving.hkx 
Add >> ¥ Create Animations 
Animation Filters Version Ps Extract Motion Format 
Create Additive Animations 1.0.0 << Remove Spline Compression Taafile 
Create Animations 1.2.6 < Footstep Analysis 
Create Mapping 1.3.0 Loop Animations 
Create Skeletons 1.2.8 ave th © Prune Types 
: Move Up 

Create Skins 1.0.3 GF Write to Platform [| 
Delta Compression 1.1.3 
Extract Motion 1.2.0 Move Down 
Footstep Analysis 1.11 
Loop Animations 1.1.1 
Quantized Compression L121 
cenit — ¥ Remove Metadata 


< Run Configuration 


/ | Content Options 


@ Packfile 


Platform 


| 3ds Max Scene Export 
) Exported 107 nodes, 0 node selection sets, 5 materials, 5 meshes, 0 lights, 2 cameras, 5 skin bindings. Save Environment Data 
\Filter Manager ready 


¥ Clear log window before processing Run All Configurations 


Figure 1298 - Write to Platform. 


Ensure you're saving the file as Binary Packfile (*.hkx). 


4 be Fr Projects Modding skyrim Wyrmstooth Utilities hkxcrmd 


Organize v New folder 


Name Date modified Type 
Quick access 


BB input 11/11/2021 8:19 PM File folder 
BB output 11/11/2021 8:19 PM File folder 
& animation. hkx 14/11/2021 1:15 PM 
Documents B idlelaugh.hkx 19/11/2021 8:00 PM 
S&S Pictures ' ial skeleton. hkx 341142021 11:33 AM 


My Desktop 


Downloads 


OneDrive - Persor 
me This PC 
MA Desktop 
BB Documents 
wm, Local Disk (C:) 
am, Local Disk (D:) 
Filename: walkingaroundwaving.hkx 


Save as type: Havok Files (*.hkx;*.hkt;*.xml) 


“@ Hide Folders 





Figure 1299 - File export location. 
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Exporting animation from 3ds Max with Havok Content Tools 


To begin the export process, click Run Configuration. 





Havok Content Tools - Filter Manager O x 
File Product Help 


& Create Skeletons 
& Create Animations 
Extract Motion 
Align Scene To Node 1.0.0 << Remov ¥ Spline Compression 
Alter Mesh 1.1.0 i Footstep Analysis 


Bake Scale 1.1.0 Loop Animations 
Execute command 1.1.0 


Find Mesh Instances 1.1.0 
Merge Asset 1.0.0 
Prune Types 1.2.0 
Transform Scene i223 


Core Filters Version 


View XML 1.1.0 
Write to Platform 1.1.0 


Annotation: absent 
Extract Motion Filter 
Motion extracted using 751 samples 
Spline Compression Filter 
Compression 
Number of blocks: 3 
Size of largest block (PlayStation(R)3 SPU): 38384 bytes. 
Original Size: 4758336 bytes, Compressed Size: 112092 bytes. 
Compression Ratio: 42.450272:1, 
Footstep Analysis Filter 
Loop Animations Filter 
Prune Types Filter 
Removing hkxEnvironment ("Environment Data") 
Removing hkxScene ("Scene Data") 
Removing Resource Data completely. 
Removing 1 skeletons. 
Removing O mesh attachments, 
Removing 1 Transform and 0 Float identity binding index arrays From 1 bindings(s) 
Removing 0 skins. 
Write to Platform Filter 
Wrote layout For [Win32 MS¥C] to file [D:\Projects\Modding\ Skyrim\Wyrmstooth\ Utilities hkxcmd\walkingaroundwaving.hkx]. 
Finished in 11:00:00 





Figure 1300 - Run Configuration. 


Browse to the folder you saved the -hkx file to and confirm it has been created successfully. 


miWyrmstooth \Utilities’ 


Local Disk (D:) Projects Modding Skyrim Wyrmstooth Utilities hkxcrmd 


Name Date modified Type 


ian /11/2021 8:19 PMV File folder 
re 


MM Desktop 


File folder 
+ Menuieaeh B animation. hkx 


j 90 KB 
5 Documents B anirnation.kf a 2 KF File 43) 
Pictures convert_hkx_to_kf.bat 3, Windows Bate 1KB 


@& OneDrive - Personal 


ME This PC 
Text Docurnent 
Text Docurnent 
eton, hkx 3/11/2021 11:3 


BF walkingaroundwaving.hkx 19/11/2021 10:50 PM HKX File 
em Local Disk (D:) 


< Network 





12 items | 1 itemselected 127KB | 


Figure 1301 - Confirming the .hkx file has been exported. 
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Exporting animation from 3ds Max with Havok Content Tools 


Copy the file to your Skyrim\Data\meshes\actors\character\animations or Skyrim Special 
Edition \Data\meshes\actors\character\animations folder. 
F B= | CAProgram Fil \Steam\steamapps\common\Skyrim\Data\meshes\actors\character\animations 


File Home Share 


<¢ > v4 Local Disk (Cy) Program Files (x86) Steam steamapps common Skyrim Data meshes actors character >» animations 


Narne Date modified Type 


Quick access 


& walkingaroundwaving,. hkx 12/11/2021 2:56 PM HKx File 


ocuments 
ictures 
OneDrive - Personal 
his PC 
) Desktop 
B Documents 
jm, Local Disk (C:) 
= Local Disk (D:) 


: > Network 


litem | 1 item selected 305KB | 





Figure 1302 - .hkx file copied to the Skyrim data folder. 


For now, [’m just going to test out this animation in-game by replacing an existing animation 
temporarily. 
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Exporting animation from 3ds Max with Havok Content Tools 


To replace an existing animation, simply name it after an existing .hkx file. In this example, ’m 
going to rename walkingearoundwaving.hkx to idlelaugh.hkx. 


Name Date modified 


fal idlelaugh.hkx 12/11/2021 2:56 PM 





Figure 1303 - .hkx file renamed. 


In the Creation Kit, go to Miscellaneous > IdleMarker in the Object Window. Right-click on one 
of the existing idle animations and select New. 


Object Window * 


Filter | Editor IL Count | User: ” 
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Figure 1304 - Creating a new idle marker. 
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Exporting animation from 3ds Max with Havok Content Tools 


Set an ID in the ID field. For this quick example Pm just going to set it to WTIdleLaugh. 
Since we replaced IdleLaugh I added it to the list of idle animations. 


For more guidance on setting up idle markers, see Adding Idle Markers. 


IdleWlarker 


ID |WTIdleLaugh . Child Car Use 
[Ignored By Sandbow 
Marker Model E dit | 


Idle Info 


Filter | 
Event Mame 


IdleL augh IdleLaugh 


Idle Tirner Setting ja.0000 


Run ln Sequence . Do Once 


Lancel | 


Figure 1305 - IdleMarker setup. 
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989 


Exporting animation from 3ds Max with Havok Content Tools 


To test things out, I just added an NPC linked to the WTIdleLaugh idle marker and added a 
COCMarkerHeading marker so when I use console commands to teleport into the cell, Pll be 
able to see the animation as soon as it starts. 


I also added a simple navmesh so the NPC can walk over to the marker. 





WyrmstoothHolderCell [Free camera, perspective] - MA: 2.16% (3.39 MB / 157,00 MB) 





Figure 1306 - An NPC linked to the WI IdleLaugh marker. 
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Exporting animation from 3ds Max with Havok Content Tools 


And there we have it, the animation plays successfully in-game. 


MCM: Registered 1 new menu(s). 





Figure 1307 - Motion capture animation playing in Skyrim. 
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CHAPTER 10: SPEECH 
SYNTHESIS 
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Introduction to speech synthesis 


INTRODUCTION TO SPEECH SYNTHESIS 


Speech synthesis can be used to add additional lines of dialogue to NPCs that use base game 
voice types. 


In Wyrmstooth, I use speech synthesis to give background NPCs, such as the hunters at 
Hunter’s Shack or the marauder leader at Cragwater Camp, unique things to say. 


In this section I'll be showing you how to train a custom Tacotron and WaveGlow model on the 
Google Colab platform using a dataset based on a voice type from The Elder Scrolls V: Skyrim. 


Tacotron is a generative text-to-speech synthesis program. For this tutorial I’ll be using the 


NVIDIA Tacotron 2 repository available on GitHub: https://github.com/NVIDIA/tacotron2. 


GitHub - NVIDIA/tacotron?: 2 & + Oo 









€ by t) ‘ORM * | github.com/™ eee CS wv» # 8 = 


A 





os) Why GitHub? Team Enterprise Explore Marketplace Pricing Search Sign in | ire lame) ®) | 
A NVIDIA /tacotron2 Q Notifications YW Star = .2.7k Fork 823 
<> Code Issues 80 Pull requests 13 Actions Projects Security Insights 


master + P 10branches © 0 tags Go to file About 


Tacotron 2 - PyTorch 











rafaelvalle waveglow: updating waveglow submodule 185cd24 Jun 11, 2020 O) 134 commits implem entation with faster-than- 
realtime inference 
filelists changing structure for better organization May 4, 2018 
[1 Readme 
text text/symbols.py: updating symbols Nov 26, 2018 
gS BSD-3-Clause License 
waveglow @ Sbc2a53 waveglow: updating waveglow submodule Jun 11, 2020 
gitmodules adding waveglow submodule Nov 27, 2018 
Releases 
Dockerfile [bug-fix] pillow dependency in Dockerfile Nov 1, 2019 
No releases published 
LICENSE Update license such that it appears on repo fron tpage May 4, 2018 
README.md README.md: updating waveglow published model May 17, 2020 
Packages 
audio_processing.py adding python files May 3, 2018 
. No packages published ¥ 


Figure 1308 - NVIDIA Tacotron 2 on GitHub. 


WaveGlow is a flow-based generative speech-synthesis program. A custom WaveGlow model 
will significantly improve the quality of synthesized speech. For this tutorial Pll be using the 


NVIDIA WaveGlow repository available on GitHub: https://github.com/NVIDIA/waveglow. 
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Introduction to speech synthesis 


Google Colab is a cloud platform that [ll be using in this tutorial to run Tacotron and 
WaveGlow. It can be used to run python code and other commands in a pre-built python 
environment via your browser. We can link our Google Drive storage to a Colab session so we 
can access our dataset and save checkpoints back to it as we train. 








=) x 
O 
C  @ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxXuZw93PUBBr =J G 
& Tacotron 
EQ comment Share @& A$? 
File Edit View Insert Runtime Tools Help Lastedited on 20 March 
+ Code + Text Connect ~ y Editing A 
|= Table of contents x ir 
oe Yo8ar tu i 
Q First Things First 
Mount Google Drive " First Things First 
s? Check GPU 
rp _ Install Tacotron2 ~ Mount Google Drive 
setup Tacotron2 
Download Default Tacotron Model [ ] from google.colab import drive 
ee drive.mount(*/content/drive') 
Generate Audio —————— 
Load Libraries 
~ Check GPU 
Setup hparams 
Load Tacotron2 Model 
: : [ ] ‘tnvidia-smi -L 
Load Waveglow Model Deelidtige ern 
Text Input # You may need to reduce batch-size for P4 and Ké&@. 
Generate Mel Outputs 
Synthesize Audio 
Denoise 
=) ee | i er 4 
Tacotron2 Training ‘i ‘s 
x 





Figure 1309 -.A Colab Notebook. 


I’ve already set up a Colab Notebook with all the commands you'll need to run. You can access 
it here: 


https:/ /colab.research.google.com/drive/13vRLNPLaVWGjgHGuUi[KxXuZw93PUBBreusp= 





sharing. 


The main advantage of using Google Colab is that we don’t need to set up our own python 
environment locally. 
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Introduction to speech synthesis 


Here is some sample output from a few different models I’ve trained: 


tacotron sample femalenord1.wav 
tacotron sample femalenord2.wav 
tacotron sample femalenord3.wav 
tacotron sample joeroganl.wav 

tacotron sample joerogan2.wav 

tacotron sample joerogan3.wav 

tacotron sample femalecommanderl.wav 
tacotron sample femalecommander2.wav 
tacotron sample femalecommander3.wav 
tacotron sample malecommanderl.wav 
tacotron sample malecommander2.wav 
tacotron sample malecommander3.wav 
tacotron sample maleslycynicall.wav 
tacotron sample maleslycynical2.wav 
tacotron sample maleslycynical3.wav 


As you can hear, Tacotron is able to pick up on various vocal nuances like the rolling r’s of the 
femalenord voice actor’s accent. 
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Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


PREPARING A DATASET USING VOICE 
ACTING FROM THE ELDER SCROLLS V: 
SKY RIM 


In this section I'll be showing you how to prepare a new dataset from which we'll be training a 
new Tacotron and WaveGlow model. 


A dataset consists of voice clips from a single speaker and their corresponding subtitles. 
Generally speaking, the more voice acting we have the better our results should be. Models 
based on datasets consisting of less than 3 hours of audio are going to struggle with articulation. 


The first thing we need to do is extract the subtitle files from The Elder Scrolls V: Skyrim. 
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- SpecialE ffect 
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Figure 1310 - Creation Kit. 
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Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


Once the Creation Kit loads, go to File > Data. Double-click on ‘Skyrim.esm’ then click OK and 
wait for it to load. 


Data _ 


Plugin.Master Files Created B ee _ Parent Masters 


Bethesda Game Studios = Game Studias Filename 
Fe kIT. &S0ri Master File Summary 

LO Update. esm Master File 

LJ Cawnguard.esmi Master File 

LI HearthFires.esmi Master File 

LJ Cragonborn.esnn Master File 

LI Unofficial Skyrin Lege... Master File 

CO Wwiurmstooth.esp Master File 

CO TiminglsEverthing.esp = Plugin File 


LO SkvUlesp Plugin File 

7 = Created Orn 11 2020 2246 PM 
LO Open Cities Skurim.esp — File: 
Fee ae i rs “Last Modifted 1177/2020 2:28 PM 


Set as Active File | Details... | | | OK Cancel | 


Figure 1311 - Loading Skyrim.esm. 





Click ‘Yes to All to any warnings that pop up. 
Go to Character > Export Dialogue and click OK to the Export Dialogue popup window. 


Export Dialogue 


Dialogue export will be saved to; 
dialoqueExpoart.tet 
Files included in export: 


SkvrIM.e sm 


Cancel | 


Figure 1312 - Exporting dialogue. 





This will create a dialogueExport.txt file in your Skyrim installation folder. 


Again, click “Yes to AIP to any warnings that pop up. Close the Creation Kit once the export has 
finished. 


For this next part we'll need Notepad++ and Microsoft Excel, or a similar spreadsheet 
application. You can download Notepad++ for free from its website: https://notepad-plus- 


plus.org/downloads/. 
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Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


Open dialogueExport.txt in Notepad++. It should look like this: 


[at Ci\Program Files (xe6)\ Steam \stearmapps common skyrin ydialoguebxporttet - Notepad++ 


File Edit Search View Encoding Language Settings Tools Macro Run Plugins Window ? 


3 3 is | h| \*®@ ee) 2? G(BSlS21ISaBAas|m 


=| dialogueE xport.txt £9 | 


LINE ID SPEAKER NPCID GetIsIn RAceE VOICE TYPE QUEST BRANCH CATEGORY Tee. SUBTYPE TOPIC 
FFFFFFFF CrWerewolf¥oice CreatureDialoqgueWerewolf£ (none) Combat Combat Death 
FFFFFFFF CrWerewolf¥oice CreatureDialoqueWerewolf [none Combat Combat Hit Fo 
FFFFFFFF CrFoxVoice CreatureDialogqueFox [none] Combat Combat Death FormiID oOO1 
FFFFFFFF CrFoxVoice CreatureDialogqueFox [none] Combat Combat Hit FormiID OOLOF66 
FFFFFFFF CrChickenVYoice CreatureDialogquechicken [nonel) Combat Combat Death Fo 
FFFFFFFF CrChickenVYoice CreatureDialogquechicken (none) Combat Combat Hit FormIit 
FFFFFFFF CrChickenVYoice CreatureDialoquechicken [none] Miscellaneous Miscellaneous 
FFFFFFFF FemaleUniqueDelphine MasSkyHavenSparring  [none) Miscellaneous Miscellane 
FFFFFFFF MaleocldKindly DialogqueWinterholdtollegerPostsceneguest [none] Scene Scene 
FFFFFFFF FemalesSultry DialogqueWinterholdtollegerostsceneguest [none] Scene Scene 
FFFFFFFF MaleEvenToned DisaloqgqueWinterholdtollegerostsceneguest [none] Scene Scene 
FFFFFFFF MNaleCondescending DialoqueWinterholdtollegerostsceneguest [none] SCene ac 
FFFFFFFF MaleYoungEager DialoqueWinterholdtollegerPostsaceneguest [none] Scene Scene 
FFFFFFFF Female YoungEager DialogqueWinterholdtollegePostsceneQuest (none) Scene ac 
FFFFFFFF HaleEvenTonedéccented WERoadi1 WERoad1l1lBrancho2 Topic PlayerDialoqgue 
FFFFFFFF HaleEvenTonedéccented WERoad1i1 WERoad11lBrancho4 Topic PlayerDialoque 
FFFFFFFF HMaleEvenTonedéccented WERaad11 WERoad1l1lBranchol Topic PlayerDialoque 
FFFFFFFF MaleEvenTonedéccented WERoad11 WERoad11lBranchol Topic PlayerDialoque 
FFFFFFFF MaleEvenTonedéccented WERoadi1 WERoad1LlBranchol Topic PlayerDialoque 
FFFFFFFF MaleEvenTonedéccented WERoadi1 WERoad11lBranchos Topic PlayerDialoque 
FFFFFFFF MaleEvenTonedéccented WERoadii WERoad11lBranchos Topic PlayerDialoque 
FFFFFFFF MNaleEvenTonedéccented WERoadil [none } Miscellaneous Miscellaneous He 
FFFFFFFF MaleEvenTonedéccented WERoadil [none } Miscellaneous Miscellaneous He 
FFFFFFFF MaleEvenTonedéccented WERoadil [none } Miscellaneous Miscellaneous 
FFFFFFFF MaleEvenTonedéccented WERoadil [none } Miscellaneous Miscellaneous 
FFFFFFFF Maledérqonian WERoadog WERoadoosotter Topic PlayerDialoque Custom 
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Normal text file length: 20,770,570 lines : 59,608 Ln: 1 Col: 1 Pos: 1 Unix (LF) 
Figure 1313 - dialogueExport.txt. 


We'll need to remove unnecessary columns first. Go to Search > Replace. In the ‘Find what’ 


field enter a comma ‘,’ and in the ‘Replace with’ field enter an at symbol ‘@’ then click Replace 
All. 


Replace ea] 


Find Replace Findin Files Mark 


Findwhat sy a Find Net 
Replace with : Replace 
[J In selection Replace All 


[_] Backward direction Replace All in All Gpened 
Documents 

[| Match whole word only 

[| Match case Clase 

Wrap around 

Search Mode Transparency 

(®) Normal (®) On losing Focus 

(Extended tin, ir, it, 40, y...3 () Always 

() Regular expression _Mnabches newline li 


Replace 4lh 35455 occurrences were replaced in entire file 


Figure 1314 - Replacing commas with @ symbols. 


Don’t wotry, we'll be reversing that change once we’re done in Excel. 
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Keep Replace open. This time, in the ‘Find what’ field enter a tab character ‘ ‘, and in the 
‘Replace with’ field enter a comma ‘,’ then click Replace All. 


Replace | x | 


Find Replace Findin Files Mark 


Eind what :| MMMM] a | Find Net 
Replace with : Replace 
[In selection Replace All 


[_] Backward direction Replace Allin All Qpened 
Documents 

[| Match whole word only 

[| Match case Close 

Wrap around 

Search Mode Transparency 

(®) Normal (®) On losing Focus 

(Extended (in, ir, it, WO, ied () Always 

() Regular expression _tnatches newline f 


Replace All: 35455 occurrences were replaced in entire file 


Figure 1315 - Replacing tabs with commas. 
Our dialogueExport.txt file should now look like this: 


[at *CryPragram Files 86) \Stearm\steamappsycammonSskyrinidialoqueb: porttet - Notepad++ 


File Edit Search View Encoding Language settings Tools Macro Run Plugins Window ? 


2Saea BARA \aec|m@e|2 (BRIT IFSRRAa S/o 


fe=| dialogueE »port.tet ES | 


LINE ID, SPEAEER,NPCID, GerIsID, RACE, VOICE TYPE, QUEST, BRANCH, CATEGORY, TYPE, SUBTYPE, TOPIC, TOPICINFO, RESPONSE « 
FFFFFFFF,--,--,--,--, CoWerewolfVoice, CreatureDialoguelerewolf, (none), Combat, Combat, Death, , FormID OOO00E44, 
FFFFFFFF,--,--,--,-—, GrWerewoltVoice, CreatureDbialoqueterewolf, (none), Combat, Combat, Hit,,FormID OQOOOO0E45,1, 
FFFFFFFF,--,--,--,-—,CrFoxVoice, CreatureDialoqueFox, (none), Combat, Combat, Death, ,FormiID OO1LOF670,1, Creature 
FFFFFFFF,--,--,--,—-—, CrFoxVoice, CreatureDialoqueFox, (none), Combat, Combat, Hit, ,Formil OO1LOF66F,1,CreatureDi 
FFFFFFFF,--,--,--,-—-,cCrchickenVoice, CreatureDialoqueCchickeén, (none), Combat, Combat, Death,,FormiID OO10#a5C,1, 
FFFFFFFF,--,--,--,--,cCrchickenVoice, CreatureDialoquechicken, (none), Combat, Combat, Hit,,FormiIl OOL10a8a55,1,Cr 
FFFFFFFF,--,--,--,--,CrchickenVoice, CreatureDialoquechickeén, (none), Miscellaneous, Miscellaneous, Idle, ,Forml 
FFFFFFFF,--,--,--,—-—, FemaleUniquebdelphine, WoSkyHavenSparring, (none) ,Miscellaneous, Miscellaneous, Sharedinfo 
FFFFFFFF,—--,—--,-—-,—-—, HaleGldEindly, DialoqueWinterholdCollegeProstsceneguest, (none), Scene, Scenebialogue, cust 
FFFFFFFF,--,--,--,—-—-, Femalesultry, bialoqueWinterholdCollegePostSsceneguest, (nonel , Scene, Scenebialoque, Custa 
FFFFFFFF,—--,--,-—-,—-—, HaleEvenToned, DialoqueWinterholdtCollegerPostsceneguest, (none), Scene, Scenebialogue, cust 
FFFFFFFF,—--,--,-—-,—-—, Halecondescending, DialoqueWinterholdtollegerostsceneQuest, (none) ,Scene, ScenedDialogue, 
FFFFFFFF,—--,--,-—-,—-—, HaleYfoungkager, DialoquelinterholdtollegerostScenéeouest, (none) , Scene, Scenebialoque,cus 
FFFFFFFF,--,—--,--,—-—, Female YoungEager, DialoqueWinterholdtCollegePostsceneguest, (none) , Scene, sceneDbialoque,c 
FFFFFFFF,--,—--,—-—-,—-—, MaleEvenTonedaccented, WERoadl1l, WERoadliBranchdd, Topic, PlayerDialogue, Custom, WERoad11iB 
FFFFFFFF,--,--,--,——, MaleEvenTonedaccented, WERoadl1, WERoadliBrancho4, Topic, PlayerDialogue, Custom, WERoad1iB 
FFFFFFFF,--,—--,--,—-—, MaleEvenTonedaccented, WERoadl1, WERoadiilBranchoOl, Topic, PlayerDialogue, Custom, WERoad11B 
FFFFFFFF,--,--,--,—-—, MaléeEvenTonedaccented, WERoadl1, WERoadiilBranchdOl, Topic, PlayerDialogue, Custom, WERoad11itT 
FFFFFFFF,--,--,--,—-—, MaléeEvenTonedaccented, WERoadl1, WERoadliBranchoOl, Topic, PlayerDialogue, Custom, WERoad11iT 
FFFFFFFF,--,--,--,—-—, MaleEvenTonedaccented, WERoadl1, WERoadiiBranchdOs, Topic, PlayerDialogue, Custom, WERoad1iiB 
FFFFFFFF,--,--,-—-,——, MaleEvenTonedaccented, WERoadi1, WERoadiiBranchdos, Topic, PlayerDialogue, Custom, WERoadiisB 
FFFFFFFF,—--,--,-—-,—-—, HaleEvenTonedaéccented, WERoadi1i, (none! , 4iscellaneocus, Niscellaneocus, Hello, WERoad11iHello 
FFFFFFFF,--,--,-—-,—-—, HaleEvenTonedaéccented, WERoadii, (nonel , 4iscellaneous, Niscellaneous, Hello, WERoad1l1lHello 
FFFFFFFF,—--,--,-—-,—-—, HaleEvenTonedaéccented, WERoadi1i, (nonel , 4iscellaneocus, Niscellaneous, Sharedinto, WERoadil 
FFFFFFFF,—--,--,-—-,—-—, HaleEvenTonedaéccented, WERoadii, (none! , 4iscellaneous, Niscellanéeous, Sharedinto, WERoadil 


FFFFFFFF,--,—--,--.—-—-, NMaledrqonian, WERoado9, VERoadosottfer, Topic, PlayerDialoque, Custom, VERoadO9o0fferTopic,Fo ™ 
eo 


— 


Lo cA 


tn eh 
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Normal text file length: 20,770,570 lines : 59,608 Ln:2@ Col: 9 Pos: 245 Unix (LF) 





Figure 1316 - dialogueExport.txt modified. 


Close Notepad++. Rename dialogueExport.txt to dialogueExport.csv and open it in Excel. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 4 


Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


dialaqueExportcsy - Excel 
INSERT PAGE LAYOUT FORMULAS DATA REVIEW VIEW 


25, i itl 1 soi r 
i 7 Calitri =n General Fa Conditional Formatting i Irisert 


p EE ae _ $~ % 3 EY Format a3 Table ~ ce Delete + 
aste af BI Pi = El~ co op fic = 
~ * 0 $0 af Cell Styles + GE Format + 


Clipboard ts Alignment G WMumber fe Styles Cells Editing 


fe) UNEID 


B ® D E F G H | J K. L MA hy 
1 [LINE 1D [SPEAKER NPCID GetlsiO RACE VOICE TYFQUEST BRANCH CATEGOR* TYPE SUBTYPE TOPIC TOPICINF(RESPONMS 
2 |FFFFFFFF CrvferewrCreaturel (none) Combat Combat Death FormlD oo 
a |FFFFFFFF Crwerewr Creaturel (none 
4 | FFFFFFFF CrFox'oic Creaturel (none 
3 | FFFFFFFF CrFox¥'oic Creaturec (none 
6 
? 
8 
9 


( 

f i} Combat Combat Hit FormlD 00 

f } Combat Combat Death FormlD 00 

( i} Combat Combat Hit FormiD 00 

FFFFFFFF CrchickenCreatureC(none) Combat Combat Death FormlD 00 
FFFFFFFF CrchickenCreatureC(none) Combat Combat Hit FormlD 00 
FFFFFFFF CrChickenCreatureC(none)  MiscellarniMiscellaniidle FormlO 00 
FFFFFFFF FemaleUrMaskyHa' (none)  MiscellarnMiscellani Sharedinto FormlO 00 

10 | FFFFFFFF MaleOldk Dialague¥ (none) 

11 |FFFFFFFF FemaleSu Dialague¥ (none) 

12 |FFFFFFFF MaleEven Dialague¥ (none) 

13 | FFFFFFFF MaleConc Dialague¥ (none) 

14 | FFFFFFFF MalevYoun Dialague¥ (none) 

15 | FFFFFFFF Femaleyo Dialoguey(none} Scene SceneDial Custom FormlD 00 

16 |FFFFFFFF MaleEven WERoad1! WERoad1! Topic PlayerDialCustom  ‘YWERoadl!FormilD 00 

17 |FFFFFFFF MaleEven WERoad1! WERoad1! Topic PlayerDialCustom  ‘YWERoadl!FormlD 00 


Scene SceneDial Custam FormlD O00 
Scene SceneDial Custam FormlD 00 
Scene SceneDial Custam FormlD O00 
Scene SceneDial Custam FormilD O00 
Scene SceneDial Custam FormilD O00 


READY FA =] -—}——__ + _ i0% 





Figure 1317 - dialogueExport.csv. 
Delete all columns except ‘FULL PATH’ and “RESPONSE TEXT”. 


dialaqueExportcsy - Excel 
INSERT PAGE LAYOUT FORMULAS DATA REVIEW VIEW 


Re - General = Fra) Conditional Formatting * © Insert - 3 - ar- 
| $7 % 3 EE¥ Format as Table ~ ce Delete + e] dH: ~ 


—_— — 11 
=i “ih sa [4 Cell Styles ~ fe Formate 


Clipboard Ts Ua Alignment G  WMumber Te Styles Cells Editing 
Al fe FULLPATH 


ry 
1 [FULL PATH [RESPONSE TEXT 
2 |Data\Sound\Voice\Skyrim.esmCcrverewolfvoice\CreatureDialogueWerewolf O0000E44 1.nwm 
3 |Data\Sound\Voice\Skyrim.esmcrverewolfvoice’\CreatureDialogueWerewolf OO000E45 1l.ewm 
4 Data\Sound\oiceyskyrim.esm \CrFoxVoice\CreatureDialogueFox OO10F670_1.xwmi 
5 Data\Sound\voice\skyrim.esm \CrFoxvoice\CreatureDialogueFox OO10F66F_1.xwrni 
6 |Data\Sound\oice\Skyrim.esmCrChickenVoice’\CreatureDialogueChicken  O010445C L.awm 
7 |Data\Sound\oice\Skyrim.esmCrChickenVoice’\CreatureDialogueChicken  O010445B 1l.awm 
& |Data\Sound\voice\Skyrim.esmCrChicken\Voice’\CreatureDialogueChicken  OO10445D 1.ewm 
9 |Data\Sound\oice\Skyrim.esm\FemaleUniqueDelphine\MOskyHavenSparring 001092C3 1l.x«wmi 
10 Data\Sound\oice\skyrim.esm\Maledidkindly\DialogueWi OO107E3C_l.s«wm Members of the Colles 
11 Data\Sound\oice\skyrim.esm\Femalesultry\Dialoguevvi OO107E3B_1.xwmi Long live the Arch-Mas 
12 Data\Sound\oice\skyrim.esm\MaleEvenToned\DialogueWi OO107E34&_l.ewm Congratulations! 
13 Data Sound\oice\skyrim.esm\MaleCondescending\DialoguewWi  OO107E39 l.zwm Well done@ well done 
14 Data Sound\oice\skyrim.esm\MalevoungEager,\DialogueWi_  O0107E38 1..wmi Glory to the Arch-Mag 
15 Data Sound\oice\skyrim.esm\Femalevoungeager\DialoguewWi  OO107E37 l.ewm Hooray forthe 4rch-M 
16 Data\Sound\oice\skyrim.esm\MaleEvenTonedAccented\WeERoad11 WERoad1l1Brancho?2T 00106444 l.sewm | have everything unde 
17 Data\Sound\oice\skyrim.esm\MaleEvenTonedAccented\WeERoad11 WERoad1liBrancho4aT 00106445 1l.awm Thanks. You take care t— 


dialoqueExport C+) 4 ' 
READY “—]  —-—_———__ + _ 100% 





Figure 1318 - Removed unnecessary columns. 


Remove the column headers. Right click on ‘1’ on the left hand side to select row 1, then select 
Delete. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1000 


Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


Next we need to clear empty lines. Click on ‘B’ to select the entirety of column B, then click on 
the Sort and Filter button and select ‘Sort A to 2’. 


When the Sort Warning pops up, select “Expand the selection’ then click Sort. 


A 


Sort Warririg 


Microsoft Excel found data next to your selection, Since you have not 
selected this data, it will mot be sorted, 


What do vou wantto da? 





Figure 1319 - Expand the Selection. 


Delete the rows where cell B is either blank or has non-dialogue, such as (Deep breath), *cough* 


ot <Laughter>. 


Now we need to sort the rows by file name. Click on ‘A’ to select the entirety of column A, then 


click on the Sort and Filter button and select ‘Sort A to 2’. 
Again, when the Sort Warning pops up, select “Expand the selection’ then click Sort. 


dialoqueExportcsy - Excel 


HOMIE DATS, RWI EN WIEN 


- : Calibri 


Paste 
- ales 


INSERT PAGE LAYOUT FORMULAS 


- 


ia Irisert = 


ce Delete + 
fel Format * 
Cells 


- a 


# ~ 


Fa Conditional Formatting 
LA Format as Table + 
[54 Cell Styles + 

Styles 


General 


$+ % > 


2.0 00 
0 +0 


= ee = 


<= 3 


Clipboard fa Ta Alignment Tf Number Ua Editing 


Je 
A 


[Data\Sound\Voice\skyrim.esm\CrDogVoice\DA03_D001CD43_1awm [Don't worry. I'll make sure he sees the light. | trusted you@ now you tri 


Al Data\Sound\VoiceSkyrim.esm\CrDogvoice\DA0S OO0LCDAS 1.xwrni 


Data\Sound\oice\Skyrim., 
Data Sound\Voice\Skyrim., 
Data\sound\oice\skyrim, 
Data\sound\oice\skyrim, 
Data\sound\oice\skyrim., 
Data\Sound\oice\Skyrim., 
Data\Sound\oice\Skyrim., 
Data\Sound\oice\Skyrim., 
10 Data\Sound\oice\Skyrim. 
11 Data\Sound\oice\Skyrim. 
12 |Data\Sound\oice\skyrim., 
13 |Data\sound/oice\skyrim, 


1 
: 
a 
4 
3 
6 
? 
o 
g 


esm\CrDogvoice\DA03 OO01CDAE 1.ewm 
esm\CrDogvoice\DA03 O000209BB l.x«wm 
esm\CrDogVvoice\DA03 OOOEFTSE_l.«wm 
esm\CrDogVvoice\DA03 OOOEFTSF_1.nwm 
esm\CrDogVvoice\DA0S OOOEFT40_1.xwm 
esm\crDogvoice\DA03 O00EF?41 lxewm 
esm\CrDogvoice\DA0S OO0EF742? Lawn 
esm\CrDogvoice\DA03 OOOET?43 Lxawm 
esm\CrDogVvoice\DA03 OOOEFT44 1.xwm 
esm\CrDogVvoice\DA03 OOOEFT46 1.xwm 


[knew | could trust you! 

Vile! None of that - you made a deal@ and the mortal stood by it hone: 
We should go get the axe. 

Let's get the axe and be done with this. 

Mow that guy was nuts, 

Don't bothers Clavicus won't talk to me, 

Wait a second@ there's another option here. 

| have afeeling!'m not goingto like what happens when we get back tr 
All this just ta kill me Clavicus? 

| remember that axe, 


esm\CrDogvoice\DA03 DAISBarabasAboutAéx One of Clavicus's little jasts. A wizard named Sebastian Lort had a daug 
esm\CrDogVvoice\DA03 DAI3BarabasAboutAx When the daughter became a werewolf it drove Sebastian over the ed: 


14 | Data\sound\oiceyskyrim, 
15 Data\Sound\oice\Skyrim. 
16 Data\Soundoice\Skyrim., 
17 Data\Sound\oice\Skyrim. 


esm\CrDogVvoice\DA03 DA03BarabasAboutAx The wizard wished forthe ability to end his daughter's curse, 
esm\CrDogVvoice\DA03 DAOSBarabasSboutAx Clavicus gave him an axe. 

esm\CrDogVvoice\DA03 DAOSBarbasConvincel The axe isn't the only item dear old Clavicus has. 
esm\CrDogVvoice\DA03 DAOSBarbasConvincel Give him the Rueful 4xe and once we're reunited the Masque of Clayic 


EH oo ee eee 


dialogueExport 


10086 
Figure 1320 - dialogueExport.csv properly sorted. 
Save the document then close Excel. Open dialogueExport.csv again in Notepad++. 


In Notepad++, go to Search > Replace. In the ‘Find what’ field enter an at symbol ‘@’, and in 
the ‘Replace with’ field enter a comma ‘,’ then click Replace All. 
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Next, we need to change the file extensions. In the ‘Find what’ field enter “xxwm,’ and in the 


‘Replace with’ field enter ‘“;wav |’ then click Replace All. 


Replace 


Find Replace Findin Files Mark 


Find what 4 | F Find Next 
Replace with : Replace 


[In selection Replace All 
[_] Backward direction Replace Allin All Qpened 
Documents 
[|] Match whole word only 
[| Match case Close 
Wrap around 
Search Mode Transparency 
(®) Normal (®) On losing Focus 
(Extended (in, ir, it, WO, ied () Always 
() Regular expression _fnakches newline el 


Figure 1321 - Replacing the file extensions and separator character. 


We need to make everything lower case. To do this, go to Edit > Select All then go to Edit > 


Convert Case To > lowercase. 
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The file paths need to be modified for Google Drive. In the ‘Find what’ field enter 
‘data\sound\voice\skyrim.esm\’ and in the ‘Replace with’ field enter 
‘/content/drive/MyDrive/’ then click Replace All. 


Replace |x | 


Find Replace Findin Files Mark 





Find what : | Mitty Retell] gta Uae (ead ey dd =e ry * Find Mext 
Replace with : | fcontent/drive/MyDrivel ee Replace 
In selection Replace All 
[_] Backward direction Replace Allin All Qpened 
Documents 
[| Match whole word only 
[| Match case Close 
Wrap around 
Search Mode Transparency 
(®) Normal (®) On losing Focus 
(Extended (in, ir, it, WO, ie. () Always 
() Regular expression _fnatches newline l 


Replace All: 5/873 occurrences were replaced in entire file 
Figure 1322 - Changing the file paths. 


Lastly, in the ‘Find what’ field enter ‘\’ and in the ‘Replace with’ field enter ‘/wavs/’ then click 
Replace All. 


Replace x | 


Find Replace Findin Files Mark 


indwhat (MY a | ind Next 


Replace with: | fways/ te Replace 
[In selection Replace All 
[_] Backward direction Replace Allin All Gpened 
Documents 
[| Match whole word only 
[| Match case Close 
Wrap around 
Search Mode Transparency 
(®) Normal (®) On losing Focus 
(Extended (in, ir, it, WO, i. () Always 
() Regular expression _fnakches newline a 


Replace All: 5/7873 occurrences were replaced in entire file 


Figure 1323 - Adding wavs folder to file path. 
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We now have a list of subtitles grouped by order of voice type from which we can easily make 
new training and validation files. 


[aa Ci\Program Files (x86) Steam \stearapps\common\skyrim \dialogueExportcsy - Notepad++ 
File Edit Search View Encoding Language Settings Tools Macro Run Plugins Window ? 


a4 a Ts | Jacl m@e| 2 &|(BRIDISES RBA S|m 


| dialoqueExport.cey £9 | 


fcontent/drive/MyDrive/crdogvoice/wave/dal3 dalSbarabasaboutaneto O00e7693 2.wav| when the daughter became «a 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barabasaboutaneto O00e7693 3.wavy|the wizard wished for the 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dal3barabasaboutaneto O00e7693 4.wav|clavicus gave him an axe. 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dal3barbascanvincepla O00e76a3 l.wav|the axe isn't the only it 
fcontent/drive/MyDrive/crdogqvoice/wava/dals dal3barbasconvincepla O00e76a3 2.wav|give him the rueful axe a 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barbastollowtoggl OO0ic4df 1.wav|lead the way. 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dalSbarbasfollowtoggl O001c4e0 1l.wav|all right, then. we'll ge 
fcontent/drive/MyDrive/crdogqvoice/wava/dal3 dal3barbastorcegreett O007%eaeO l.wav| you are exactly what i wa 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dal3barbasgreet O001c4d9 1l.wav| yes, i think you'll be just wha 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barbasgreetcontin O00e0d4s 1l.wav| you see, my name is barba 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dalSbarbasgreetingO O001bfcO 2.wav|skyrim is now host to giant 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dalSbarbasgreetingla OO0ibtfce 3.wav|i know, i know... wars to 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barbasmoreinfoO O00icdaa_l.wav|well... i guess you could s 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barbasmoreinfo0 O001ledaa 2.wav|he couldn't just kill me, ¥ 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dal3barbasmoreinfoO O00icdaa 3.wav|of course, because of our s 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3 dal3barbasoftferO O00ibtc3 l.wav|my master and i had a bit of a 
fcontent/drive/MyDrive/crdogvoice/wava/dal3 dal3barbasofferO O00ibtc3 2.wav|he's kicked me out until i fin 
fcontent/drive/MyDrive/crdogvoice/wava/dals dal3barbasofferla O0001c4de 1l.wav|very funny. my master is clay 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 dal3barbastovile O001ic4db 1l.wav|thank you. now, since he banis 
fcontent/drive/MyDrive/crdogqvoice/wava/dal3 dalSbarbastavile O001e4db 2.wav|i know there's a cult that wor 
fcontent/drive/Mybrive/crdogvoice/wava/dal3 dalSbarbastovile O001ic4db 3.wav|if this works out, i'11 make = 
fcontent/drive/MyDrive/crdogvoice/wava/dal3 dalSbarbasvalkaway OO0896a7 1.wav| listen, when you're ready ta 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 da03hello O001c4d5 1l.wav| well, well. hello there, big man. 
fcontent/drive/MyDrive/crdogqvoice/wave/dal3s dalShello O001c4d6 1.wav| hello there, miss. 
fcontent/drive/MyDrive/crdogvoice/wave/dal3 da0Shello 0001c4da7 1l.wav|barbas, at your service. 
fcontent/drive/MyDrive/crdogvoice/wava/dal3 da03hello O001edbS 1.wav| woot. 
foontent/drive/MyDrive/crdoqvoice/wavs/dao3 datShello OO001edb6 1.wav| woot. 
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Figure 1324 - dialogueExport.csv formatted for Google Colab. 


I’ve uploaded a couple pre-sanitized dialogueExport files from different Bethesda Game Studio 
titles to make it easier for you to set up new training and validation files. 


Skyrim: 
https: / /drive.zoogle.com/ file/d/1IqghCZWOoOsWwK6VDIvakPnUmyMS66As1 /viewPusp=sh 
aring 


Oblivion: 
https: / /drive.zoogle.com/ file/d/1luxbNONwZcWfeqSYzRoFBLOt4ixX ZNv5c|/viewPusp=shari 
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Next we need to create a training text file. Select all the voice lines for the specific voice type you 
plan on training. 


[at Ci\Program Files (¢d6)\ Steam \stearapps\common\skyrinm \dialogueExport.csy - Notepad++ 


File Edit Search View Encoding Language Settings Tools Macro Run Plugins Window ? 


o ais | & fs | Sea hia® 


| dialogueExport.cey £9 | 


fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto O006febb il.wav|careful with that fire. a 
fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto OOO70df0 1l.wav|here's to friendship. a 
fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto OO07309e 1l.wav|thank you. honor dictat 
fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto OO0730c3 l.wavy|now, sa we're clear - t 
fcontent/drive/Mybrive/temalenord/ wava/wisharedin wisharedinfosto OOO730e8 1l.wav|that is sa. 
fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto O00ac60a_1l.wav|gonna get cold tonight. 
fcontent/drive/MyDrive/temalenord/ waves wisharedin wisharedinfosto O00ab3db i.wav|gods help us, this can! 
fcontent/drive/MyDrive/temalenord/ wave/wisharedin wisharedinfosto O00ade?l lewav|get out of here.... i'm 
fcontent/drive/MyDrive/temalenord/ wava/wisharedin wisharedinfosto O00bS0ad_ 1.wav|gods' blessings on you. 
fcontent/drive/Mybrive/temalenord/ wave/wisharedin wisharedinfosto O00deesf 1l.wavy|how are we doing over h 
fcontent/drive/MyDrive/femalenord/ wave/wisharedin wisharedintosto O00dee90 1l.wavy| you want another one of 
fcontent/drive/MyDrive/femalenord/ wave/wisharedin wisharedinfosto O00dee91 1l.wav|there's plenty more whe 
fcontent/drive/MyDrive/tfemalenord/wave/witavern_ O00552bb 1i.wavy|saadia, wake up dear! 
fcontent/drive/MyDrive/femalenord/wave/witavern O005536c 1.wav| yes, mum! 
fcontent/drive/MyDrive/tfemalenord/wave/witavern O00c7916 1l.wav|come on in. just stoked the fire. take a 
fcontent/drive/MyDrive/temalenord/wave/witavern  OO00c?hOd 1l.wavy| welcome. let me know if you want anythin 
fcontent/drive/MyDrive/temalenord/wava/witavern  O00c?bOe 1l.wavy|come on in. we got warm food, warm drink 
fcontent/drive/MyDrive/temalenord/wava/witavern  O00dbat9 1l.wav|frabbi, a customer needs a drink! 
fcontent/drive/MyDrive/temalenord/wava/witavern  O00deeds 1l.wav|look alive, will you! 
fcontent/drive/MyDrive/temalenord/wava/witavern O00dees9 1l.wav|come on in. let me know if you need anyt 
fcontent/drive/Mybrive/temalenord/ wava/witavern  O00deeSa_l.wav|no problem. 
fcontent/drive/Mybrive/tfemalenord/wava/witavern  O00deeSb 1.wav| yessir! 
fcontent/drive/Mybrive/tfemalenord/ waves witavern_witavernserverpla OO00dees6 1l.wav| you want a drink? 
fcontent/drive/MyDrive/femaleoldgrumpy/ wavse/bardscolle bardscollegelut O00d093dd_ 1.wav| what? you did? oh 
fcontent/drive/MyDrive/temaleoldgrumpy/ wave/bardscolle bardscollegelut O00d93dd 2.wav|there is no way i 
fcontent/drive/MyDrive/temaleoldgrumpy/ wave/bardscolle bardscollegelut O00d93de 1.wav|it makes me sad wh 


fcontent/drive/MyDrive/femaleoldqrumpy/ wavs/bardscolle bardscolleqelut OO0d93e1 1i.wav|finn was the bard * 
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Figure 1325 - Select all lines of dialogue for a specific voice type. 


Create a new text file and name it ‘#_training.txt’ where ‘#’ is the name of the voice type you’re 
training, 1.e.: femalenord. In my example that’s going to be ‘femalenord_training.txt’ because [ll 
be making a dataset based on the femalenord voice type. 


Copy the lines you highlighted from dialogueExport.csv and paste them into your #_training.txt 
file. 
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Now highlight at least 50 lines from your training text file. 


[at D\Projects\Pythontfilelists\fernalenord_training.tet - Notepad++ 


File Edit Search View Encoding Language settings Tools Macro Run Plugins Window ? 


6a sisal é DR| Oc se 8S (BRS 1 faha se 


el dialogueE xport.cev | femalenord_training. tet £9 | 


fcontent/drive/MyDrive/tfemalenord/ wave/cwOZa_mql03asoldierblockin O0059eec 1.wav|nobody allowed in. ulfric «a 
fcontent/drive/MyDrive/femalenord/wave/cewOzb OO06f970 1l.wav|damn dustmen! why don't you stay dead? 
fcontent/drive/MyDrive/femalenord/wave/ewOzb O006fb15 1l.wav| look out! draugr! 
fcontent/drive/MyDrive/femalenord/wave/cewOzb O00a0946 l.wav|no. and i'm not sure i'm better off for it no 
fcontent/drive/MyDrive/temalenord/wava/cwOzb O00a0de0 l.wav| what in the nine holds is that? 
fcontent/drive/MyDrive/temalenord/wave/cewleb O00a0des 1l.wav|but there isn't any other way through. 
fcontent/drive/MyDrive/temalenord/wave/ewlzb O00a0dt3s l.wav|oh... i've heard of this. they say these wall 
fcontent/drive/MyDrive/temalenord/ wave/ewl2b wal03bsoaldierblockin O0059eed 1l.wav| you must be the new unbloa 
fcontent/drive/Mybrive/tfemalenord/ wave/cewl2b mql03bsoaldierblockin O0059eee 1.wav| you must be the new unbla 
fcontent/drive/MyDrive/tfemalenord/ wave/cewO2b malO3bso0ldierblockin O0059eef 1i.wav|i don't know what we're d 
fcontent/drive/MyDrive/femalenord/wave/cwl2b mgl03bsoldierblockin O0059ef0 i.wav|i keep thinking i see som 
fcontent/drive/MyDrive/femalenord/wave/cewl2eb mgl03bsoldierblockin O0059ef1 1.wav|i hope we don't run into 
fcontent/drive/MyDrive/femalenord/wave/cwO2b malO3bsoldierblockin O0059ef2 1l.wav|what are we waiting for? 
fcontent/drive/MyDrive/tfemalenord/wave/cwO2b mqlO3bsoldierblockin 00058006 l.wav|keep a sharp eye out. 
fcontent/drive/MyDrive/tfemalenord/wave/cewOzb mqlO3bsoaldierblockin O00a094e i.wav|lat least we got the damn 
fcontent/drive/MyDrive/tfemalenord/wave/cwlzbh malO3bsoldierblockin O00a094f l.wav|i wish galmar would hurry 
fcontent/drive/MyDrive/temalenord/wava/cwattackei cwattackcityblo O00208Ge 1l.wav|they will sing stories of 
fcontent/drive/Mybrive/temalenord/wava/cwattackcity OO00lazed 1.wav| aye! 
fcontent/drive/MyDrive/temalenord/ wave/cwdialogue cwdialoquehello 00020956 1.wav|i long to be out there, w 
focontent/drive/MyDrive/temalenord/ wave/cewdialogue cwdialoquehello 00020958 1.wav| legion soldiers gleam lik 
fcontent/drive/Mybrive/tfemalenord/ wave/cwdialogue cwdialogquehello O0O02095b 1.wav|i'll fight the entire leg 
fcontent/drive/MyDrive/temalenord/ wava/cewdialoguesoldiersOl O006b139 1i.wav|hope i don't draw guard duty. 
fcontent/drive/MyDrive/tfemalenord/ wava/cwdialoguesoldiersO1 O006bi3a_l.wav|i bet we have rabbit again. i! 
fcontent/drive/MyDrive/femalenord/wave/cwdialoguesoldiersO1 O006b1i3b 1.wav|we're running out of bread. i 
fcontent/drive/MyDrive/temalenord/wave/cwdialoguesoldiersOl O006b145 1.wav| you'd rather be plowing a fiel 
fcontent/drive/MyDrive/temalenord/wave/cwdialoguesoldiersOl O006b146 l.wav|go tell the commander. i'm sur 


fcontent/drive/MyDrive/femalenord, wavs/cwdialoquesoldiersO1 O006b147 1.wav| you must be all right if you'v ™ 
> 


mg 


Morrmal text file length: 302,237 lines: 2,228 Ln: 1 Col:1 Sel: 5,853 | 50 Windows (2RLF) UTF-8 





Figure 1326 - 50 lines highlighted. 


Create another text file and name it ‘#_validation.txt’? where ‘#’ is the name of the voice type 
yp 
you're training, 1.e.: femalenord. In my example that’s going to be ‘femalenord_validation.txt’. 


Cut the highlighted lines out of the training text file and paste them into the validation text file. 


[ai D\Projects4\Pythonttilelists\femalenord_validation.tet - Wotepad++ 


File Edit Search View Encoding Language Settings Tools Macro Run Plugins Window ? 


Paco 3 io © | |\@e 2 @(BRl|S2IESES RA a®| oe 


Fl dialogueE xport.cev | St femalenord_training. tet | femalenord_ validation. txt £9 | 


fcontent/drive/MyDrive/femalenord/wave/cwOZa  O0038096 l.wav|maybe they're so scared of you they ran away. a 
fcontent/drive/MyDrive/tfemalenord/wava/cwlza  O006f964 l.wav|it's the legion! 
fcontent/drive/MyDrive/femalenord/wave/cewOza  O006f965 1l.wav|imperials! kill them! 
fcontent/drive/MyDrive/tfemalenord/wave/cewlza  O006fbOL l.wav|it's got to be the imperials! find them! 
fcontent/drive/MyDrive/temalenord/wava/cewlga_ OO07641b l.wav|the legion is here! defend the entrance! 
fcontent/drive/MyDrive/temalenord/wavae/cwOZa  O00d6619 1l.wav|just shut up and keep out of sight. 
fcontent/drive/MyDrive/temalenord/ wave/cewlZa_mql03ascldierblockin O0059eec 1.wav|nobody allowed in. ulfric 
focontent/drive/MyDrive/temalenord/wava/ewl2b OO06f970 1l.wav| dann dustmen! why don't you stay dead? 
fcontent/drive/MyDrive/tfemalenord/wava/ewl2b O006fb15 1.wav| look out! draugr! 
fcontent/drive/MyDrive/tfemalenord/wave/ewl2b O00a0948 1l.wavy|no. and i'm not sure i'm better off for it no 
fcontent/drive/MyDrive/femalenord/wave/ew02b O00a0deO 1l.wavy| what in the nine holds is that? 
fcontent/drive/MyDrive/femalenord/wave/cewl2b O00a0des 1l.wav|but there isn't any other way through. 
fcontent/drive/MyDrive/femalenord/wava/cewOzb O00aOdf3 l.wav|oh... i've heard of this. they say these wall 
fcontent/drive/MyDrive/temalenord/wave/cewOzb mqlO3bsoaldierblockin O0059eed 1.wav| you must be the new unblo 
fcontent/drive/MyDrive/tfemalenord/wave/cewOzb mqlO3bsoaldierblockin O0059eee l.wav| you must be the new unblo 
fcontent/drive/MyDrive/temalenord/wave/cwlzb mal03hbsoaldierblockin O0059eef l.wav|i don't know what we're d 
fcontent/drive/MyDrive/temalenord/ wava/cwl2b mql03bsoaldierblockin OO059ef0 l.wav|i keep thinking i see som 
fcontent/drive/MyDrive/temalenord/ wava/cw02b mal03bsoaldierblockin O0059ef1 1.wav|i hope we don't run into 
fcontent/drive/MyDrive/temalenord/ wave/cwO2b mql03bsoaldierblockin O0059ef2 1l.wav|what are we waiting for? 
fcontent/drive/MyDrive/temalenord/wave/cewl2b mal03bso0ldierblockin OO05a086 l.wav|keep a sharp eye out. 
fcontent/drive/MyDrive/tfemalenord/ wave/ewl2b mql03bsoaldierblockin O00a094e il.wavlat least we got the damn 
fcontent/drive/Mybrive/tfemalenord/ wave/cewl2b malO3bso0ldierblockin O00a094f 1.wav|i wish galmar would hurry 
fcontent/drive/MyDrive/tfemalenord/ wavea/cwattackei cwattackcityblo OO0Z088e 1l.wav|they will sing stories of 
fcontent/drive/MyDrive/tfemalenord/wave/cwattackcity O00lazel 1.wav|aye! 
fcontent/drive/MyDrive/temalenord/ wave/cwdialogue cwdialogquehello 00020956 l.wav|i long to be out there, w 
fcontent/drive/MyDrive/temalenord/ wave/cwdialogue cwdialoquehello 00020956 li.wav| legion soldiers gleam lik 


Oo i) 4 oo oe 





Normal text file length: 5,653 lines : 50 Ln: 1 Col: 1 Pos: 1 Windows (2RLF) UTF-8 


Figure 1327 - Validation text file. 
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Save both your training and validation text files. 


Now that we’ve prepared the training and validation files, we can move on to preparing the 
audio. 


Extract the voice acting from the ‘Skyrim - Voices.bsa’ archive. To do this we'll need a copy of 
BAE, the Bethesda Archive Extractor, which you can download from Nexusmods. 


BA Bethesda Archive Extractor (BS &X + 


© @ httos:/Avww.nexusmods.com /s! yrimspecialedition/mods/9/4?tab=description 


fe Skyrim Special Edition v sels Media v Community » Support v LOGIN 


Bethesda Archive Extractor (BSA and BA2) 


BETHESDA ARCHIVE EXTRACTOR (BSA AND BAZ) 
Porn a" Ge @ Ss Be 


Dewnlcad: MANGAL 


loadscreenart farmbwall03.nif 
lod farmbwall04.nif 
magic farmint2wall01 nif 
markers farmintinnwall01.nif 
mps farmintwall01.nif 
plants farmintwoodwall01.nif 

shadertests v M stonewall 

sky stonewall01.nif 

terrain stonewall0livy.nif 

test stonewall02.nif 

traps Vv M walkway 

water walkwaycentwall01.nif 

weapons dad walkwaycentwall02.nif 


Extract 














Figure 1328 - BAE on Nexusmods. 


Extract the archive to a folder and run bae.exe. 
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Drag and drop the ‘Skyrim - Voices.bsa’ file into BAE to open it. 


baa skyrirn - Voices.bsa - BAAE, 


File About 


Select All Select Mone 





akyrinn - Wolces.b3a 




















Extract 





Figure 1329 - Skyrim - Voices.bsa opened in BAE. 
Click ‘Select AI? to ensure everything is selected, then click Extract. 


bae Select Folder 


- 


ae bo F Projects Python 


skyrirn_woice_ tiles 
Organize ¥ New folder 
Pictures # 
S Downloads 
Mo items match your search, 
my filelists 
Fr Videos 


Fr Wyrrastooth 


Name Date modified 


oO OneDrive 


MM This PC 
WY 3D Objects 
MR Desktop 
iS] Documents 
$ Downloads 
d Music 


Eis -u..... . 


Folder: | skyrirn_voice_files 


Select Folder Cancel 





Figure 1330 - Selecting a folder to extract to. 


Select a folder to extract the voice files to, then click on Select Folder. 
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Once BAE has finished extracting everything from the ‘Skyrim - Voices.bsa’ archive, navigate to 
the folder you selected, then go to sound > voice > skyrim.esm. You should see a folder for 
each voice type and these folders should contain .fuz files. 


F F > | DS Projects\Python\skyrim_voice_files\sound\woice\skyrir.esin 


File Home Share View 


sd be F skyrim_woice_ files sound >» voIce skyrim.esm 


w Quick access 
my Desktop 
S Downloads 
Documents 
Pictures 
F Downloads 
BF filelists 

EE Videos 


F Wiyrenistooth 
ie OneDrive 


MS This PC 
my Desktop 
Documents 
wm Local Disk (Cc) 
ae local Mick M4 


103 iterns | 


Name 


|_| crdogvoice 

P. crdragonpriestvaice 
F crdragonvaice 

F crdraugrvoice 

E. crdrermoravoice 

FE. crhagravenvoice 

F cruniquealduin 

Fr cruniqueodahvirg 
F Cruniquepaarthurnax 
BE fernaleargonian 

B fermalechild 

F. fermalecormmander 


F fermalecormmoner 


Fr femalecondescending 


FE. fernalecoward 
| t fernaledarkelt 


Figure 1331 - Extracted voice type folders. 


We'll need to convert those .fuz files to .wav next. 
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Date modified 


1704/2021 9.56 PM 
1/04/2021 9.56 PM 
1/04/2021 9.56 PM 
1704/2021 9.56 PM 
1/04/2021 9.56 PM 
1704/2021 9.55 PM 
1/04/2021 9.56 PM 
1/04/2021 9.56 PM 
1704/2021 9.55 PM 
1/04/2021 9.56 PM 
1704/2021 9.56PM 
1/04/2021 9.56 PM 
1/04/2021 9.56 PM 
1704/2021 9.56 PM 
1/04/2021 9.56 PM 
1704/2021 9.56PM 


Type 


File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 





Preparing a dataset using voice acting from The Elder Scrolls V: Skyrim 


Go ahead and download Unfuzer from Nexusmods. 


Extract the archive to a folder and run unfuzer.exe. 


© Unfuzer C++ Edition v1.5 


Folder to parse: 


Ds \Projects\Pythoniskyrim_voice_files\soundwoicesskyrim.esm 


Parse subfolders [ |Recursively 


Wrfuz (Fuz-> swine Say) [ |Process . lio files Retuz (ay->xwim->Fuz) 





Figure 1332 - Unfuzer. 


Click on the file path beneath “Folder to parse’. Navigate to the folder where you extracted the 
voice files to, go to sound > voice and select the ‘skyrim.esm’ folder. 


Tick “Parse subfolders’, make sure ‘Process lip Files’ isn’t ticked, then click Unfuz (Fuz->Xwm- 
>Wav). This will convert every .fuz file in the skyrim.esm subfolders to -wav. 


Note: Converting all the .fuz files to .wav will take some time. 
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In the ‘skyrim.esm’ folder create a new text file. Rename that file ‘delete_fuz.bat’ 


File Home 


-a i 


Share View Application Toals 


skyrim_woice_ files sound WOICE 


Mame 
aw Quick access 
MY Desktop 
.| Downloads 
B Documents 
Pictures 
E Downloads 
BB filelists 
FE Videos 


F VWyrenistooth 


FE mialeuniquermercertrey 


F maleuniquemgaugur 
F maleuniquemolagbal 


a maleuniquenazir 

F maleuniqueperyite 

F maleuniqueseptirius 

F maleuniquesheagarath 

BE maleuniguetullius 

Fr maleuniqueultric 

a malewarlock 

F. maleyoungeager 

F. specialfernaleuniquegormiaith 


i OneDrive 


MS This PC 
my Desktop 
Documents 
‘am, Local Disk (Cs) EM delete_fuz.bat 


F specialmaleuniquetelldir 
F specialmaleuniquehakon 
a specialmaleuniquetsun 


ae | ocal Mick 
104 items | 1 item selected 19 bytes | 


Figure 1333 - Created delete_fuz. bat. 


Open the batch file in Notepad and enter the following commands: 


del jS *.i2£z 
pause 


| delete fuz.bat - Notepad 


File Edit Format 


del #5 *.fuz 
pause 


View Help 


skyrim.esm 


Date modified 

1A 2027 S56 PM 
1/04/2021 9:56 PM 
1/04/2027 9:56 PM 
1/04/2027 O56 PM 
1/04/2021 9:56 PM 
1/04/2027 9:56 PM 
1/04/2027 9:56 PM 
1/04/2021 9:56 PM 
1/04 2027 O56 PM 
1/04/2021 9:56 PM 
1/04/2027 9:56 PM 
1/04/2027 9:55 PM 
1/04/2021 9:56 PM 
1/04 2027 O56 PM 
1/04/2027 9:55 PM 
2/04/2027 1:42 PM 


Ds\Projects\Pythontskyrim_voice_files\sound\woicess.. 


Type 

File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 


Windows Batch File 








Ln 2, Col 6 100 


Windows (CRLFA 


UTF-6 
Figure 1334 - delete_fuz.bat contents. 


Save and close Notepad then run the batch file. This will delete all .fuz files from the subfolders 
leaving only the .wav files behind. 
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We'll need to create a project directory for this next part. I just made a folder called Datasets but 
you can name it whatever you like. 


F | mm = | OS Projects\Python\Datasets 
File Home Views 


id be F Local Disk (Ds) Projects Python Datasets 


Mame . Date modified 


a Quick access 

MY Desktop P eee ee 
4 Downloads 

B Dacuments 

Pictures 

B Downloads 

Dy filelists 

Oe videos 


mm Vyrrmstooth 
 OneDrive 


ME This PC 
MH Desktop 
Documents 
jam, Local Disk (C4 


ae | oacal Mick fM" 


Oiterns | 





Figure 1335 - New project directory for setting up our dataset. 


Copy the folder containing the .wav files for your chosen voice type over to your project folder. 
In my example [ll be copying the femalenord folder from the “‘skyrim.esm’ folder over to the 
Datasets folder I just created. 
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Once you’ve copied it to the project folder, append ‘_base’ to the folder name. 


F | = D:\Projects\Python' Datasets 


=| 
File Home Share View Music Tools 


w af il Local Disk (Ds) Projects Python 


Mame - Date modified Type 


wa Quick access 
M Desktop 
aE Downloads 
A Documents 
Pictures 
BW Downloads 
Bh filelists 
videos 


m Vyrrmstooth 


© fernalenord_base 2/04 e027 1:55 Ph File folder 


o& OneDrive 


MM This PC 
MH Desktop 
Docurnents 
jam, Local Disk (C4 


ae | ocal Mick 


litem | 1 itern selected | 





Figure 1336 - Copied the unprocessed audio files to the project folder. 


Tacotron and WaveGlow will require audio files to be formatted in a specific way, so in this 
section Pll be showing you how to batch process the audio files for your dataset. In order to do 
so we'll need to download two utilities: SoX and ffmpeg. 


can be downloaded from its page on Sourceforge: http://sox.sourceforge.net/. 


SoX - Sound eXchange | HomePage X ae 


C a 4 sox.sourceforge.net 


_SoX - Sound eXchange | HomePage tsi sanits 





Welcome to the home of Sox, the Swiss $ sox tracki,wav tracki-processed,flac remix - norm -3 highpass 22 


Home Page gain -3 rate 48k norm -3 dither 
Features Army knife of sound processing programs. 
ety Input File t ‘'tracki,wav' 
Channels 32 

j = j j Sample Rate t 44100 
Sox is a cross-platform (Windows, Linux, | Bree izion : 46-bit 
MacOs X, etc.) command line utility that can | Duration ¢ 00302354,97 = 7716324 samples = 13123 CDDA sectors 

, ; Sample Encoding: 16-bit Signed Integer PCM 

convert various formats of computer audio — Endian Type : little 


FAQ 


Documentation 


Mailing Lists 
Links 





files in to other formats. It can also apply Output File 


various effects to these sound files, and, as | Channels : 
Sample Rate $ 48000 
an added bonus, SoX can play and record Precision : 16-bit 


: Duration $ 00302354,97 = 8398720 samples “ 13123 CDDA sectors 
audio files on most platforms. Sample Encoding: 16-bit FLAC 


t ‘'tracki-processed,flac' 
1 

Project Page 

B Prowse g j if 


& Support this. 
¢ Pp r oj i=] ct 


channels bits Cmulti>d 
channels bits (multi? 


7 :, 7 h . sox? effects chain? input 44100Hz 2 
- j sox? effects chain? remix 44100Hz 2 
The screen-snot to t ile tT snows an sox? effects chain? norm 4$4100Hz 1 channels bits 
example of Sox first being used to process | sox effects chaint highpass 44100Hz 1 channels 16 bits 
sox? effects chain? gain 44100Hz 1 channels bits Cmultid 
4 
4 
4 
1 





some audio, then being used to play some | sox: effects chain: rate 44100Hz 1 channels bits 


audio files soxt effects chaint norm 43000Hz channels bits 
‘ soxt effects chaint dither 48000Hz channels bits 
sox? effects chain? output 48000Hz channels bits (multi) 


SOURCEFORGE For the list of all file formats, device drivers, ¢ play *.ogg v 








Figure 1337 - SoX website. 
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Once downloaded, extract the archive to an easily accessible location. On my end I just extracted 
SoX to a new folder in Program Files (x86). 


ffmpeg can be downloaded from its website. Again, once you’ve downloaded it, extract the files 
to an easily accessible location. On my end I just extracted ffmpeg to a new folder in Program 


Files (x86). 


Download FFrnpeg 2 i 


< GC ¢@ SEM Pan erAliiil *l-1¢ holes 


| as mpeg 


= Get packages & executable files 


FFmpeg only provides source code. Below are some links that provide it already compiled and 
g-t- lee kemelen 


ra) | 


Windows EXE Files 





Figure 1338 - ffmpeg website. 


Firstly, if you’re copying audio files from Oblivion, or from a game where the audio files aren’t in 
.wav format, we'll need to convert them to .wav first. 


Create a new batch file and name it “‘O_mp3_to_wav.bat’. Open it in Notepad and enter in the 
following commands: 


cd "D:\Projects\Python\Datasets\femalenord base\" 
ain (*.mp3) do "C:\Program Files (x86) \ffmpeg\bin\ffmpeg.exe" 


° 


a" "SS~na.wav" 


° 
ge. 
° 

ge. 


rE | Qornips_to_way.bat - Notepad 


File Edit Format ‘ew Help 

kd “Dr \Projects \PythonDatasets\temalenord base" 

for 4a in (*.mp3) do "C:\Program Files (x@6)\ffmpep\bin\ffmpeg.exe” -i "Kea" "Kxena.mwav" 
pause 


Ln, Col 1 100 | Windows (CRLF) LITF-8 





Figure 1339 - O_mp3_to_wav. bat. 


Note: You'll need to change the folder paths to match your environment. In this example ’m converting 
mp3 files to -wav. If your files are already in .wav format you won’t need to do this. 
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Save and close Notepad then run ‘O_mp3_to_wav.bat’ and wait for it to complete. The .wav files 
will be outputted back to the folder containing the original files. 


Now we need to trim silence from our .wav files. To do this, create a new batch file and name it 
‘1_trim_silence.bat’. Open it in Notepad and enter in the following commands: 


if not exist "D:\Projects\Python\Datasets\output 1" mkdir 
D:\Projects\Python\Datasets\output 1 
cd "D:\Projects\Python\Datasets\femalenord base" 
FOR SSF IN (*.wav) DO "C:\Program Files (x86) \sox-14-4-2\sox.exe" 
SF "D:\Projects\Python\Datasets\output 1\%%~nxF"% 

Silence 1 0.1 1% reverse silence 1 0.1 1% reverse silence 1 0.1 1% 
reverse 
pause 


bs 


File Edit Format ‘View Help 

1f not exist “D:\Projects\Python\ Datasets output 1" mkdir D:\Projects\Python\Datasets out 
cd “D:\Projects\Python\Datasets\temalenord base" 

FOR 386F IN (*. wav) DO "C:\Program Files (x#6)\sox-14-4-2\sox.exe" HEF "Di \Projects\Python 
sllence 1 @.1 1% reverse silence 1 @.1 1% reverse silence 1 @.1 1% reverse 

pause 


Ln, Col 1 1006 = Windows (CRLF) LITF-8 





Figure 1340 - 1_trim_silence. bat. 


Note: You'll need to change the folder paths to match your environment. We'll be reading -wav files 
from the #_base folder and outputting to a folder called output_1. 


Save and close Notepad then run “1_trim_silence.bat’ and wait for it to complete. 
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Next we'll need to add some silence back to the end of each .wav file. In order to do this, create 
a new batch file and name it “2_add_silence.bat’. Open it in Notepad and enter in the following 
commands: 


if not exist "D:\Projects\Python\Datasets\output 2" mkdir 
D:\Projects\Python\Datasets\output 2 

cd "D:\Projects\Python\Datasets\output 1\" 

FOR SSF IN (*.wav) DO "C:\Program Files (x86) \sox-14-4-2\sox.exe" 
SsEF "D:\Projects\Python\Datasets\output 2\%%~nxF" pad 0 0.1 

pause 


| ¢_add_silence. bat - Notepad 


File Edit Format ‘lew Help 

lf not exist “D:i4ProjectsPython\Datasets output 2" mkdir DO: \Projects\Python\Datasets yout 
cd “D:\Projects\Python\Datasets output 14" 

FOR 36F IN (*.wav) DO "C:\Program Files (x@6)\sox-14-4-2\sox.exe" HAF "Dr \Projects \Pythor 
pause 





Ln4, Cal 6 100 = Windows (CRLF) LITF-8 


Figure 1341 - 2_add_silence. bat. 


Note: You'll need to change the folder paths to match your environment. We'll be reading -wav files 
from the output_1 folder and outputting to a folder called output_2. 


Save and close Notepad then run ‘2_add_silence.bat’ and wait for it to complete. 
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We'll need to downsample the audio to 22050Hz. Voice acting in most Bethesda Game Studios 
titles is recorded at 44100Hz. Create a new batch file and name it “3_downsample.bat’. Open it in 
Notepad and enter in the following commands: 


if not exist "D:\Projects\Python\Datasets\output 3" mkdir 
D:\Projects\Python\Datasets\output 3 

cd "D:\Projects\Python\Datasets\output 2\" 

FOR SSF IN (*.wav) DO "C:\Program Files (x86) \sox-14-4-2\sox.exe" 
SsEF "D:\Projects\Python\Datasets\output 3\%%~nxF" rate -v 22050 
pause 


| 5_downsarmple. bat - Notepad 


File Edit Format ‘lew Help 

lf not exist “D:i4ProjectsPython\Datasets output 3" mkdir D:\Projects\Python\Datasets out 
cd “D:\Projects\Python\Datasets output 24" 

FOR 3F IN (*.wav) DO "C:\Program Files (x@6)\sox-14-4-2\sox.exe" HAF "Dr \Projects \Pythor 
pause 





Ln, Cal 1 100 | Windows (CRLF) LITF-8 


Figure 1342 - 3_downsample. bat. 


Note: You'll need to change the folder paths to match your environment. We'll be reading -wav files 
from the output_2 folder and outputting to a folder called output_3. 


Save and close Notepad then run ‘3_downsample.bat’ and wait for it to complete. 
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Lastly we need to make sure all our .wav files are in mono. Create a new batch file and name it 
‘4_mono.bat’. Open it in Notepad and enter in the following commands: 


if not exist "D:\Projects\Python\Datasets\output 4" mkdir 
D:\Projects\Python\Datasets\output 4 

cd "D:\Projects\Python\Datasets\output 3\" 

for 63S in (*.wav) do "C:\Program Files (x86) \ffmpeg\bin\ffmpeg.exe" 
-i "S$%3S" -ac 1 "D:\Projects\Python\Datasets\output 4\%%S" 


pause 


| 4 rmoano.bat - Notepad 


File Edit Format ‘flew Help 

if not exist “D:i4ProjectsPython\Datasets output 4° mkdir DO: \Projects\Python\Datasets out 
cd “D:\Projects\Python\Datasets output 34" 

for #45 in (*.wavj do "C:\Program Files (xé6)\ffmpeg\binitfmpeg.exe” -i "RES" -ac 1 “D:\F 
pause 


Li4, Col 6 100 | Windows (CRLF) LITF-8 





Figure 1343 - 4_mono. bat. 


Note: You'll need to change the folder paths to match your environment. We'll be reading -wav files 
from the output_3 folder and outputting to a folder called output_4. 


Save and close Notepad then run ‘4_mono.bat’ and wait for it to complete. 
P P 
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Rename the folder output_4 to match the name of the voice type you’re setting up a dataset for. 
In my example, that will be femalenord. 


F | F 7 O\Projects\Python'Datasets 
File Home Share VWiew Music Tools 


ad be F Local Disk (Dy) Projects Python 


ETT - Date modified Type 


w Quick access 


F. fernalenord 2704/2021 3:40 PM File folder 
my Desktop 


a fernmalenord_base 2/04/2027 3:29 PM File folder 

% Downloads BD osutputt 2/04/2021 3.31 PM File folder 
ee BB cutput 2 2/04/2021 3:34 PM File folder 

Pictures 2 | output_3 efe ede] 3:37 PR File folder 

E Downloads > po _to_wavbat 2042027 2:15 PM Windows Batch File 
BF filelists EM 1 _trirm_silence.bat 2/04/2021 3:29 PM Windows Batch File 
Bh Videos Ed 2 add silence.bat 20/02/2021 2:15 PM Windows Batch File 
ne ES 3 downsarnple bat 20/02/2027 2:21 PM Windows Batch File 
|} Wyrmistooth = ee naa acer ae 
4 mono.bat 20/02/2021 2:32 PM Windows Batch File 


& Gnelrive 


MS This PC 
my Desktop 
B Documents 
wm, Local Disk (Cc) 


we | ocal Mick ("4 


1Oitemns | 1iternselected | 





Figure 1344 - Renamed the output_4 folder. 


Create a new folder named ‘wavs’ within it, then move all the .wav files into the ‘wavs’ folder. 


F | F = D\Projects\Python'Datasets\femalenard 


File Home Share Views Music Tools 
db |} Projects Python Jatasets >» fermalenord 


ier ; a . i Contributing artists | Alburn 
4 Downloads 3 r cam: 

=| Documents 

Pictures 

BB Datasets 

F rr 


Bn 


F Tacotron Tutorial 


ie OneDrive 

MS This PC 
Mm Desktop 
Docurnents 
jm, Local Disk (Cy) 
am, Local Disk (Ds) 


litem | 





Figure 1345 - wavs folder. 


Go to your Google Drive: https://drive.google.com/. 
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Create a new folder in Google Drive called ‘filelists’, then drag-and-drop the training and 
validation text files into your browser to upload them. In my example that’s going to be the 
femalenord_training.txt and femalenord_validation.txt files. 


LE Search in Drive 


My Drive > filelists 


Hame T Last modified 
My Drive 


§  femalenord_training.txt 
Shared with me 


Recent §  femalenord_validation.bt 5:58 PM me 


Starred 


Trash 


Storage 





Figure 1346 - Uploading the training and validation files. 


Drag-and-drop the folder containing the processed .wav files into your browser to the root of 
yout Google Drive directory to upload them. In my example that’s going to be the femalenord 
folder. 


Q search in Drive 


My Drive 


6° Tacotron Gustom = waveglow_femaleargonian 


Ny Drive You edited today You edited taday 


Shared with me 
Hame ‘tT Last modified 
Recent 


“)) Colab Notebooks Mar 13, 2021 me 
Starred 


Trash Be ofemalenord 6:04PM me 


Ge flelists Nov 14, 2020 me 
Storage 


BE tacotron?_checkpoints Nov 10, 2020 me 





Figure 1347 - Uploading the processed audio files. 
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MOUNTING YOUR GOOGLE DRIVE STORAGE 
IN GOOGLE COLAB 


As mentioned earlier, Pve already set up a Colab Notebook with all the commands you'll need to 


run. You can access it here: 











C  @@ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxXuZw93PUBBréscrollTo =RXj6ccfExD3E e “¢ 2% = & 
& Tacotron 1m, 
Ej comment 8 Share @& £3 
File Edit View Insert Runtime Tools Help Lastsaved at 14:50 
+ Code + Text Connect + y Editinc A 
E Table of contents x ° / ? 
Q Denoise 
Tacotron2 Training ~ First Things First 
<> Set Model Name 
- Configure hparams.py ~ Mount Google Drive 
Cold Start 
Warm Start [ ] from google.colab import drive 
| Resume Checkpoint drive.mount(°/content /drive’) 
WaveGlow Training Mounted at /content/drive 
Setup WaveGlow 
Download Default WaveGlow Model ~ Check GPU 
Set Model Name 
Set Things Up Invidia-smi -L 
E) : d ! beat A534 em 
Diin Thic Hf Vlarm CGtarn Trainina 
x 
Figure 1348 - Colab Notebook. 
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The first thing we need to do is go up to Runtime > Change Runtime Type. 


‘|i a@etie@etie@er Pa | etl are 


@ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxXuZw93PUBBréscrollTo =RXj6ccfExD3E 


Notebook settings 


Hardware accelerator 


GPU v (@) 


To get the most out of Colab, avoid using 
a GPU unless you need one. Learn more 


CT] Omit code cell output when saving this notebook 


CANCEL SAVE 





Figure 1349 - Notebook settings. 


Make sure ‘Hardware accelerator’ is set to GPU then click Save. 





i) x 
ic. 4 mB | » [ mT mT », Ws: h ») + = | : m yt! KR ot A ote G 
€ '; @ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxxXuZwSSPUBBritscrollTo =RXj6 rm “o a = G 
& Tacotron ; 
El comment 8 Share & AB? 
File Edit View Insert Runtime Tools Help Lastsaved at 14:50 
+ Code + Text Connect ~ y Editine A 
|= Table of contents x / Y 
Tacotron2 Training ~ First Things First 
<> Set Model Name 
5 Configure hparams.py ~ Mount Google Drive 
Cold Start 
Warm Start [ ] from google.colab import drive 
| Resume Checkpoint drive.mount ¢(°/content/drive’) 
WaveGlow Training Mounted at /content/drive 
Setup WaveGlow 
Download Default WaveGlow Model ~ Check GPU 
Set Model Name 
Set Things Up [ ] !nvidia-smi -L 
(=) Deas Aisa cm 
Diin Thic Hf VAlarm Gtart Traininna 
@ x 





Figure 1350 - Clicking Connect. 


Click Connect near the top-right to start a new Colab session. 
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It’s important to note that sessions are temporary. Anything we install or save to our session will 
be lost once the session is terminated. We can terminate sessions manually by clicking on the 
down arrow next to the Connect button, selecting Manage Sessions, then click Terminate next to 
out active session. 


@ colab.research.google.com/drive/1 3vRLNPLgaVWIGjgH GUUUKxXuZw9 3PUBBréscrollTo =RXj6ccfExD3E 


Active sessions 


Title Last execution RAM used 


Tacotron 


Current session 


0 minutes ago 0.91 GB 





Figure 1351 - Active session. 


If Terminate is greyed out, just refresh the Colab tab in your browser then try again. 


Important: We’re provided free access to a physical GPU. If a GPU session 1s left idle it will terminate 


automatically and you will need to reconnect. 


It’s also important to note that sessions will only persist for a few hours, depending on the overall system 
usage of the Google Colab service. 


Because sessions are temporary we'll need to connect our Colab session to our Google Drive 
storage so we can both access our dataset and save the checkpoints and log files from Tacotron 
and WaveGlow back to it. 
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First, a bit about Colab Notebooks. Colab Notebooks are made up of two types of cells. Text 
Cells and Code Cells. 


& Tacotron 
File Edit View Insert Runtime Tools Help Lastsaved at 12:34 


Ej comment 8 Share & AZ 


+ Code + Text Reconnect ~» y Editinc A 
Table of contents x 4 g 


Load Tacotron2 Model 


Q Load Waveglow Model 


~ First Things First 


Text Input 
<> 


Generate Mel Outputs 
0 Synthesize Audio ~ Mount Google Drive 


Denoise 





[ ] from google.colab import drive 


Tacotron2 Trainin 
| 9 drive.mount¢'/content/drive") 


Set Model Name 


. Mounted at /content/drive 
Configure hparams.py 


Figure 1352 -A text cell. 
Text Cells are used to add labels. 


& Tacotren 
File Edit View Insert Runtime Tools Help Lastsaved at 12:34 


El comment 28 Share & $B 


+ Code + Text Reconnect ~» y Editinc A 
Table of contents x 4 g 


Load Tacotron2 Model 


Q Load Waveglow Model Fj rst T h in g s Fj rst 


Text Input 
<> 


Generate Mel Outputs 
0 Synthesize Audio » Mount Google Drive 
Denoise 


| Tacotron2 Training [ ] from google.colab import drive 


drive.mount¢'/content/drive") 


Set Model Name 
Mounted at /content/drive 





Configure hparams.py 


Figure 1353 - A code cell. 


Code Cells are used to run commands or python code. 


& Tacotron ? 
Ej comment 28 Share & ABP 
File Edit View Insert Runtime Tools Help Last saved at 12:34 


+ Code + Text Reconnect + y Editinc A 
Table of contents x 4 g 


Load Tacotron2 Model 


Q Load Waveglow Model Fj rst T h in g 5 Fj rst 


Text Input 
<> 


Generate Mel Outputs 


= Synthesize Audio ~ Mount Google Drive 


Denoise 
[o] from google.colab import drive 


| Tacotren2 Training : ; 
drive.mount¢*/content/drive’) 
Set Model Name 


ss (> Mounted at /content/drive 
Configure hparams.py 


Figure 1354 - Run cell button. 


To execute a code cell, click on the Run Cell button. 
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Run the code cell under Mount Google Drive. 








a) x 
O 
€ C  @@ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxXuZw93PUBBri#tscrollTo =MiRghEVI nw... e y a = & 
& Tacotron 
El comment 28% Share & A? 
File Edit View Insert Runtime Tools Help All changes saved 
Andes i RAM > 
+ Code + Text oe - Editing A 
|= Table of contents x Disk f 
Q First Things First 
| Mount Google rive ~ First Things First 
<? Check GPU 
rp _ Install Tacotron2 ~ Mount Google Drive 
setup Tacotron2 ~ J+oBn f) 4 
Download Default Tacotron Model @ from google.colab import drive 
es a drive.mount(*/content/drive') 
Generate Audio ————omsE 
_oad Libraries Go to this URL in a browser: https://accounts.google.com/o/oauth2/auth?client 
Setup hparams Enter your authorization code: 
Load Tacotron2 Model 
Load Waveglow Model 
(=) Text Input ~ Check GPU 
4 x 





Figure 1355 - Mount Google Drive. 





We'll need to verify our connection before we can link our Google Drive storage to our Colab 
session. Click on the link produced in the cell. 


C @ accounts.google.com/signin/oauth/consent?authuser=0&part=AJiBhAPJgdR80oW-VKNQmZc6l9MS... 





Drive = 


@ = See edit, create, and delete any of your Google G) 
Drive documents 


Make sure you trust Google Drive for desktop 


You may be sharing sensitive info with this site or app. 
Learn about how Google Drive for desktop will handle your 
data by reviewing its terms of service and 


your Google Account. 


Learn about the risks 


Cancel Allow 


English (United States) + Help Privacy Terms 





Figure 1356 - Google Drive verification. 
Click Allow. 
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{ CO} 7 S > 4 > J > [ > 


CG @ accounts.google.com/o/oauth2/approvalAv2/approvalnativeapp?auto=false&response=code%3D4.., 





Google 
Sign In 


Please copy this code, switch to your application and paste it there: 


4/1A¥Ge- 1D 
g4k90 yk KbObevqaQT3CbjWF9ykppAHdtGIPRsoZsIN6él + 


Figure 1357 - Authentication code. 


Copy the authentication code and paste it into the text field back in the code cell like so, then 


press Enter. 


Oo x 
o 


c Ya AIG 


€ CG @ colab.research.google.com/drive/1 3vRLNPLgVWGjgH GUUUKxXuZw93PUBBr¥scrollTo =MiRghEVI nw... 





& Tacotron 
Ej comment 5 Share @& AP 
File Edit View Insert Runtime Tools Help All changes saved 





Anrles 7 RAM > 
+ Code + Text Oe ons ¥ Editinc A 
|= Table of contents x . Disk f 2 
Q First Things First 
Fount Google bite ~ First Things First 
$e Check GPU 
p __ Install Tacotron2 ~ Mount Google Drive 
setup Tacotron2 ~ Joan f a 
Download Default Tacotron Model © from google.colab import drive 


bdrive.mount(*/content/drive') 


Go to this URL in a browser: https://accounts.google.com/o/oauth2/auth?client 


Generate Audio 
Load Libraries 


Enter your authorization code: 


dtGIPRsoZsiN6lFime1?URpya 


Setup hparams 

Load Tacotron2 Model 

Load Waveglow Model 
(=) Text Input ~ Check GPU 


Executing (43s} Cell 





Figure 1358 - Entered the authentication code. 
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O x 
€ CG @ colab.research.google.com/drive/1 3vRLNPLgVWGjgH GUUUKxXuZwS3PUBBré¥scrollTo=MiRghEVInw...  ¥ e | & 
& Tacotron 
Ej comment 8 Share & A$ 
File Edit View Insert Runtime Tools Help 
Ando 2 RAM > 
+ Code + Text iw mn, ¥ Editing A 
|= Table of contents x Disk di 
2 | First Things First 
| Mount Google Drive ~ First Things First 
-? Check GPU 
re _ Install Tacotron2 »~ Mount Google Drive 
setup Tacotron2 ~ oan if) a 
Download Default Tacotron Model oO from google.colab import drive 
ee drive.mount(*/content/drive') 
Generate Audio —————— 
_oad Libraries Mounted at /content/drive 
Setup hparams 
Load Tacotron2 Model ~ Check GPU 
Load Waveglow Model 
= [ ] ‘tnvidia-smi -L 
eS Text Input ee 
¥Y 85S completed at 15:11 @ x 





Figure 1359 - Successfully mounted Google Drive storage. 


Once it’s mounted successfully, the cell will report ‘Mounted at /content/drive’. 


Run the code cell under Check GPU. 





O x 
O 
<€ CG @ colab.research.google.com/drive/1 3vRLNPLgVWGjgH GuUUKxxXuZwS3PUBBréscrollTo=84xIGdZBJIlcG oy y a = G 
& Tacotron ' 
El comment 28% Share & AR 
File Edit View Insert Runtime Tools Help 
a : RAM * 
= + Code + Text en ¥ # Editing A 
|= Table of contents x Disk 
~ Check GPU 
Q First Things First 
| ‘V2 ‘) wf 
Mount Google Drive a ; a 
oO oO Invidia-smi -L 
| Check GPU Invidia-smi 
se Install Tacotron? # You may need to reduce batch-size for P4 and K&8@. 
setup Tacotron2 GPU @: Tesla P1@@-PCIE-16GB (UUID: GPU-db15622c -8e82-1314-6261-378ef71c1275) 
Sat Apr 3 64:11:39 2621 
Download Default Tacotron Model eae bee eee wade teva ses eet ee oe se oe ee eee eee a ee ee eee ee eee eee eee eee 
Ainicnrntc Avieli | NVIDIA-SMI 468.67 Driver Version: 4668.32.63 CUDA Version: 11.2 
Generate Audio | : : 
Load Libraries | GPU Name Persistence-M| Bus-Id Disp.A | Volatile Uncorr. ECC 
| Fan Temp Perf Pwr:Usage/Cap| Memory-Usage | GPU-Util Compute Mm. 
Setup hparams | | MIG Mm. 
ii 17. s tr 5 iM 1a | s2eeeeeeeesesesssssssssssssses}Sessssssss888885885552}55555555555252=55===== 
CAE ECOG Oe | @ Tesla P1@0-PCIE... Off | G9990000:00:04.08 Off | Q 
Load Waveglow Model | N/A 48C 8 = PBB Wf -250W | OMiB / 16280MiB | a% Default 
| | | | N/A 
(=) Text Input +------------------------------- +---------------------- +--------------------- 
¥ Os completed at 15:11 @ x 





Figure 1360 - Check GPU. 
This will tell us what kind of GPU has been assigned to our session. For P4 and K80 GPUs you 


may need to lower the batch_size settings later on if you run into an ‘Out of Memory’ error 
when you start training. 
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TRAINING A TACOTRON MODEL IN GOOGLE 
COLAB 


Scroll down to the section labelled Install Tacotron 2. 


Run the code cell under Setup Tacotron 2. This will install and Tacotron 2 and its dependencies 
to your Colab session. 


O x 
C Te > 4 > J - [ ' > z | > a | . [ ' D £ fh . ia “ f “ T > Y UES h ies h ies h + ty) 


€ C @ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GUUUKxXuZw93PUBBréscrollTo=84xIGdZ8JIcG We asp 8 y % = & 





& Tacctron Ej comment 8 Share & A$ 


File Edit View Insert Runtime Tools Help 


Code e) RAM . . 
Table of contents x 7 OG: ok Tea ~ disk @ Editing A 


Q First Things First ud Install Tacotron2 


Mount Google Drive 


” | Check GPU ~ Setup Tacotron2 
= Install Tacotron2 
Setup Tacotron2 [ ] %cd fcontent/ 
Download Default Tacotron Model eo imierece aL ae nee 
Generate Audio {git clone https: //github.com/NVIDIA/tacotron2.git 
“cd fcontent/tacotron2 
Load Libraries 
{git submodule init; git submodule update 
Load Tacotron2 Model 
Load Waveglow Model # Install dependencies 
[pip install tensorflow==1.15.2 
E) Text Input {pip install -q unidecode tensorboardX 





¥ Os completed at 15:11 @ x 


Figure 1361 - Installing Tacotron 2. 
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Run the code cell under Download Default Tacotron Model. This will download the default 
Tacotron model that we'll be using to warm-start our own model from. 








a) x 
@ 
_ ts @ colab.research.google.com/drive/1 3vRLNPLqVWIGjgH GUUUKxXuZw93PUBBréscrollTo=84XIGdZ8JIcG =X J y a = & 
& Tacotron 
El comment 28% Share & A? 
File Edit View Insert Runtime Tools Help All changes saved 
Ain aa 4 RAM > 
+ Code + Text v ne ¥ Editing A 
|= Table of contents x Disk 7 
~ Download Default Tacotron Model 
Q First Things First 
Mount Google Drive 
> [ ] %ced fcontent/tacotron2 
| Check GPU = at ee 
Install Tacotron2 # tacotron2_statedict.pt 
0 ledown --id icSZTuT7I@8wLUoVZ2KkUs_ VdZuI86Zg4 
setup Tacotron2 
Download Default Tacotron Model PeGnEe ne) CaegEhons 
Downloading... 
Generate Audio From: https://drive.google.com/uc?id=1cSZTuT7IOSwlLUoVZ2KkUs_ VdZuj86Zg4 
To: fcontent/tacotron2/tacotron2_statedict.pt 
Load Libraries 113MB [86:96, 219MB/s] 
Setup hparams 
Load Tacotron2 Model 
Load Waveglow Model 
= Text Input ~ Generate Audio 
¥Y Os completed at 15:11 @ x 





Figure 1362 - Download default Tacotron model. 
Scroll down to Tacotron 2 Training. 


In the code cell beneath Set Model Name, change ‘tacotron_femalenord’ to match the voice 
type of the dataset you’ve prepared. 


Oo xX 
vi 


_ ey @ colab.research.google.com/drive/1 3vRLNPLqVWGjgH GuUUKxXuZw93PUBBri¥scrollTo=Yz3JcC38_8ym yy ae © “7 % = & 





& Tacotron Ej comment 8 Share & A 


File Edit View Insert Runtime Tools Help All changes saved 





Rade 7 RAM > 
+ Code + Text a ani ¥ Editinc A 
|= Table of contents x Dis dl : 
Tacotron2 Training - Tacotron?2 Training 
| Set Model Name 
<> Configure hparams.py 
~ Set Model Name 
Cold Start 
O Warm Start tTvyoAsei & 
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Figure 1363 - Set model name. 
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Training a Tacotron model in Google Colab 


By default Tacotron saves individual checkpoints as it trains as ‘checkpoint_{}’. Removing ‘{}’ 
from the model name tells Tacotron to just keep one checkpoint and overwrite it when it needs 
to save a new one. 


Google Drive is limited to 15GB of storage space and this can be used up pretty quickly when 
training a Tacotron or WaveGlow model if we save checkpoints individually. 


Click Run Cell once you’ve changed the model name. 


Scroll down to Configure hparams.py. 
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Figure 1364 - Configure hparams.py. 


Set the path to your training and validation text files. By default, I have the training file path set 
to ‘/content/drive/MyDrive/filelists/femalenord_training.txt’ and the validation file path set to 
‘/content/drive/MyDrive/filelists /femalenord_validation.txt’. 


The other settings can be left as is for now. 


Click Run Cell once you’ve changed the file names for the training and validation files. 
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Training a Tacotron model in Google Colab 


Scroll down to Warm Start. 
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Figure 1365 - Warm Start. 


Warm Start allows us to begin training a new model off the default Tacotron model. This is 
useful for small datasets like the ones we make from Skyrim or Oblivion. 


Models will be saved to a new folder in Google Drive called ‘tacotron2_checkpoints’. The log 
directory will be saved there as well. 


Click Run Cell to begin training a new model. 


Assuming you don’t run into any errors, you should see a new model in the 
‘tacotron2_checkpoints’ folder after 200 iterations. Every 200 iterations your progress will be 
saved, overwriting the existing checkpoint. 
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Training a Tacotron model in Google Colab 


To resume training an existing model, scroll down to Resume Checkpoint. 


Note: You'll need to make sure you’ve run Setup Tacotron2, Set Model Name and Configure 
hparams.py first before resuming. 
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Figure 1366 - Resume Checkpoint. 


For the -c switch, change the name of the model and ensure the path to it is correct. By default I 
have this switch set to ‘/content/drive/MyDrive/tacotron2_checkpoints/tacotron_femalenord’. 


Click Run Cell to resume training a model. 
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Training a WaveGlow model in Google Colab 


TRAINING A WAVEGLOW MODEL IN 
GOOGLE COLAB 


Scroll down to the section labelled Install WaveGlow. 


Run the code cell under Setup WaveGlow. 
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Figure 1367 - Setup WaveGlow. 
Run the code cell under Download Default WaveGlow Model. This will download the default 


WaveGlow model that we'll be using to warm-start our own model from. 
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Figure 1368 - Download Default WaveGlowModel. 
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Training a WaveGlow model in Google Colab 


In the code cell beneath Set Model Name, change ‘waveglow_femalenord’ to match the voice 
type of the dataset you’ve prepared. 
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Figure 1369 - Set Model Name. 


By default WaveGlow saves individual checkpoints as it trains as ‘waveglow_{}’. Removing ‘{}? 


from the model name tells WaveGlow to just keep one checkpoint and overwrite it when it 
needs to save a new one. 


Note: Google Drive is limited to 15 GB of storage space and this can be used up pretty quickly when 
training a Tacotron or WaveGlow model if we save checkpoints individually. 


Click Run Cell once you’ve changed the model name. 
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Training a WaveGlow model in Google Colab 


Scroll down to Set Things Up. 
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Figure 1370 - Set Things Up. 


Set the path to the folder containing your .wav files in the areas highlighted in the screenshot 
above. 


Click Run Cell once you’ve changed those paths. 


We won't need the training and validation files we made earlier for Tacotron. This cell will create 
its own train_files.txt file for WaveGlow to use. It will also tell WaveGlow to save checkpoints to 


the ‘waveglow_checkpoints’ folder back in Google Drive. The log directory will be saved there 
as well. 
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Training a WaveGlow model in Google Colab 


If you’re training a new model, run the first two code cells under Run This If Warm Starting. 
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Figure 1371 - Run This If Warm Starting. 


This will convert the default WaveGlow model ‘waveglow_256channels_ljs_v2.pt’ to allow us to 
warm start from it. 


Click on Browse on the left hand side. Navigate to content > waveglow and open train.py. 
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Figure 1372 - Opening train.py. 
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Training a WaveGlow model in Google Colab 


Scroll down to line 44 in train.py. Change 


LeSreciOn = Checkpoinc c1ecr|*tlerarion’ | 
to 
iteration = 0O 


Comment out line 45 by adding a ‘#’ in front. 
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Figure 1373 - train.py modified. 
Press CTRL+S to save the document, then close train.py. 


This will allow us to use the default WaveGlow model we just converted. 
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Training a WaveGlow model in Google Colab 


Scroll down to Start Training. 
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Figure 1374 - Start Training. 
Run the cell below it to begin training a new WaveGlow model. 


Assuming you don’t run into any errors, you should see a new model in the 
‘waveglow_checkpoints’ folder after 200 iterations. Every 200 iterations your progress will be 
saved, overwriting the existing checkpoint. 
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Training a WaveGlow model in Google Colab 


To resume training an existing model, scroll down to Run This If Resuming Training. 


Note: you'll need to make sure you’ve run Setup WaveGlow, Set Model Name, and Set Things Up 
first. 
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Figure 1375 - Run Thos If Resuming Training. 


By default this cell is set to resume training the waveglow_femalenord model, so change this to 
match the file name of the model you're training, then click Run Cell. 


Now scroll down to Start Training and click Run Cell to resume training a model. 


Training will continue from the last saved checkpoint. 
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Checking progress in Tensorboard 


CHECKING PROGRESS IN TENSORBOARD 


We can check the progress of our Tacotron and WaveGlow model in Tensorboard. 


Tensorboard will read the log files from the logdir folder that was saved to our checkpoint 
directories. In our example we saved our tacotron checkpoints to ‘tacotron_checkpoints’. For 
WaveGlow, that folder is ‘waveglow_checkpoints’. 


I would recommend testing your models after every 10,000 iterations just to check that things 
are on the right track. See the next section titled Synthesizing audio using the models we’ve 
trained for the steps on how to generate audio to do this. 





Generally speakine. training is considered ‘done’ once we're satisfied with the output. 
y Sp g, g P 


Scroll down to Tensorboard and run the code cell under Load Tensorboard Extension. 
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Figure 1376 - Load Tensorboard Extension. 
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Checking progress in Tensorboard 


Next, run the code cell under Import Tensorflow and Datetime. 
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Figure 1377 - Import Tensorflow and Datetime. 


Run either the code cell under Run Tensorboard for Tacotron or Run Tensorboard for 
WaveGlow depending on which one you want to check. 
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Figure 1378 - Run Tensorboard. 
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Checking progress in Tensorboard 


In the Scalars section, the graphs we need to pay attention to are the training validation loss 


oraphs. 
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Figure 1379 - Tensorboard Scalars. 


For Tacotron, once the training and validation loss curves flatten out, you should reduce the 
learning rate. 
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Figure 1380 - Reducing learning rate. 


You can do this back in the Configure hparams.py section by uncommenting the last time then 
running that code cell again. 
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Checking progress in Tensorboard 


Generally, for datasets based on Skyrim voice acting, I train for 20,000 iterations before lowering 
the learning rate then train for another 5,000 to 10,000 iterations. Beyond that I don’t notice 
much improvement. 


You can check the alignment in the Images section. 
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Figure 1381 - Alignment. 


Alignment indicates how well a sound generated by the decoder matches a character read by the 
encoder. 


Good alignment will look more like a horizontal line from the bottom left to the top right. 
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Figure 1382 - What good alignment should look lke. 
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Synthesizing audio from the models we’ve trained 


SYNTHESIZING AUDIO FROM THE MODELS 
WE’VE TRAINED 


Scroll down to the section labelled Install Tacotron 2. 


Run the code cell under Setup Tacotron 2. This will install and Tacotron 2 and its dependencies 
to your Colab session. 
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Figure 1383 - Installing Tacotron 2. 
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Synthesizing audio from the models we’ve trained 


Now scroll down to Generate Audio and run the two code cells under Load Libraries. 
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Figure 1384 - Load libraries. 


Run the code cell under Setup hparams. 








(/Ex @1\@!)\/e(\e@7 ; |) @ | New . + 
<€ CG @ colab.research.google.com/drive/1 3vRLNPLgVWIGjgH GUUUKxXuZw9 3PUBBréscrollTo =Vn¥zFd9kuG6l Ww e “o * GS 
& Tacotron 
Ej comment 44 Share & AR 
File Edit View Insert Runtime Tools Help All changes saved 
Anes " RAM > 
+ Code + Text iw a ¥ Editing A 
|= Table of contents x Disk dl 
every ~ Setup hparams 
Install Tacotron2 
<> Setup Tacotron2 oO hparams = create_hparams() 
Download Default Tacotron Model hparams .max_wav_value=32768.6 
CD hparams.sampling rate = 22956 
Generate Audio hparams.filter_length=1924 
| Load Libraries hparams .hop_length=256 


hparams .win_length=1624 
Setup hparams 
Load Tacotron2 Model 
v Load Tacotron2 Model 
Load Waveglow Mode 
Text Input ; : 
[ ] #checkpoint_path = ‘/content/tacotron2/tacotron2_statedict.pt’ 
Generate Mel Outputs checkpoint_path = ‘/content/drive/mMy Drive/tacotron2 checkpoints/tacotron_fem 
model = load _model(hparams) 
model.load state _dict(torch.load({checkpoint_path)[‘state_dict*]) 


7 ees 


Synthesize Audio 


Denoise 





Figure 1385 - Setup hparams. 
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Synthesizing audio from the models we’ve trained 





Under Load Tacotron2 Model, set ‘checkpoint_path’ to point to your Tacotron model before 
running the code cell. For my femalenord example, that’s going to be 
‘/content/drive/My Drive/tacotron2_checkpoints/tacotron_femalenord’. 
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Figure 1386 - Load Tacotron2 Model. 


Now under Load WaveGlow Model, set “‘waveglow_path’ to point to your WaveGlow model 
before running the code cell. For my femalenord example, that’s going to be 
‘/content/drive/My Drive/waveglow_checkpoints/waveglow_femalenord’. 
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Figure 1387 - Load WaveGlow Model. 
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Synthesizing audio from the models we’ve trained 


Under Text Input you specify the line of dialogue you want to generate then click run cell. Try 
to keep this down to one or two sentences at most. You can always edit the dialogue together in 
an audio editing program like Audacity later on. 


I marked the end of the line with ‘| ~’. Usually this isn’t necessary but it helps tell Tacotron to 
stop once it reaches that character, just in case your model tends to produce gibberish at the end 


of dialogue. 
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Figure 1388 - Text Input. 


Run the code cell under Generate Mel Outputs. 
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Figure 1389 - Generate Mel Outputs. 
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Synthesizing audio from the models we’ve trained 


Running the code cell under Synthesize Audio will generate raw unprocessed output. Press the 
play button to listen to the audio. You'll most likely notice some high pitched humming. The 
default sigma value is ‘1’. Lowering this value can help remove some robotic-like sounds but 
note that the further you lower it the more muffled the voice will be. I usually keep this set to 
‘0.85’, but you might need to lower it to ‘0.83’ depending on how many distortions you hear in 
the voice. 
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Figure 1390 - Synthesize Audio. 


We'll need to run the Denoise code cell to clean things up. 
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Figure 1391 - Denozse. 
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Synthesizing audio from the models we’ve trained 


The higher the streneth of the denoiser the more muffled your audio will sound so try and keep 


this value just low enough to remove the high pitched buzzing. I usually keep the strength set to 
‘0.006’. The default is ‘0.1’ but I think this is a bit excessive. 


You can download the audio as a .wav file by clicking on the three dots and selecting 
Download. 
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¥Y Os completed at 14:36 @ x 
Figure 1392 - Downloading our audio. 


To generate a new line of dialogue, just run the cells from Text Input onwards. 


Now that we’ve generated some audio samples, it’s time to try and improve audio quality in 


Audacity. 
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Improving audio quality in Audacity 


IMPROVING AUDIO QUALITY IN AUDACITY 


In this section Pll be using Audacity to try and upsample the audio clips generated by Tacotron. 


You can download Audacity for free from its website. 


Audio output from Tacotron will be at 22050Hz by default. While we can output audio at a 
higher sample rate, it likely won’t sound much better. 


Upsampling alone won’t do much to improve the quality of our audio. We need to try and boost 
some of the higher frequencies to add a bit more depth into the voice. 


Important: There’s no good way to do this and there are probably better methods than what Pm about to 
show you. But this is just the method that I use to upsample vocal recordings. 


There are Al-based audio upsampling programs out there, but they tend to introduce more 
distortions so I’m not going to cover that in this tutorial. 


Open the .wav file in Audacity. 
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Figure 1393 - Changing the Project Rate. 


Set the Project Rate (Hz) in the bottom-left corner to 44100. 
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Improving audio quality in Audacity 


Press CTRL-+A to select the entire audio track. 
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Figure 1394 - Entire audio track selected. 


Now go to Tracks > Resample... 


Resample 


New sample rate (Hz): | Seuiale 
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Figure 1395 - Resampling to 44100 Hz. 





Make sure the ‘New sample rate (Hz)’ is set to 44100 then click OK. 
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Improving audio quality in Audacity 


Go to Edit > Duplicate to copy the selected audio track. 
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Qk 


I I I I i I I 
54 -45 -42— Click to Start Monitoring —-18 -12 -6 





I I l ! l 
-54 -455 -42 -36 -30 -24 -18 12 -5 
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ad U Digital-In (Creative 3B X-Fi} ~ oo 2 (Stereo) Recording Chann ~ at) speakers (Creative SB X-Fi) 


0.30 0.40 0.50 0.60 


Mona, 22050Hz 
32-bit float 


| this is just a) 1.0 
ite S80 
0.0 


Project Rate (Hz) | Snap-To start and End of Selection we oOhOOmO0s: 
of  v |[00h0Om00.000s* [00hO0mo0.000s" 0OOhHVOMOIS 


stopped, 





Figure 1396 - Audio track duplicated. 


Select the entirety of the duplicate track by double-clicking anywhere within it. 


heb this Is Just a test 


File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 


> KH HW @ A 4) $3 


Qo 
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54 -48_-42— Click to Start Monitoring —-18—-12 
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Mono, 22050Hz 
s2-hit float 


Project Rate (He) | Snap-To start and End of Selection we OOhOOmO0s: 
of  » |[00hO0mO0.000s* [00h00m01.2306" OOHO0OMO0S 


stopped, 





Figure 1397 - Duplicate track selected. 
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Improving audio quality in Audacity 


Go to Effect > High Pass Filter... 


High-Pass Filter 


Frequency (Hz): SOOO), 0 


Roll-off (dB per octave): 36 dB 


Manage Previews Cancel 





Figure 1398 - High Pass Filter. 


Set “Frequency (Hz)’ to 8000.0 and ‘Roll-off (dB per octave)’ to 36 dB then click OK. This will 
isolate just the higher frequencies. 


deb this Is Just a test 


File Edit Select View Transport Tracks Generate Effect Analyze Tools Help 
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Off -|| SSPEURDTTSTS BUTURDT ESI OOHVOMOIS 


stopped, 





Figure 1399 - High Pass Filter applied to duplicate track. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1053 


Improving audio quality in Audacity 
We need to raise the pitch of these higher frequencies a bit. With the duplicate track still 
selected, go to Effect > Change Pitch... 


Change Pitch = L] 
Change Prtch without Changing Tempo 
Estimated Start Pitch: F9 ¢11045,000 Hz 


semitones (half-steps): 


Frequency 


from | 17025,000 to | 12505,900 Hz 
Percent Change: | 17.600 


[| Use high quality stretching (slow 


Manage Previews Cancel &} 





Figure 1400 - Change Pitch. 


Set “Semitones (half-steps)’ to 1.90. Ensure ‘Use high quality stretching (slow)’ is ticked then click 
OK. 
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Improving audio quality in Audacity 


The last thing we need to do 1s play around with the gain of the duplicate track. For male voices 
I usually set this to around +3 dB depending on the voice, just to add a little bit more depth. For 
female voices I set this to -3 dB to lessen high pitched hissing. 


You'll need to play this by ear and find out what sounds best yourself. 


deb this is just a test 
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Figure 1401 - Gain controls. 
To save a new .wav file, go to File > Export > Export as WAV. 


Select the folder you want to save the .wav file to then click Save. 
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A couple tips and tricks 


| A COUPLE TIPS AND TRICKS 


TIP 1: Sometimes part of the last word will get cut off, so what I like to do is add another word 
after it, like “end’, to help mitigate that. 





O x 
CO} ‘ le > _ _ > D . > . 5 > D : . New _ _ oe 
€ C  @@ colab.research.google.com/drive/1 3vRLNPLgVWGjgH GUUUKxXuZw93PUBBri#tscrollTo = o8CoULffyrRr 4 v a = & 
& Tacotron 
El comment 28 Share & A 
File Edit View Insert Runtime Tools Help 
+ Code + Text Connect + P Editing A 
|= Table of contents x f 
~ Text Input 


Q First Things First 
+veoOns. & 


Mount Google Drive 


ie oO text = "This is just a test. end.|~" 
Check GPU 
Install Tacotron2 sequence = np.array(text_to_sequence(text, [‘english_cleaners']}})[None, :] 
O sequence = torch.autograd.Variable( 
setup Tacotron2 torch.from_numpy(sequence)).cuda().long¢) 


Download Default Tacotron Model 


4 


Generate Audio Generate Mel Outputs 


Load Libraries 
Setup hparams [ ] mel_outputs, mel_outputs_postnet, _, alignments = model.inference({sequence) 


plot_data((mel_outputs.float().data.cpu¢).numpy() [9], 
mel_outputs_postnet.float().data.cpu(¢).numpy() [9], 


Load Waveglow Model alignments .float().data.cpu() .numpy() [8] .T)) 


Load Tacotron2 Model 


e) | Text Input 





Figure 1402 - Ending word. 
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A couple tips and tricks 


TIP 2: The first few words seem to have a large impact on the delivery of the rest of the 
dialogue. 


‘this is just a test’ may sound a lot different to “elf scum! this is just a test’. If you copy part of an 

existing line of dialogue from your dataset, like ‘never should’ve come here!’ and prefix it before 

the sentence you actually want to generate, some of the emotional intensity from the original line 
of dialogue will transfer across to the new line of dialogue. 





O x 
co) ° Tf: - . _ _ . D A > - _ > 4] : . New _ _ iv} 





_ GC @ colab.research.google.com/drive/1 3vRLNPLgVWGjgH GuUUKxxXuZw93PUBBréscrollTo =o8CoULffvrRr Ly v > & 


& Tacotron Ej comment 8 Share & ey 


File Edit View Insert Runtime Tools Help All changes saved 





+ Code + Text Connect + f Editing A 
Table of contents x 


~ Text Input 
Q First Things First 
fe) ] @ 
Mount Google Drive TY a sw 8 
oO text = “just words. This is just a test. end.|~" 


i Check GPU 
Install Tacotron2 sequence = np.array(text_to sequence(text, [‘english_cleaners‘’]})[None, :] 
O : - sequence = torch.autograd.Variable( 
setup Tacotron2 torch.from_numpy({sequence)).cuda(}).long() 
Download Default Tacotron Model 
Generate Audio ~ Generate Mel Outputs 
Load Libraries 
Setup hparams [ ] mel_outputs, mel_outputs_postnet, _, alignments = model.inference(sequence) 
ee ‘a plot_data((mel_outputs.float().data.cpu(¢) .numpy() [6], 
Load Tacotron2 Mode mel_outputs_postnet.float().data.cpu(¢) .numpy() [9], 
Load Waveglow Model alignments.float().data.cpu() .numpy()[@].T)) 


SI | Text Input 





Figure 1403 - Starting words. 


If your dialogue is being screamed or shouted and you don’t want it to be, try prefixing 
something benign like ‘hello there’ and that should lower the emotional intensity of the rest of 
the dialogue. 


Capitalization doesn’t really make a difference to the output. 


TIP 3: Every time you generate dialogue it'll sound different. If you don’t like the way a specific 
sentence was conveyed, just run the code cells from Generate Mel Outputs onwards and check 
again. 





If I hear some robotic-like noises or distortions, I just generate the dialogue over and over until I 
get a clean read. 


TIP 4: Not all words will be pronounced properly. The malenordcommander model I trained 
has issues with words like “dialogue’. In those cases I’d have to type in “die a log’ instead. For 
making malenordcommander pronounce ‘python’ properly (and not as ‘pee-thon’) Pd have to 
type it in as ‘piiethon’. 


Ivll require a bit of trial and error to figure out what works in those cases. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1057 


CHAPTER 11: OTHER 
TASKS 
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Unpacking the BSA archives 


UNPACKING THE BSA ARCHIVES 


This section will cover unpacking the .bsa archives. 


For this we'll need a copy of BAE, the Bethesda Archive Extractor, which you can download 


from Nexusmods. 

Launch bae.exe. 
fee BALE. 
File 4hout 


Select All Seleck None 


Filename Only 


Drag Archives Here 


Extract 


Figure 1404 - BABE. 
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Unpacking the BSA archives 


To extract a .bsa archive, drag and drop it into the utility. 


All items in the archive should be selected by default. If they aren’t, press Select All or manually 
choose the specific items you want to extract. 


bag Seyi - Textures,bsa - B46, 


File About 


Select All Seleck None 


me skyrinmn - Textures.bsa 

“ textures 
actors 
architecture 
armor 
blood 
clothes 
clutter 
critters 
cubemaps 
dungeons 
effects 
furniture 
Imipactdecals 
Intertace 
landscape 
lod 
plants 
puddle 
shadertests 
sky 
terrain 
test 
trap 


Extract 





Figure 1405 - The Skyrim - Textures.bsa in BAE. 
Click Extract. 
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Unpacking the BSA archives 


Select the folder to extract the assets to and click the Select Folder button. 
bae Select Folder 
- +s + * F Local Disk (Ds) Resources Unpack okyrirr 
Organize ¥ New folder 
Name - Date modified Type 
oa Quick access 


eee 22/70/2020 12:05 AM File folder 
Ge OneDrive ©, lodsettings 22/10/2020 12:05 4M File folder 


WE This PC B rmeshes 22/10/2020 12:12 SM File folder 


i D Ob al rr sic 3012027 2:09 Ph File folder 
30 Objects 
: S0UNC PP eu] feb Py He Tolder 
: al d FPO F202 1 240 Ph File fold 
By textures B/O9/2027 7:21 PM File folder 


MM Desktop 

kl Documents 
24 Downloads 

d Music 
Pictures 

= Videos 

im, Local Disk (Cx) 
am, Local Disk (Di) 


ae, Local Disk (Ds 


e* Network 


Select Folder 





Figure 1406 - Choosing the folder you want to extract to. 


Wait until the extraction process is complete. 
bag Extracting... - B.AE, 


485 / 18670 


Cancel 





Figure 1407 - Extraction progress. 


Once the process is complete, close BAE. 
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Adding additional master files 


ADDING ADDITIONAL MASTER FILES 


If you want to include assets from the DLC or from other master files, you can add additional 
dependencies to your mod. 


These steps assume you haven’t used xEdit to set the ESM flag in your mod yet. 


Firstly, open your SkyrimEditor.ini file. Go to [General] and add the following: 


bAllowMultipleMasterFiles=1 
bAllowMultipleMasterLoads=1 


| SkyrimEditor.ini - Notepad 


File Edit Format View Help 
iNPCCheckOutCount=568 
jLandCheckOutCount=1624 
fPathGridAutoConnectRadius=5 12.6006 
SFile Path= 

bLight Radius=6 

bMaximize Editor=6 
bPreview=6 
bAllLowUnsafeSave=0 
bAllowMultipleEditors=6 
bSkip¥alidateForms=1 
bAlLowMultipleMasterFiles=1 
bAllLowMultipleMasterLoads=1 





[Audio] 
iMaxSizeForCachedSound=256 
jAudioCacheSize=2048 
bEnableAudioCache=6 

f Audi oDebugDelay=6. 88868 

bUs eAudioDebugInformation=1 
fDef aultMasterVoLlume=1. 9008 
fDialogMaxDistance=5 60068. 8000 
fDialogMinDistance=768, 6608 
bEnableAudio=1 

sDef aultLocalSoundFxPath=Data\ Sound FX 


[Imagespace | 
bDoDepthOf Field=1 
bDoMotionBlur=1 
bDoRadialBlur=1 


[DistantLOD] 

iDistantLODGr oupwidth=s 
bUseLODLandData=6 

f FadeDistance=12288 . 808 
bUpdateDistantRefDataOnLoad=6 


PRaeleananimnadl asad ¥ 
< 





Ln 71, Col 1 100% Windows (CRLF) UTF-8 





Figure 1408 - SkyrimEditor.ini load multiple master files. 


Next, scroll down to [Archive] and add the .bsa file associated with the master to SArchiveList 
and SResourceArchiveList. 


For example, if you want to make your mod dependent on Dawnguard, make sure 
Dawnguatd.bsa is added to these two entries. 
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Adding additional master files 





~)| SkyrimEditor.ini - Notepad ~ = F 
File Edit Format View Help 


‘ace.bsa, Skyrim - Misc.bsa, Skyrim - Sounds.bsa, Skyrim - YoicesExtra.bsa, Skyrim - Shaders.bsa, Update.bsa, Dawnguard.bsa, Dragonborn.bsa, Wyrmstooth.bsa 





- Interface.bsa, Skyrim - Misc.bsa, Skyrim - Sounds.bsa, Skyrim - YoicesExtra.bsa, QsEM=0Eiemer-), Dragonborn.bsa, Wyrmstooth.bsa 





Ln 586, Col 215 100% Windows (CRLF) UTF-8 





Figure 1409 - List of BSA archives loaded by the Creation Kit. 
Launch the Creation Kit. Go to File > Data. ‘Tick your mod and click ‘Set as Active File’. 


Now tick the master file you want to make your mod dependent on, and click OK to load. 


Data 


Plugin'M aster Files Created By Parent Masters 


ort Filename 


CO Skurirnesm Master File Summer Sk yrinn. 6m 
LI Update. esr Master File Update. esm 
asl Dawnrguard. esr Master File 
LI HearthFires.esmi Master File 
LI Cragonborn.esmn Master File 
LJ Unofficial Skyrin Lege... Master File 


LO Wwrmstooth-originalesp Master File 


LO TiminglsEverthing.esp = Plugin File 
LO SkyUlesp Plugin File 


OO Paper World Map - Lig... ue File Created On: ff16/2021 4:09 PM 
TT Onna titardld hd iin se “Last Modified: 8/30/2021 3:44 PM 


Set at Active File | Details... | Upload to Stearn Workshop | | OK Cancel | 


Figure 1410 - Adding Dawnguard.esm as a dependency. 
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Adding additional master files 


Click Save. 


@> Creation Kit - [Wyrmstooth.esp] - x 
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ii BFXcontrolS cript O00D61B3 
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ii BlackReachLock01 O007DD67 
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hpi COWorvaskrFightStartT rigger OOOBCODS 2 
i COWorrvaskrFightS topT rigger OOOF?947 1 
_ Gl Spell 2h) COOK adlakVilkasSceneT rigger OOWA3EA4 = 5 
_ ~~ Word of Power Li) COOMoveGuysT oSpotT rigger OO043EBF = 
E) Miscellaneous iL) COT raining4reaT rigger OOOECIAA 
_ & AnimObject SL) COOVikasInTrainingAreaT rigger OOOF7956 =o 
: Ef Art Object AW) CO1CageSceneCollisionObject ooloreoc «oo 
Collision Layer 1517.01 TransformTrackingT rigger OOOEFECD «6 
ii CO2CeremonyT rigger 000734BD 1 
tii CO3G allowsRockCommentaryT rigger OOO4EFAS 5 
LU) COSGallowsR ockEntranceT rigger OOO4ECS? 1 
i CO3R ampageStopT rigger O0O04ECO3 1 
tii C035 acredF ontActivator O00D 3144 1 
LU) CO3S actedFontOfSomething ooo7200 =n Cell View 
A) CO¢G awkersSceneT rigger 00040343 1 No Cell Selected 
Material Object 24 COSDriftshadeE ntranceT rigger O010F58C 1 World Space | Interiors ~] 9 Cell Selecte: 
| Message 2\W COSFragmentT rigger O00DB355 1 = 
_— TextureSet “10 CO5RepairT rigger oiooogo0 2 x] | ¥[_] ee) 
4) SpecialE fect AW) COBEtemalFlameScance o005se301 [Loaded at top 
G1 WorldData 10) CO6FuneralT rigger oo0se308 1 Name | L.| Coors | boc. | Editor ID Form | Type 
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Figure 1411 - Saving the mod in the Creation Kit. 


Once saving has completed, go back to File > Data. The master file you added should now 
appear as a dependency when you highlight your mod. 


Data 


Plugin'M aster Files Created By Parent Masters 


[Jonah 


LI HighFesTexturePackO... Plugin File Summary SKI. BM 
LI ArcheryTrickshot. esp Plugin File Update.esm 
LI Call Follower.esp Plugin File PAU Ue ee 
OO Wwurmstooth-largerlandl.. Plugin File 
CJ tacotronzamples - Cop... Plugin File 


LI tacotronsamples.esp Plugin File 


CO Extended Encounters -... Plugin File 


LJ Extended Encounters... Plugin File 
LO AelaTestCell esp Plugin File 


Gy InRtOOIHEe Se Puig Fle Created Orn: 97842021 4:09 PM 


Last Modified = 83172021 11:29 4M 
Set at Active File | Details... | Upload to Steam “Workshop | Cancel | 


Figure 1412 - New dependency ts listed. 
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Removing accidental edits 


REMOVING ACCIDENTAL EDITS 


Say, for example, you accidentally moved a barrel in a base-game cell and already saved your 
mod, but you'd like to remove that change for compatibility purposes. 





Cell View 


World Space [SoltudeWord = =i (sti‘(S!t*”*”*”!”!” sited = SolitudeRow [-14, 25) Objects 
[barrel 
x iF | Go | 


[ Loaded at top 








All loaded & BarelFood0! O0037F52 Container 
eee Y aE 2 Sit. S&S BatrelFood01 O0037F51 Container 
Bin ik apaae EE am  BarelFood0 00043F OF Container 
SolitudeBluePalaceCourtyard Y  -13,24 Soli... J BarrelFood0! O0043F10 Container 
SolitudeCastleD ourDistrict01 ¥_1-5.2 Solit... g BarrelFood01 00043F12 Container 
SolitudeCastleD ourDistrict02 Y -16, 26 Sollt... en | BarrelFood(1 00043F16 Container 
rete Y 412 Sn O0043F18 Container _ 
SolitudeRow0? Y -| 3 25 Solit... ees Hf arrelFood01 O0043F14, Container 
SolitudeT emple Y  -15,27 Solit.... rn | BarrelFood01 00043F17 Container 
Wildemess 0,0 Sollt... & BarelFood01 00043F19 Container 
Wildemess 1.0 Soli. vy GCacheBarrel * 00043F15 Container 
Vi bildarnaanan Vv 14°94 Cale 

< > < > 








Figure 1413 - An example of an unwanted edit. 


Go to File > Data. 
Data 


Plugin/Master Files Created By Parent Masters 


I onxOr Filename 


SKI. BM 
Update. esm 
Dawwinguard. esr 











Bia eis Summary 
Plugin File 
Plugin File 


CO tacotronsamples - Cop... Plugin File 


LI tacotronsamples.esp Plugin File 


CO Extended Encounters -... Plugin File 
Plugin File 
Plugin File 


Plugin File 
Created Ore 182027 4:09 PM 


“Last Modified § 9/4/2021 1:13PM 
Set at Active File | Details... | Upload to Stearn Workshop | | OK Cancel | 


Figure 1414 - List of mods. 


Actye File 





Highlight your mod in the Plugin/Master Files list and click on the Details button. 
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Removing accidental edits 


Expand the Form ID column. It'll be to the right of the Editor ID column and will be collapsed 
by default. 


Click on the Form ID field to sort records numerically from lowest to highest. 


















& File Details x 
Type | D1] EditoIDO Form set | Length A 

GRUP - - Group: Cell (03479BAF] Temporary Children ooo00003 771110 28649 

GRUP Group: Cell (03768E1E) Temporary Children ooo000009 #61275 9335 

GRUP Group: Cell (O38DC3SBC) Temporary Children ooo00003 751513 9159 

GRUP Group: Cell (03124DF0) Temporary Children ooo00003 739545 11500 

NAVI 0001 2FB4 474658 264301 

DIAL Shout03 - YoicePowers 00013DFE 28428810 7g 

DIAL ShoutO2 - YoicePowers 0001 3DFF 28429288 84 

DIAL Shout01b - VoicePowers 0001 3E00 28429763 86 

DIAL Shout01a - VoicePowers 00013E01 28430282 87 

WRLD SolitudeW orld 00037EDF 4792337 3418 

CELL SolitudeRow [ -14, 25 } 00037EF0 730 n. 
REFR | |_| TGCacheBarel (OO0FDEDO) O0043F15 a... 

INFO Fiik... 00068454 28429897 361 7 

INFO Lol OO0684F 4 28429420 319 

INFO Lo... Sah! 00068526 28428937 327 

INFO Fiik! OO06884E 28430417 303 

CELL SolitudeRedw ave 00041793 2997209 184 

NAVM OOODEB13 2997641 3878 

WRLD WyrmstoothWorld O3000D62 4796741 29308 

CELL (0,0) 03000D63 4927235 549 

LAND 03000064 4929916 8772 

CELL {-3.-1) 03000D69 22915283 546 

LAND 03000064 22918345 7563 

CELL {-3.0) 03000D6B 17334106 353 

LAND 03000D6C 17342702 14760 

CELL (-3.1) O3000D6D 17366084 336 ke 

| AND N3SNNnNn AF 17ARARAP? 1AAR4 : = 

More Info | 





Figure 1415 - Form ID field sorted numerically. 


Find the reference you want to remove from your mod. In our example that'll be a 


TGCacheBarrel. 


Click on it to highlight it and press Delete. 


Mark As Ignored? 


You have chosen to toggle the ‘Iqnore’ flag on one or more items in the 
current file. lqnored objects are not loaded in from the file by the 
editor ar qame, This means that any object marked a3 Iqnored will be 
lost during any Save, including a merge to master, 


Do vou wish to continue? 





Figure 1416 - Removal confirmation. 


Click Yes to the Mark As Ignored pop-up warning. 
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You should now see an ‘I’ next to the deleted reference. 











B File Details x 
A 

GRUP Group: Cell (03479BAF] Temporary Children 00000003 #71110 28649 

GRUP Group: Cell (03768E1E) Temporary Children 00000003 761275 9335 

GRUP Group: Cell (O38DCSBC) Temporary Children oo000009 751513 9159 

GRUP Group: Cell (03124DF0) Temporary Children ooo00003 739545 11500 

NAVI 0001 2FB4 474658 264301 

DIAL Shout03 - VoicePowers 0001 3DFE 28428810 79 

DIAL Shout02 - VoicePowers 0001 3DFF 28429288 84 

DIAL Shout01b - VoicePowers 0001 3E00 28429763 86 

DIAL Shout01a - VoicePowers 00013E01 28430282 8? 

WRLD Solitude orld 00037EDF 4792337 3418 

CELL SolitudeRow [ -14, 25 } O0037EF0 ci 730 iat 
REFR | —[t__| TGCacheBarrel (OOOFDBDO} 00043F15 | 

INFO Fiik... 00068454 38429897 361 a, 

INFO Lol OO0BS4F 4 28429420 319 

INFO Lo... Sahl 00068526 28428937 327 

INFO Fiik! OO06884E 28430417 303 

CELL SolitudeRedw ave 00041793 2997209 184 

NAVM OOODEB13 2997641 3878 

WRLD Wyrmstoothorld O3000D62 4796741 29308 

CELL (0.0 O3000D63 4927235 549 

LAND 03000064 4929916 8772 

CELL (-3, -1) O3000D69 22915283 546 

LAND O3000D64 22918345 7563 

CELL (-3.0) O3000D6B 17334106 353 

LAND O3000D6C 17342702 14760 

CELL {-3.1) O3000D6D 17366084 336 

| AND NSANNN AF 173RRAP? 1AAR4 = 








Removing accidental edits 


More Info | 


Figure 1417 - The edit to TGCacheBarrel has been flagged as Ignored. 


For my example, Ill be removing the CELL and WRLD changes that were also created when 


the barrel was moved. 





® File Details 












Shout01a - VoicePowers 


aE Solitude old 





alas a 








ii che 
Fiik... 





001 — 01 


oo N43 Tals a 


a a 2 


28430159 
4 


— Group: Cell (03479BA4F] Temporary Children ooo00009 770987 28649 
GRUP Group: Cell (03768E1E) Temporary Children ooo00009 761152 9335 
GRUP Group: Cell (O38DC9BC) Temporary Children ooo00009 751390 9159 
GRUP Group: Cell (03124DFO) Temporary Children oo000009 739422 11500 
NAVI 00012FB4 474535 264301 
DIAL ShoutO3 - YoicePowers 0001 3DFE 28428687 79 
DIAL ShoutO2 - YoicePowers 0001 3DFF 28429165 84 
Shout01b - VoicePowers 00013E00 28429640 86 


a7 


INFO 00068454 pptoa774 

INFO Lol OO06S4F 4 28429297 319 

INFO Lo... Sah! 00068526 28428814 327 

INFO Fiik! OOO6884E 28430294 303 

CELL SolitudeRedw ave 00041793 2997086 184 

NAYM OOODEB13 2997518 3878 

WRLD Wyrmstoothworld O3000D62 4796618 29308 

CELL (0,0) O3000D63 4927112 549 

LAND 03000064 4929793 8772 

CELL (-3.-1) 03000D69 22915160 546 

LAND O3000D64, 22918222 7563 

CELL {-3.0) O3000D6B 17333983 353 

LAND O3000D6C 17342579 14760 

CELL {-3.1] O3000D6D 17365961 336 ie 
LAND NSANNN AF 17ARRA99 AAR : = 


More Info | 
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Figure 1418 - Removing the CELL and WRLD changes as well. 
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Removing accidental edits 


Click Close to close File Details. 
Click OK to reload your mod. 


Data 


Plugin M aster Files Created By 


[Filename | Status, | A oar 
OO Archer rickshot.esp Plugin File 
LJ Call Followeresp Plugin File 


SKI. BM 
) Update. esr 
| Dawwinguard. esr 


SLIM marty 


CO Wwurmstooth-largerlandl.. Plugin File 
LI tacotronsamples - Cop... Plugin File 
LI tacotronsamples.esp Plugin File 
CO Extended Encounters -... Plugin File 
CO Extended Encounters... Plugin File 
LI) AelaTestCell esp Plugin File 


LO Oeclusion.esp Plugin File 
Created Ore 182021 4:09 PH 


“Last Modited 3/4/2027 1:15 PM 


Set at Active File | Details... | Upload to Stearn “Workshop | Cancel | 


Figure 1419 - Reloading your mod. 


esp Actye File 





Click on the Save button to save your mod. 
Now go back to File > Data. 
Again, expand the Form ID column and click on it to sort the records by Form ID. 


Confirm that the deleted records are no longer listed. 








B File Details x 
Type | Dui] EdtoID Form I set Length A 
GRUP - - Group: Cell (03479BAF] Temporary Children 00000009 770953 28649 - 
GRUP - - = Group: Cell (03768E1E) Temporary Children 00000003 761118 9335 
GRUP - - Group: Cell (O38DCSBC) Temporary Children oo000009 751356 9159 
GRUP - - Group: Cell (03124DFO) Temporary Children 00000009 739388 11500 
NAVI 0001 2FB4 474501 264301 
DIAL ShoutO3 - VoicePowers 00013DFE 28424267 79 
DIAL ShoutO2 - VoicePowers 0001 3DFF 28424745 84 
DIAL Shout01b - YVoicePowers 0001 3E00 28425220 86 
DIAL Shout01 a - YVoicePowers 00013E01 28425739 87 
INFO Fiik... 00068454 28425354 361 
INFO Lol OO06S4F 4 28424877 319 
INFO Lo... Sah! 00068526 28424394 327 
INFO Fiik! OO06S84E 28425874 303 
CELL SolitudeRedW ave 00041 793 2997052 184 
NAYVM OOODEB13 2997484 3878 
WERLD Wyrmstooth orld O3000D62 4792180 29308 
CELL (0,0) O3000D63 4922674 549 
LAND 03000064 4925355 8772 
CELL (-3.-1) O3000D69 22910730 546 
LAND 030000 64, 22913792 7565 
CELL {-3.0) O3000D6B 17329563 Joa) 
LAND O3000D6C 17338159 14758 
CELL {-3.1) O3000D6D 17361539 336 
LAND O3000D6E 17364277 16364 
CELL WyrmstoothStonehollow06 [ -3, 2 } 03000D 6F 17384847 518 
LAND 030000 70 17394129 13241 
CELL WyrmstoothStonehollow0? [ -3, 3 ) 03000071 17413034 485 
LAND 030000 72 17429863 13717 — 
CELL (-2.-1) 03000D 77 22921995 469 n. v 
More Info | 








Figure 1420 - Accidental edits are gone. 
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Adding texture paths to 3ds Max 


ADDING TEXTURE PATHS TO 3DS MAX 


In order to see textures in the 3ds Max viewpotts, you'll need to add external file paths pointing 


to the folders containing the textures extracted from the Skyrim .bsa archives. 


Go to Customize > Configure User Paths. 


Edit = Tools Group — Views Create 
bem I ond 4 ee ~& all 


Modeling Freeform 
Polygon Modeling 
Customize 
\S 


& Frozen 


Select Display Edit 
@ Name (Sorted Ascending) 

© @ WorldMapCloudBank_High 
ank_Low:0 
oudBank_Mid 


G 
e 


WorldMapCloudé 


None Selected 
Welcome to I Configure User Paths 


"|| Workspace: Default ~ La 


Modifiers 


Autodesk 3ds Max 2017 


Animation Graph Editors 


Populate ty 


[+] [Top ] [Standard ] [Wireframe ] 


[+] [Left] [Standard ] [Wireframe ] 


0} 6000 


Figure 1421 


cloudlayer.max 


Rendering = Civil View 


oA? +i 
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af 
Customize Content Help 
Customize User Interface... 

Load Custom UI Scheme... 

Save Custom Ul Scheme... 

Revert to Startup Layout 

Lock Ul Layout 

Show Ul 


Custom Ul and Defaults Switcher... 


Configure System Paths... 
Units Setup... 
Plug-in Manager... 


Preferences... 


[+] [Perspective ] [Standard ] [Defat 


Grid = 100000.0 


: Auto Key Selected 
SetKey Jj" Key Filters... 
a 


&3) Add Time Tag 


- Configuring User Paths. 


@auaemne% 
Standard Primitives 


* Object Type 


Box Cone 
Sphere GeoSphere 
Cylinder Tube 

Torus Pyramid 
Teapot Plane 


TextPlus 


» Name and Color 


y lea il D> rol PO Bt & 


» § 2% > 02” 
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Adding texture paths to 3ds Max 


Go to the External Files tab and click on the Add button. 


3 Configure User Paths 


Program Files \Autodesk\3ds Max 2017\Maps 
: Program Files \Autodesk\3ds Max 2017\Maps\glare 
\Program Files \Autodesk\3ds Max 2017\Maps\adskMt 


\Program Files \Autodesk\3ds Max 2017'\Maps \Noise 
Program Files \Autodesk\Sds Max 2017\Maps\Substance noises 


?\Program Files\Autodesk\3ds Max 2017\Maps\mental_mill 
‘Program Files \Autodesk\3ds Max 2017\Maps\fhx 

Program Files \Autodesk\3ds Max 2017\Maps'\Partide Flow Presets 
downloads 


- 
; 
; 
; 
Program Files \Autodesk\3ds Max 2017'\Maps \Substance \textures 
k 
; 


Load... 





Figure 1422 - Adding a new path for Skyrim textures. 
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Adding texture paths to 3ds Max 


Note: you will need to have exported the textures from the Skyrim .bsa archives first. See Unpacking the 
BSA Archives for information on how to export textures from this archive. 


Select the root path containing the textures and tick ‘Add Subpaths’. 


Click Use Path. 


3 Choose New External Files Path x 


rode: Se + i 


Quick access 


Libraries 


Network 


Mame 


| actors 
architecture 
armor 

| blood 

| clothes 

| clutter 

| critters 

| cubemaps 
|) dungeons 
| effects 

| furniture 
| impactdecals 
| interface 


landscape 
lod 

| plants 

| puddle 
| shadertests 
i sky 

| terrain 

| trap 
water 
weapons 
Me black.dds 


Me brightvellow.dds 
£< 


Date modified 


22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:14 OM 
22/10/2020 12:14 OM 
22/10/2020 12:14 4M 
22/10/2020 12:14 4M 
22/10/2020 12:14 OM 
22/10/2020 12:14 OM 
22/10/2020 12:14 4M 
22/10/2020 12:14 4M 
22/10/2020 12:14 4M 
22/10/2020 12:14 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:15 4M 
22/10/2020 12:17 OM 
22/10/2020 12:17 OM 
22/10/2020 12:17 OM 
9711772015 1:05 Pha 

9711/2015 1:05 Pha 


Type 

File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
Iranview DDS File 
Irfanview DD's File 


Path: D: Resources \WUnpack'|Skyrim \textures ¥ Use Path 


© Add Subpaths Cancel 





Figure 1423 - Adding all texture subpaths. 
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Confirm subpaths were automatically added. 


3 Configure User Paths 


External Files 


): Resources Unpack Skyrim \textures weapons \silver 


: Resources Unpack '\Skyrim \textures weapons \skullofcorruption 


): Resources Unpack \Skyrim \textures weapons '\spikedshield 
Resources Unpack \Skyrim \textures weapons staf 1 
Resources Unpack\Skyrim \textures \weapons\stafft? 

): Resources Unpack \Skyrim \textures \weapons'\stafit3 
Resources Unpack \Skyrim \textures weapons \staftt4 

): Resources Unpack \Skyrim \textures weapons \staffofmagnus 

): Resources Unpack \Skyrim \textures weapons '\steel 
‘Resources Unpack \Skyrim \textures weapons \torch 

): Resources Unpack \Skyrim \textures weapons \troll 
Resources Unpack \Skyrim \textures weapons \wolendrung 

): Resources \Unpack\Skyrim \textures weapons \wabbajack 

1: Resources \Unpack\Skyrim \textures weapons wooden 


Load... 





Adding texture paths to 3ds Max 


Move LI p 


Figure 1424 - All Skyrim texture paths added. 


Click OK. 


Close 3ds Max and re-open it. 
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Adding texture paths to 3ds Max 


You should now be able to see the cloud texture in the perspective viewport and the problem we 
need to fix; the textures are now pinching to the central vertex. 


(eae SS) Gs 


Edit 
se PHAN 


Modeling Freeform 


Tools Group Views Create 


Polygon Modeling 
Edit Customize 
wa; a & © 


@ Frozen 


Select Display 


Name (Sorted Ascending) 
© @ WorldMapCloudBank_High 
@ mM {Ban A 
® 
@ WorldMapck 


Ue}| Workspace: Default ~ a 


Autodesk 3ds Max 2017 


Animation Graph Editors 


+ CG a: CG View 


Populate « ~ 


Modifiers 


[+] [Top ] [Standard ] [Wireframe ] 


[+] [left] [Standard ] [ Wireframe 


Oo / 6000 


cloudlayer.max "rE 


Rendering Civil View Customize 


oR? +S’ kb? %F 


Scripting 


nse ae 
Content Help 


{ t Create Selection Se ¥ 4 ' 
' 


[+] [Front] [Standard] [wireframe ] 


@uemn ere 
Standard Primitives 


* Object Type 


Box Cone 
Sphere GeoSphere 
Cylinder Tube 
Torus Pyramid 
Teapot Plane 


TextPlus 


» Name and Color 


[+] [Perspective ] [oaeue [pet “ ae 


Grid = 100000,0 


Sa) Add Time Tag 


y I|a4 ll > I> >! O 5 ss, my 
7 & D> Ww Pa 


Selected 


y Key Filters... <> 0 
4 





Figure 1425 - Textures are now showing in the perspective viewport. 
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Adding texture paths to NifSkope 


ADDING TEXTURE PATHS TO NIFSKOPE 


Similar to 3ds Max, we need to add texture paths in NifSkope in order to see textures on 
imported models. 


Open NifSkope. 


Go to Options > Settings. 


4) NifSkope 2.0 Dev 7 





File View Saoihee Options 


- Settings... 

— 

| a _ \ Block List 
w Theme ee 

Block List Select Font... 


Name 


Block List Header Archive Browser 


Block Details 


Name 
>» WNiHeader 
> WNiFooter 





Figure 1426 - Options menu in NifSRope. 
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Adding texture paths to NifSkope 


Go to the Resoutces section. Here we can add either a path to loose texture files or link directly 
to a .bsa archive containing textures. 


settings - Mifskope 2.0 Dev 7 


Resources 


General 


Paths Archives 


Render ee 
ee Add Folder 


Resources Syeqyonve Galen 


Move Down 


Auto Cebeck 
Game Paths 


Load alternate File extensions 


Festore All Defaults Save Cancel 





Figure 1427 - Resources. 


Let’s start by adding a texture path. 
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Adding texture paths to NifSkope 


On the Paths tab, click Add Folder. 


Select the folder path to add to NifSkope and click Select Folder. In the following example ’m 
going to add the root path containing the texture files for my mod. 


Select Folder 
a a Projects Modding Skyrim > Wyrrnstooth Data » Textures 


Organize ¥ New folder 


Quick access 
MR Desktop 
Downloads 
& Documents 
BS Pictures 
OneDrive - Personal 
me This PC 
Mm Desktop 
& Docurnents 
fm, Local Disk (C:) 
am, Local Disk (D:) 


Name 


Re AARS 


actors 


armor 


F 
Me architecture 
F 
F 


ax 
clutter 
mou bemaps 
BB dungeons 
«Bias 

B® landscape 
B Lop 

Be plants 

— Beven 


Date modified 


21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
20/07/2021 9:07 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 
21/10/2020 6:12 PM 


21/10/2020 6:12 PM 


Type 


File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 


, * Network 


Folder: | Textures | 
Select Folder 





Figure 1428 - Selecting the folder to add to NifSkope. 
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Adding texture paths to NifSkope 


Confirm that the path has been added to the paths list. 


settings - Mifskope 2.0 Dew 7 


Resources 


General 


Paths Archives 


Render : SS 
Df Projects/Modding/Sskyrirm vem stooth/Datas Textures | edd Folder 


Resources Byeqamne(aalsier 


Move Down 


Ako Cebeck 
Game Paths 


Load alternate File extensions 


Festore All Defaults Save Cancel 





Figure 1429 - Folder path added to NifSkope. 


More often than not we’re going to want to add a .bsa archive containing the textures. 
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Adding texture paths to NifSkope 


Go to the Archives tab and click on the Add Archives button. 


Setting 5 - NifSkope 2,0 Dey 


Resources 


Restore All Defaults 


Select a .bsa containing texture files such as Skyrim - Textures.bsa then click Open. 


Select one or more archives 
€ -4 i 


Organize ¥ New folder 


Quick access 
Mm Desktop 
Downloads 
ES Documents 
BS Pictures 
OneDrive - Personal 
me This PC 
MA Desktop 
ES Documents 
jm, Local Disk (C:) 
am, Local Disk (D:) 


& Network 


Program Files (x86) Steam 


Resources 


Paths Srchives 


Figure 1430 - Archives tab. 


steamapps 


Name 
Hi mi Y Mines PALUTERP GLA VZ.Ood 


ial HighRes TexturePack03.bsa 

ial Open Cities Skyrim.bsa 
Skyrim - Animations.bsa 
Skyrim - Interface. bsa 
Skyrim - Meshes.bsa 
Skyrim - Misc.bsa 
Skyrim - Shaders.bsa 
Skyrim - Sounds.bsa 

il Skyrim - Textures.bsa 

ial Skyrim - Voices.bsa 

ial Skyrim - VoicesExtra.bsa 

B skyUl.bsa 


al Unofficial Skyrim Legendary Edition Patc... 


ial Update.bsa 
a Wy rmstooth.bsa 


common 


Date modified 
Me Lig e2Meu 220 Fr ivi 


7711/2020 2:26 PM 
6/11/2017 8:37 AM 
771142020 2:25 PM 
7/11/2020 2:28 PM 
7711/2020 2:26 PM 
7/11/2020 2:28 PM 
771142020 2:25 PM 
71142020 2:28 PM 
7/11/2020 2:28 PM 
7/11/2020 2:28 PM 
771142020 2:25 PM 
18/08/2015 8:20 PM 
6/07/2019 2:19 PM 
71142020 2:28 PM 


27/10/2021 2:36 PM 


Skyrim Data 


BSA File 
SA, File 
4, File 
ISA, File 
S4, File 


ISA, File 


B 
B 
B 
B 
B 
B 


SA, File 


OIZe 


1,03 1,204 KD 
1,173,415 KB 
41,220 KB 
41,373 KB 
33,896 KB 
1,485,254 KB 
173,331 KB 
25,089 KB 
931,452 KB 
1,356,315 KB 
1,424,370 KB 
12,712 KB 
1,442 KB 
604,112 KB 
17,020 KB 


382,495 KB 


Add 4rchives 


Remove Orchive 


Move Down 


Aubo Cebeck 
Archives 


File name: | Skyrim - Textures.bsa Archive (.bsa “.ba2) 


Figure 1431 - Selecting Skyrim - Textures. bsa. 
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Adding texture paths to NifSkope 


Confirm the .bsa has been added to the archives list. 


settings - Mifskope 2.0 Dev 7 


Resources 


Paths Srchives 


Ci/Program Files (86)/Steam/stearmapps/common/skyrim/Data/Skyrim - Textures.b3a | Rd archives 


R ESOUPCES Remove Archive 


Aubo Cebeck 
Archives 


Restore All Defaults Save Cancel 





Figure 1432 - .bsa added to NifS Rope. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1079 


Adding texture paths to NifSkope 


Once you’ve adding paths and/or .bsa archives, click Save to close out of Settings. 


settings - Mifskope 2.0 Dev 7 


Resources 
Paths Srchives 


Eattiy 3 


5 (Boi fStea | Add Archives 


CifPragram Files (xo), fste: 
CifProgram Files (xo6), ni stearmap Tina nifD rim - Textures.bsa 
Li/Program File: ot z rir Datayrmstooth.bsa 


Remove Archive 


Move Down 


Aubo Cebeck 


Archives 


Restore All Defaults save Cancel 





Figure 1433 - More .bsa archives added. 
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Adding texture paths to NifSkope 


Restart NifSkope and load a .nif file. You should now be able to see its textures. 





©) reachtree02.nif - NifSkope 2.0 Dev 7 
File View Render Spells Options Help 


a 


s Block List 
4 


Name Value 
> OBSLeaf4nimNode E® ReachTreeQ? [0] 


Block List Header Archive Browser 


Block Details 


Name Value 
Header String Garnebryo File Format, Version 20,2,0,7 
Version 20,2.0,7 
Endian Type ENDISN_LITTLE 
User Version 12 
Nurn Blocks 25 
User Version 2 83 
Export Info 
Num Block Types 13 
Block Types y 
Rinck Tne Indey 





D: /Resources/Unpack/Skyrim/meshes/landscape/trees/reachtree02.nif By 


Figure 1434 - Textures shown on imported .nif. 
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Optimizing interior cells with roombounds 


OPTIMIZING INTERIOR CELLS WITH 
ROOMBOUNDS 


We can optimize the performance of an interior cell with roombounds. Roombounds allow us to 
hide and show parts of an interior cell based on what the player has line-of-sight to. 


WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#; 55.03% (86.40 MB / 157.00 MB) 





Figure 1435 - Roombounds in a dungeon. 


As per the screenshot above, we can encapsulate a room or collection of rooms in a roombound 
and link them together using portals. 


Important: You will need to ensure all parts of your interior are in a roombound and that each 
roombound is linked to another via a portal or parts of your dungeon may not be visible to the player. 
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Optimizing interior cells with roombounds 


Press ‘M’ to toggle markers. By default, roombounds won’t be shown so you'll need to go to 
View > Show/Hide Window and tick ‘Portals and Rooms’. 


Shows Hide 


Mw Markers 


i Light Markers 


i Sound Markers 
i Multibounds 


i Occlusion Planes 


| Collision Gbjects 


| Terrain 
Water 
Statics 
Actors 
Dynamics 


| Decals 


lose 





Figure 1436 - Portals and Rooms ticked. 
Click Close. 
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Optimizing interior cells with roombounds 


To add a roombound, select a part of your interior’s tileset and click on the ‘Create a 
Roombound’ button in the toolbar. 


You should see a blue box appear in the render window. The resize gizmo should also be toggled 
on allowing you to resize it. If it isn’t, you can toggle it on by pressing ‘2’. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 55.03% (86.40 MB / 157.00 MB) 





Figure 1437 - Adding a roombound. 


Use the resize gizmo to resize the roombound to cover a portion of your dungeon. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 55.03% (86.40 MB / 157.00 MB) 





Figure 1438 - Roombound resized. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1084 


Optimizing interior cells with roombounds 


Important: What’s in or out of a roombound is determined by an object’s pivot point. 


For example, the corner selected in the screenshot below is inside of the roombound. 





WyrmnstoothBloodfrostBurrow [Free camera, perspective] - M#: 55.03% (86.40 MB / 157.00 MB) 





Figure 1439 - An object inside of the roombound. 


Repeat this step to add more roombounds to cover the rest of your interior. 


Note: It doesn’t matter at this stage if they overlap or not. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#; 53.23% (83.58 MB / 157.00 MB) 





Figure 1440 - More roombounds added. 
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Optimizing interior cells with roombounds 


We can join two roombounds together using portals. 


Select the first roombound to add a portal to. 


WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#; 54.60% (65.72 MB / 157.00 MB) 





Figure 1441 - Roombound selected. 


Click on the ‘Create a Portal’ button in the toolbar and click on the selected roombound in the 
render window. 


Important: You need to click on the side of the roombound you want to add a portal to. 
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Optimizing interior cells with roombounds 


The portal should appear as a flat 2-dimensional gray rectangle. 


WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85.72 MB / 157.00 MB) 





Figure 1442 - Portal added to roombound. 


In the screenshot above we can see that the portal was automatically linked to the topmost 
roombound. Next, we’ll need to link it to the roombound below it to link both roombounds 
together. 
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Optimizing interior cells with roombounds 


With the portal still selected, CTRL-click on the roombound you want to connect it to. 


Important: You should have both the portal and the roombound selected. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB) 





Figure 1443 - Selecting the roombound and portal to connect. 


Click on the ‘Link Portal to Room’ button in the toolbar. The white/blue arrow on the portal 
should now be pointing to both roombounds. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#; 54.60% (85,72 MB / 157.00 MB) 





Figure 1444 - Connecting the portal to the selected roombound. 
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Optimizing interior cells with roombounds 


Note: Clicking on the “Enter Portal Mode’ button in the toolbar prevents you from selecting anything 
else in the render window except portal objects. 


Select the portal object. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB} 





Figure 1445 - Selecting the portal object. 


Use the resize gizmo to scale the portal just outside the bounds of the passageway. 


Wyrm stoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB} 


wl 
a 


© » 





Figure 1446 - Portal resized. 
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Optimizing interior cells with roombounds 


Here’s a screenshot of the portal from within the passageway: 
P P gsoway 





WyrmstoothBloodfrostBurrow [Free carmera, perspective] - M¥#: 54.60% (85,72 MB / 157.00 MB) 





Figure 1447 - Portal from inside the passageway. 


Important: When you linked the roombound to the portal you may have noticed that the side of the 
roombound facing the portal was moved to sit flush with it, automatically removing the gap if there was 
one. 


After linking a roombound to a portal do not move either roombounds or the portal or you will need to 
delete and relink the portal. 
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Sometimes the portal will be created along the wrong edge as per the screenshot below: 


WyrmnstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB) 





Figure 1448 - Portal created along the wrong edge. 


To correct this, click on the ‘Snap to Angle’ and ‘Local gizmo orientation’ buttons in the toolbar 
to toggle them both on and rotate the portal to face the right direction. 





Figure 1449 - Portal rotated. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1091 


Optimizing interior cells with roombounds 


Then use the resize gizmo to move it into position and resize it to cover the width and height of 


the hallway. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB) 





Figure 1450 - Portal moved into position. 
And here it is linked to the roombound above it. 


WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (65.72 MB / 157.00 MB) 





Figure 1451 - Portal linked to another roombound. 
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Portals can be duplicated as per the screenshot below to cover multiple passageways to a room: 


WyrmnstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85,72 MB / 157.00 MB) 





Figure 1452 - Duplicating portals. 


Repeat these steps to link the rest of the roombounds to portals. 





WyrmstoothBloodfrostBurrow [Free camera, perspective] - M#: 54.60% (85.72 MB / 157.00 MB) 





Figure 1453 - Roombounds linked together. 
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When working with roombounds, I would strongly recommend keeping an eye on your 


EditorWarnings.txt file. 


You can find this file in your Skyrim or Skyrim Special Edition installation folder. 


Line: 
Assert 


File: 


Line: 
Assert 


File: 


Line: 


FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 
FORMS : 


< 





$6 


) EditorWarnings.txt - Notepad 
File Edit Format View Help 


..\..\Shaders\BSLightingShaderProperty.cpp 


$86 


..\..\Shaders\BSLightingShaderProperty. cpp 


686 


MS: Primitive 


Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 
Primitive 


reference 
reference 
reference 
reference 
reference 
reference 
reference 
reference 
reference 
reference 
reference 
reference 


*RoomMarker * 
*RoomMarker * 
*RoomMarker'* 
*"RoomMarker’ 
*RoomMarker' 
“RoomMarker'* 
*"RoomMarker * 
*RoomMarker'’ 
*RoomMarker' 
*RoomMarker’ 
“"RoomMarker' 
*RoomMarker * 
TEXTURES: Could not queue texture Sxbc62449e 


(83631003) has 


(93031004) has 
(93031005) has 
(93031006) has 
(93031007) has 
(93031008) has 
(93031008) has 
(93031097) has 
(93031006) has 
(93031005) has 
(93031004) has 
(93031093) has 


TEXTURES: Could not queue texture Ox 247d78f 


TEXTURES: Could not queue texture Ox 247d78f 


TEXTURES: Could not queue texture Ox 247d78f 


TEXTURES: Could not queue texture Ox 247d78f 


half -extents 
half-extents 
half -extents 
half -extents 
half -extents 
half -extents 
half-extents 
half -extents 
half -extents 
half -extents 
half -extents 
half-extents 


that 
that 
that 
that 
that 
that 
that 
that 
that 
that 
that 
that 


differ 
differ 
differ 
differ 
differ 
differ 
differ 
differ 
differ 
differ 
differ 
differ 


from 
from 
from 
from 
from 
from 
from 
from 
from 
from 
from 
from 
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its 
its 
its 
its 
its 
its 
its 
its 
its 
its 
its 


multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 
multibound 


MODELS: Could not find model Meshes \Actors\Character\FaceGenData\ FaceGeom\Skyrim. esm\666328D4..NIF 


MODELS: Could not find model Meshes\Actors\Character\FaceGenData\ FaceGeom\Skyrim.esm\ 66614764. NIF 


data. 
data. 
data. 
data. 
data. 
data. 
data. 
data. 
data. 
data. 
data. 
data. 





Figure 1454 - EditorWarnings. txt. 


If you spot a warning that says ‘FORMS: Primitive reference 'RoomMarker' (<Ref ID>) has 


half-extents that differ from its multibound data.’ you may need to delete and recreate any 


portals attached to that roombound. 


If that doesn’t fix the issue, you may have to go so far as to delete the roombound and recreate 


it. 
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VERSION CONTROL AND MERGING 
CHANGES 


Version control allows multiple developers to work on the same master file by merging changes 
from separate .esp files. 


Go to your Skyrim or Skyrim Special Edition installation folder. 


Create a new folder called Merging. 


F Fr > | C:\Program Files (<86)\Stearn\steamapps\commoan 


File Home Share View 


<¢ > vf ul This PC Local Disk (C:) Program Files (x86) Stearn steamapps common Skyrim 


w Quick access 
& OneDrive 
ME This PC 
My Des 
BB Documents 
i Local Disk (C:) 
@m, Local Disk (D:) 
am Local Disk (D:) 


= Network 


Name 


F Backup 
a BEL 


i Direct<10 


lex 
F Logs 
| Merging 
B Papyrus Compiler 


r VCRedist 

Ph Archive.exe 

B atimgpudadll 

B binkw32.dll 

B ControlMa p_Custorm, txt 


< CreationKitexe 


A dialogueExport - Copy.tet 


4B dialogueExport.csv 
Ai dialogueExport.txt 
B EditorWarnings.txt 
B flowchart<32.dll 

B® high.ini 

Bi installscript.vdf 

Bs low.ini 

3 medium.ini 

BB readme.tyt 


46 items | 1itemselected | State: BA Shared | 


Date modified 


021 12:27 PM 
5:06 PM 


7/11/2020 4:40 PM 
7/11/2020 4:43 PM 
19/09/2021 5:06 PM 


771142020 4:26 PM 


771172020 4:40 PM 


19:34 4M 
20 4:40 PM 
021 6:42 PM 
021 12:13 PM 

3:31 PM 

16:16PM 


Figure 1455 - Merging folder. 


Type 


File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

File folder 

Application 

Application exten... 

Applicatio 

Text Document 

Application 
ocument 

Text Document 

Microsoft Excel C... 

Text Document 

Text Docurnent 

Application exten... 

Configuration sett... 

VDF File 

Configuration sett... 

Configuration sett... 


Te ae nN ncument 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 


AIS KB 
162 KB 
209 KB 
1KB 
16,598 KB 





1095 
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In the Merging folder, create two folders: Data and VersionBackup. 


r iv] ‘a > C\Prograrm Files 86)\Stearn\steamapps\common\Skyrim\ Merging 


File Home View 


<€ > vf r This PC Local Disk (C:) Program Files (x86) Stearn steamapps common Skyrim Merging 


Name Date modified Type 
Quick access 


| Fie 19/09/2021 5:06 PM File folder 
OneDrive BB versionBackup 19/09/2021 5:06 PM File folder 


This PC 
MR Desktop 
Documents 
Local Disk (C:) 
Local Disk (D:) 


am Local Disk (D:) 


@ Network 


2items | State: B& Shared | 


Figure 1456 - Data and VersionBackup folders. 


Now go to your Skyrim\Data or Skyrim Special Edition\Data folder. In the Data folder, create a 


new folder called “CheckInBackup’. 


F iv] 1a >  C\Prograrm Files &86)\Stearn\stearmapps\common\Skyrim'\Data 


File Home View 


Ser Ad r This PC Local Disk (Ci) Program Files (x86) Stearn steamapps common Skyrim Data 


Name 


| Backup 
OneDrive | CheckIlnBackup 


v MM This Pc r DialogueViews 
MR Desktop ad rome 
r Interface 
BB Lovsettings 
> jm Local Disk (C:) | LSData 
@m, Local Disk (D:) Fr Meshes 
r Music 
B Readmes 
@ Network BB scripts 
B shadersfx 
| Eves 
r Sound 
r Strings 
BB TeSSEdit Backups 
BB TESSEdit Cache 
r Textures 
BB video 
EB AelatestCell.esp 
Bi ArcheryTrickshotesp 
B Call Follower.bsa 
E Call Follower.esp 
bial Call Follower.pub 
5 Dawnquard.bsa 
ial Dawnquard.esm 


B Drannnharn.hsa 
78 items | 1 itemselected | State: BA Shared | 


Quick access 


BB Documents 


@m Local Disk (D:) 


Date modified 


26/06/2021 6:13 PM 
19/09/2021 5:06 PM 
7/08/2021 11:46 4M 
14/07/2015 7:37 PM 
11/01/2021 9:44 4M 
6/09/2021 12:59 PM 
7/11/2020 4:40 PM 
11/09/2021 6:50 PM 
10/08/2021 9:51 4M 
27/07/2015 3:30 PM 
3/09/2021 6:49 PM 
7/11/2020 4:40 PM 
12/07/2017 5:02 AM 
1/08/2021 8:00 PM 
7711/2020 4:26 PM 
13/09/2021 1:46 PM 
6/09/2021 7:20 PM 
6/09/2021 1:42 PM 
21/12/2020 2:22 PM 
24/08/2021 2:40 PM 
19/12/2020 11:52 4M 
26/02/2021 6:01 PM 
26/02/2021 5:57 PM 
2/02/2021 8:08 PM 
3/08/2012 2:44 4M 
3/08/2012 2:31 AM 
5/02/2013 7:34 PM 





Type 


File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 


The Elder Scrolls C.., 
The Elder Scrolls C.., 


BSA File 


The Elder Scrolls C.., 


PUB File 
BSA File 


The Elder Scrolls C... 


RSA File 


Figure 1457 - CheckInBackup folder. 
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Important: Your .esp/.esm file should have the ‘esm’ flag. For steps on adding the ‘esm’ flag to your 


mod, see ESM-ifying 


Copy your mod and any master files it relies on to the Skyrim\Merging\ Data folder. For Skyrim 
Special Edition that’s Skyrim Special Edition \Merging\ Data folder. 


F Mm > C:\Program Files (x86)\Steam\steamapps\common\Skyrim\Merging\Data 


a This PC Local Disk (C:) Program Files (x86) Stearn steamapps common Skyrim Merging Data 


Name Date modified Type 
w® Quick access 


B Skyrim.esm 7/11/2020 2:28 PM 
= 0 ne D rive B u p re ate.,esm 20 $ 
MM This PC B wWyrmstooth.esp 16/09/2021 11:45 AM The Elder Scrolls C.., 
WSF 


MM Desktop 

BB Documents 
jm Local Disk (C:) 
@m, Local Disk (D:) 


= Local Disk (Ds) 


a Network 


3Zitems | State: BA Shared | 





Figure 1458 - Skyrim.esm, Update.esm and our master file copied to the Skyrim\Merging\ Data folder. 
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Open your SkyrimEditor.ini file. 
Under the [General] tab, add the following lines: 


bUseVersionControl=1 

SNetwork Path=\\<YourPCName>\Merging\ 
SNewVersionBackupPath=\\<YourPCName>\Merging\VersionBackup\ 
SNetworkMasterPath=\\<YourPCName>\Merging\Data\ 
SLocalSavePath=Saves \ 

SLocalMasterPath=Data\ 

SLocalBackupPath=Data\CheckInBackup 


Replace <YourPCName> with the name of your PC. To find your PC’s name on Windows 10, 
run msinfo32 and check the ‘Device Name’ property. 





) SkyrimEditor.ini - Notepad = Oo x 
¥ Pp 


File Edit Format View Help 

[General] 

bUseVersionControl=1 

SNetwork Path=\\Jonx@r-PC\Merging\ 





5 h=Da 
uiFaceGenMaxEGT DataSize=67 108864 
uiFaceGenMaxEGMDataSize=67 108864 
bUseE yeEnviMapping=1 
bFixFaceNormals=6 
bUseFaceGenHeads=1 
bFaceMipMaps=1 
bExternaLLODDataFiles=1 
bOnlLyActiveFileForRef Fix=1 
bForceCheckOutOnRef Fix=6 
bFixPersistenceOnRefInit=6 
bFixBadLocRefsOnInit=6 
iCheckCellRegionsOnInit=6 
bCheckDoorCollisionOnInit=6 
bwarnOnGameSettingLoad=6 
bFaceGenTexturing=1 
bCheckHairOnInit=6 
bKeepHeadOnRaceChange=8 
bCreateShaderPackage=6 
uGridDistantTreeRangeCity=4 
uGridDistantCountCity=4 
uGridDistantTreeRange=15 
uGridDistantCount=25 
uGridsToLoad=5 


bAnimationUseBlendFromPose=6 
FAR mati AnNat anil tR1 AnAdA-—f DAMA 
< > 





Ln 2, Col 1 100% Windows (CRLF) UTF-8 





Figure 1459 - SkyrimEditor.ini with Version Control set up. 
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Open your SkyrimEditorPrefs.ini file and add the following lines: 


[WhoCanMerge ] 
<YourUsername>=l1 


Replace <YourUsername> with the name of your Windows user account. 


To get your user account name, run CMD.exe and look at the command prompt. 





©) *SkyrimEditorPrefs.ini - Notepad _ O x 


File Edit Format View Help 
uDef Color e@4=6 A 
uDef Color @3=6 
uDefCoLor@2=6 
uDefCoLlor@1=6 

uDef Color eg=6 
FRCoLorB=1. 9006 
fRCoLorG=1. 8686 
fRCoLorR=1. 6606 

f LColorB=6. G60 
fLColorG=6. 6600 

fF LCoLorR=6. 9006 
fDrawHeight=16. 8600 
iOpacity=36 

iFalloff=?75 

iRadius=1 

iFlags=1 

[Movement ] 

iAutoSave Time=6 

FClip Dist=300000. 8688 
fland Mult=1. e606 

fCamera Pan=16. 6606 
fCamera Zoom Ortho=6.0616 
fCamera Zoom=1. 8600 
fCamera Rotate=1. 9000 

fObj Move=1. 9000 

fObj Rotate=G. 1900 

iArrow Snap=64 

iSnap Angle=45 

iSnap Grid=16 

uFlags=26 

[SpellCheck] 
bSpellCheckEnabled=1 
[NavMeshOverLay] 
uOverlLayCoLlorPref=88888088 
[whoCanMerge ] 
Jonx@r=1 









Ln 630, Col 1 100% Windows (CRLF) UTF-8 





Figure 1460 - User account line added to SkyrimEditorPrefs.ini 
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Back in your Skyrim or Skyrim Special Edition install directory, right-click on the Merging folder 
and select Properties. 


Go to the Sharing tab. 





If no Sharing tab is visible, run ‘services.msc’ and make sure the “Security Accounts Manager’ 
and ‘Server’ services are Running and have their start-up set to Automatic. 


If you need to enable any of these services, you will need to reboot your PC before continuing. 


Merging Properties 


General Sharing Security Previous Versions Customize 


Network File and Folder Sharing 


Merging 
i Hot Shared 
Network Path: 
Mot Shared 


Share... 


Advanced Sharing 


Set custom permissions, create multiple shares, and set other 
advanced sharing options. 


Password Protection 


People must have 4 user account and password for this 
computer to access shared folders, 


To change this setting, use the Network and Sharing Center, 


Close Cancel 





Figure 1467 - Sharing tab. 


Click on the Advanced Sharing button. 
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Tick ‘Share this folder’. 


Make sure the ‘Share name’ is set to ‘Merging’. 


Advanced Sharing 


Share this Folder 


Settings 


Share name: 


Add Remove 


Lirnit the number of sinulkaneous users bo: 


Comments: 


Permissions Caching 


Apply 





Figure 1462 - Sharing the Merging folder. 


Click Permissions. 
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Click Add. 


Permissions for Merging 


Share Pernigsions 


Group of User naries: 


Everyone 


Remove 


Permissions for Everyone Deny 


Full Control 
Change 
Read 


Cancel 





Figure 1463 - Share permissions. 


Enter in your user name and click Check Names. The computer name should be automatically 
added if the user account you typed was found. 


select Users or Groups 


Select this object type: 
Users, Groups, or Built-in secunty principals | Object Types... 


From this locator: 
JOMAOR-PC Locations... 


Enter the object names to select [examples]: 


JOMOR-PCMonesDr Check Names 





Advanced... Cancel 


Figure 1464 - Adding your user account. 
Click OK. 
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With your user account selected, tick Change in the Permissions list below. 


Permissions for Merging 


Share Pernigsions 


Group of User aries: 


Sz Evervone 
a Jone0r JONSOR-PC one] 


Remove 


Permissions for JoreUr Deny 


Full Control 
Change 
Read 


Cancel 


Figure 1465 - Giving yourself Change permissions. 
Click OK to close out of Share Permissions. 
Click OK to close out of Advanced Sharing. 


Click OK to close out of Merging Properties. 
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Now we need to share the CheckInBackup folder. 


Go to Data, right-click on CheckInBackup and select Propertties. 
Go to the Sharing tab. 


 ChecklnBackup Properties 


General Sharing Security Previous Versions Customize 


Network File and Folder Sharing 


Check] nB ackup 
l Mot Shared 


Network Path: 
Mot Shared 


Share... 


Advanced Sharing 


Set custom permissions, create rnultiple shares, and set other 
advanced sharing options. 


Password Protection 


People must have a user account and password for this 
computer to access shared folders, 


To change thit setting, use the Network and Sharing Center, 





Cancel 


Figure 1466 - Sharing tab for the CheckInBackup folder. 
Click on Advanced Sharing. 
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Tick ‘Share this folder’. 


Make sure the ‘Share name’ ts set to “CheckInBackup’. 


Advanced Sharing 


Settings 


Share name: 


Add Remove 


Lirnit the number of simultaneous users bo: 


Comments: 


Permissions Caching 


Apply 





Figure 1467 - Creating the CheckInBackup share. 
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Click Permissions. 


Click Add. 


Permissions for ChecklnBackup 


Share Pernigsioans 


Group of User naries: 


AE verone 


Remove 


Permissions for Everyone Dery 
Full Control 
Change 


Read 





Cancel 


Figure 1468 - Adding share permissions. 


Enter in your user name and click Check Names. The computer name should be automatically 
added if the user account you typed was found. 


select Users or Groups 


Select this object type: 
Users, Groups, or Built-in secunty principals Object Types... 


From this locators: 
JOMAOR-PC Locations... 


Enter the object names to select [examples]: 


JONS08-PC Worst] Check Names 


Advanced... Cancel 





Figure 1469 - Adding your user account. 
Click OK. 


With vour user account selected, tick ‘Change’ in the Permissions list. 
y ) s 
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Permissions for ChecklnBackup 


Share Permigzsions 


Group of User naries: 


SF Everyone 
a Jone0r JONOR-PC ore] 


Remove 


Permissions for JorsUr Dery 


Full Control 
Change 
Read 


Cancel 


Figure 1470 - Giving yourself Change permission on the share. 


Click OK to close out of Share Permissions. 
Click OK to close out of Advanced Sharing. 
Click OK to close out of CheckInBackup Properties. 
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If you can’t connect to your shares by running \\<YourComputerName>\ Merging and 
\\<YourComputerName>\CheckInBackup, read on. 


Click on “Turn Windows features on or off’. 





6] Control Panel\All Control Panel Items\P rograms and Features 
<€ > - ©] > Control Panel » All Control Panel Items Programs and Features 
Control Panel Home ‘ 
Uninstall or change a program 
View installed updates To uninstall a program, select it from the list and then click Uninstall, Change, or Repair. 
@ Turn Windows features on or 
off Organize ¥ ad O 
Narne = Publisher Installed On Size Version i 
2@ Microsoft Visual Studio Code (User) Microsoft Corporation 16/07/2021 296MB 1.58.2 
b@ Microsoft Visual Studio Installer Microsoft Corporation 6/11/2020 2,7,3068,929 
#2 Microsoft Windows Desktop Runtime - 3.1.19 (64) Microsoft Corporation 15/09/2021 201MB 3.1.19,30416 
@ Mozilla Firefox (x64 en-US) Mozilla 9/09/2021 205MB 92.0 
1) Mozilla Maintenance Service Mozilla 23/10/2020 327KB 82.0 
& MySQL Connector/ODBC 8.0 Oracle Corporation 26/01/2021 65.0MB 8.0.23 
[m| MySQL Documents 8.0 Oracle Corporation 26/01/2021 81.2MB 8,0,23 
[| MySQL Examples and Samples 8.0 Oracle Corporation 26/01/2021 3,.68MB 8.0.23 
[| MySQL Installer - Community Oracle Corporation 26/01/2021 437MB 1,4.36.0 
fi) mysaL Router 8,0 Oracle Corporation 26/01/2021 149MB 8.0.23 
fi mys Server 8,0 Oracle Corporation 26/01/2021 529MB 8.0.23 
[| MySQL Shell 8.0.23 Oracle and/or its affiliates 26/01/2021 207MB 8.0.23 
fi Mysa Workbench 8,0 CE Oracle Corporation 26/01/2021 133MB 8.0.23 
O Node,js Node,js Foundation 27/04/2021 82.5 MB 14.161 
(uf Notepad++ (64-bit x64) Notepad++ Team 10/06/2021 12.2MB 8.0 
Byvio CUDA Development 10.1 NVIDIA Corporation 4/11/2020 10.1 
Bnvioi CUDA Documentation 10,1 NVIDIA, Corporation 4/11/2020 10.1 
Byvioi CUDA, Runtime 10,1 NVIDIA Corporation 4/11/2020 10.1 
Bi nvioi CUDA Samples 10.1 NVIDIA Corporation 4/11/2020 10.1 ¥ 
“—— Currently installed programs Total size: 16.8 GB 
Ly 117 programs installed 





Figure 1471 - Control panel. 


Browse down to ‘SMB 1.0/CIES File Sharing Support’ and make sure ‘SMB 1.0/CIFS Client’ is 
ticked. If it isn’t, tick it, click OK and reboot your PC. 


_ 


[-) Windows Features 


Turn Windows features on or off 


To turn a feature on, select its check box, To turn a feature off, clear its 
check box, 4 filled box means that only part of the feature is turned on, 


A ml Print and Document Services 
mi Remote Differential Cormpression API support 
I mi Services for MF 
mi simple TOPIP services (he. echo, daytime etc) 
2 Lo SMB TO CIFS File sharing Support 
mi ShIB TOSCIFS Automatic Rernoyval 
=MIB TO CIFS Chent 
[1] | SME 1.0/CIFS Server 
[J SME Direct 
mi Telnet Client 
[| TFTP Client 


[1] Wirtual Machine Platform 


Figure 1472 - SMB 1.0/CIFS Client. 
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Go to Control Panel > Network and Sharing Center. 


Click on ‘Change advanced sharing settings’. 


oo ASR eee 
Ses Control Panel\All Control Panel Iterms\Network and Sharing Center 


ao = Bf og at = : Ps 
€ > »¥ ® > Control Panel > All Control Panel Items Network and Sharing Center 





View your basic network information and set up connections 
Control Panel Home 


View your active networks 
Change adapter settings 


Change advanced sharing Network Access type: Internet 
settings Public network Connections: | Ethernet 


Change your networking settings 


ae Set up a new connection or network 
ad 


Set up a broadband, dial-up, or VPN connection; or set up a router or access point. 


SS} Troubleshoot problems 
Diagnose and repair network problems, or get troubleshooting information. 


. Ee als 0 
Internet Options 


Windows Defender Firewall 





Figure 1473 - Network and Sharing Center. 


Unde Private, tick “Turn on file and printer sharing’. 


Control Panel\All Control Panel Iterns\Network and Sharing Center\Advanced sharing settings 


ee a Control Panel » All Control Panel Iterns Network and Sharing Center » Advanced sharing settings 





Change sharing options for different network profiles 


Windows creates a separate network profile for each network you use. You can choose specific options for 
each profile. 


Private 
Network discovery 


When network discovery is on, this computer can see other network computers and devices and is 
visible to other network computers. 


@) Turn on network discovery 
Turn on automatic setup of network connected devices. 
© Turn off network discovery 


File and printer sharing 


When file and printer sharing is on, files and printers that you have shared from this computer can 
be accessed by people on the network. 


@ Turn on file and printer sharing 
© Turn off file and printer sharing 


Guest or Public (current profile) 


All Networks 


G Save changes Cancel 





Figure 1474 - Enabling file and printer sharing. 
Click ‘Save changes’. 


Run services.msc and make sure the following services are running: Function Discovery Provider 
Host, Function Discovery Resource Publication, SSDP Discovery, UPnP Device Host. 
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Also make sure ‘File and Printer Sharing for Microsoft Networks’ is enabled on your network 


adapter. 


Ethernet Properties 


Networking 


Connect using: 


=) Marvell Yukon 8868056 PCI-E Gigabit Ethernet Controller 


This conmection uses the following then: 


LI = Chent for Microzott Metworks 

‘TA VMware Bridge Protocol 

eaFile and Printer Sharing for Microsoft Networks 
T2)Q0S Packet Scheduler 

a5, Internet Protocol Version 4 [TCP/IP y4] 

a, Microsott Network Adapter Multiplexor Protocol 
os, Micrasott LLDP Protocol Driver 


LJ 
LJ 
s 
< 


lnstall... Uninstall Properties 


Description 


Allows other computers to access resources on your computer 
using 4a Microsott network, 


Cancel 





Figure 1475 - Enabling File and Printer Sharing for Microsoft Networks. 
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Version control and merging changes 


You should now be able to connect to your share by running 
\\<YourComputerName>\ Merging and \\<YourComputerName>\CheckInBackup. 


e.g.: \\jonxOr-pc\Merging and \\jonx0r-pce\CheckInBackup. 


rf B® = \Wjonx0r-pc\Merging 


4 & Network » jonxQr-pc Merging 


Name Date modified Type 


w Quick access 


: F Data 19/09/2021 5:32 PM File folder 
WH Deskto p 


BD versionBacku a] 19/09/2021 5:06 PM File folder 
t Downloads 


BB Documents 
Pictures 
® Data 
mm Skyrim 
BB Skyrim New Lands b 
«Bie 
& OneDrive 
a 
MM Desktop 
& Documents 
jm Local Disk (C:) 
em Local Disk (D:} 
@m, Local Disk (D:) 


a Network 





Figure 1476 - Connecting to a network share. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1111 


Version control and merging changes 


By default, you won’t be able to merge changes made to forms in Skyrim.esm. To be able to do 
this, we'll need to make a small edit to Skyrim.esm with a hex editor. 


We'll need a copy of 


which you can download from Sourceforge. 


Important: Before doing anything, make a backup of your Skyrim.esm file from the Skyrim\Data or 
Skyrim Special Edition \Data folder. 


F cr m™ > | C:\Program Files 


<¢ > vf F This PC Local Disk (C:) Program Files (86) Steam 


wt Quick access 
& OneDrive 
Vv Ll This PC 
MM Desktop 
& Documents 
> jm Local Disk (C:) 
@m, Local Disk (D:) 


@m, Local Disk (D:) 


a Network 


Steam \steamapps\commoar 


Name 


iS Scripts.rar 


‘al Skyrim - Animations.bsa 

‘a Skyrim - Interface.bsa 

‘al Skyrim - Meshes.bsa 

‘al Skyrim - Misc.bsa 

A Skyrim - Shaders.bsa 

at Skyrim - Sounds.bsa 

EB Skyrim - Textures.bsa 

hi Skyrim - Voices.bsa 

FB Skyrim - VoicesExtra.bsa 

Bi Skyrim.esm 

Bi Skyrim.esm. backup 

B SskyUl.bsa 

‘al SkyUlesp 

hia tacotronsamples - Copy.esp 

B tacotronsamples.esp 

B tesann WyN.25p 

a TiminglsEverything.esp 

B Unofficial Skyrim Legendary Edition Patch.bsa 
B Unofficial Skyrim Legendary Edition Patch.esp 
3 Unofficial Skyrim Legendary Edition Patch.ini 
B Update.bsa 

lial Update.esrm 

B Wyrmstooth.bsa 

— Wyrmstooth.bsl 

B Wiyr nstooth.es p 

hal Wyrrnistooth.frap 


79 items | 1 item selected 237MB | 


Open frehed. 


common Skyrim 


ate modified 
7/11/2020 4:40 PM 
7/11/2020 3 


2015 8:20 PM 
2015 8:33 PM 


2021 10:37 PM 


019 2:19PM 
019 2:14 PM 


6/09/2021 1:54 PM 


Type Size 
rar Archive 
BS4, File 
File 
File 
BS4, File 
SA, File 
File 
File 
BS4, File 
BS4, File 
The Elder Scro 
BACKUP File 
BSA, File 
The Elder $ 
The Elder 
The Elder S 
The Elder 
The Elder Scrolls C.., 73 KB 
BS4, File 604,112 KB 
The Elder Scrolls C... 14,967 KB 
Configuration sett... 
S44, File 
The Elder Scrolls C.., 
BSA, File 366,549 KB 
BSL File 601 KB 
The Elder Scralls C... 28,506 KB 
FMAP File 4,096 KB 


Figure 1477 - Backup of Skyrim.esm. 








@ [Untitled] - Frhed 
File Disk Edit View Options 


Registry Bookmarks Misc Help 


Ca | + SB ate 2 | 





0 





Offset 0=0«0 
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END ANSI # OVR SL 


Figure 1478 - Time for some fun with frehed. 


Size: 0 
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Version control and merging changes 


Go to File > Open. 


Select the Skyrim.esm file in your Skyrim\Data or Skyrim Special Edition\Data folder and click 
Open. 


Pi Open 
_— nd E steamapps common Skyy rin Data 


Organize ¥ New folder 


ES Pictures # Marne - Date modified Type 

F Data B Skyrim - Voices.bsa FATT #2020 2:25 PM B34, File 1424.3 70 KB 
a Skyrim ial skyrin - YoicesExtra.bsa FAUT #2020 2:25 Pha BSA, File Wee ie 
F Skyrim New Lan ia SkyTirr. esr FATT /2020 2:25 PM eS Elder ecralle Gr, 245,527 KB 
este B Skyrim.esm.backup ATL 2020 2:20 PM BACKUP File 245,527 KB 
B skyUl.bsa 1e/08/2075 d20 PM B34, File 1,442 KB 

@ OneDrive B skyUlesp Te08/2015 833 PM The Elder Scrolls C... 

B tacotronsam ples - Copy.esp 24/04/2027 10:37 PM Via le lelelt Stelrell |S esp 

AS ia tacotronsamples.esp 250472021 3:54 PM Wn le fell Stele eo, 

WD 30 Objects Bi tesannwyn.esp ef05/2021 642 PM The Elder Scrolls C... 

mm Desktop B TiminglsEverything.esp 1/08/2015 12:03 PM The Elder Scralls C.., 
B Documents ia Unofficial skyrim Legendary Editian Patc.. 9 8/07/2079 2:19 Ph BS File 604.112 KB 
+. Downloads ia Unofficial skyrirn Legendary Edition Pate... = 8/07/2019 2:14 PM Wie ele ete Sieite 8 Laven 14,9677 KB 
b Usic i Unofficial Skyrin Legendary Editian Patc.. 1/08/2014 6:26 PM Configuration sett... 1 KE 
BSS Pictures B Update.bsa FATT /2020 2:25 Ph 14, File 17,020 KB 
BH Videos ] Update.esm FAUT é2020 2:25 Ph The Elder Scrolls C.., 1,454 KB 
arinnaietans ia Visyrrmstooth.bsa 12/08/2027 17:43 4M B34, File 366,549 KB 
BF sirrnstooth.bs! 12/08/2021 11:43 AM BSL File 601 KE 
am Local Disk (D:) BB hidsrrectinth esr TAMIA 115 Abd The Eldar Srealle © 70 5NK KR 


MS This PC 


jam, Local Disk (C1) 


+ | Sky rime sii 





Figure 1479 - Opening the Skyrim.esm file in frehed. 
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Version control and merging changes 


By default, the value of the ninth byte in Skyrim.esm is 81. 


To find this, go to the first row 0000000. Starting from the top-left, go right and look for ‘81’. It 
should be the ninth value pair from the top-left. 














rE] [C:\Program Files (86)\Stearn\stearmapps\common\Skyrim\Data\Skyrim.esm] - Frhed a O x 
File Disk Edit View Options Registry Bookmarks Misc Help 

Oe) & & eB! 44 >> Dl 

ooooo0o 54 45 53 34 2c 00 00 OO 81 00 00 00 00 00 00 00 00 00 OO 00 28 00 00 00 48 45 44 52 Oc OO d? a3 70 3Ff TES4,...Bf.......00e, €...HEDR..x£p? A 
0000022 78 Oa Oe 00 92 OF O00 00 43 4e 41 4d Oa 00 6d 63 61 72 6F 66 61 Ge 6F 00 49 4e 54 56 04 00 c5 26 01 00 x... °...CNAM..mcarofano. INTV. .A&. 
oooodd4 47 52 55 50 25 7a OL 00 47 4d 53 54 00 00 00 00 Oc 4b Oa 00 00 00 00 00 47 4d 53 54 26 00 00 00 00 00 GRUP%Z..GMST..... Katethietes GMST&..... 
oooo066 00 00 64 Oe 00 00 le 68 2b 00 28 00 00 00 45 44 49 44 16 00 66 42 72 69 62 65 53 70 65 65 63 68 63 72. ..d....h+.¢€...EDID..fBribespeechcr 
oooooss 61 66 74 4d 75 6c 74 00 44 41 54 41 04 00 cd cc cc 3d 47 4d 53 54 1c 00 00 OO 00 OO 00 00 63 Oe 00 00 aftmult. DATA. .LII=GMST........ Cesc 
ooooddaa 1e 68 2b 00 28 00 OO 00.45 44 49 44 Oc 00 66 42 72 69 62 65 53 63 61 6c 65 OO 44 41 54 41 04 00 00 OO) w+. C...EDID..fBribescale. DATA. 
oooodce 00 3f 47 4d 53 54 20 00 00 00 00 00 00 00 62 Ge OO OO 1e 68 2b 00 28 00 00 00 45 44 49 44 10 00 66 42 .7GMST ....... b....h+.(...EDID. . FB 
oooodee 72 69 62 65 43 6F 73 74.43 75 72 76.65 00 44 41 54 41 O4 00 33 33 b3 3f 47 4d 53 54 2a 00 00 00 00 OD onset ae DATA. .337 7GMST*..... 
0000110 600 00 dé Od 00 OO la 68 2b 00 28 00 00 00 45 44 49 44 1a 00 66 50 69 63 6b 70 GF 63 6b 65 74 53 6b 69 -h+.€...EDID..FfPickpocketski 
0000132 6c 6c 55 73 65 73 43 75 72 76 65 00 44 41 54 41 04 00 cd cc 4c 3f 47 4d 53 54 1c 00 00 00 00 00 00 OO iiusescurve. DATA. .LIL?GMST........ 
oooog154 e2 73 01 00 19 68 2b 00 28 00 00 00 45 44 49 44 Oc 00 66 4d 69 Ge 42 75 79 4d 75 Gc 74 00 44 41 54 41 as...h+.(...EDID. . FMinBuyMUTT. DATA 
oooo176 604 OO 66 66 86 3F 47 4d 53 54 14 00 00 00 00 00 00 O0 27 7O 01 00 1b 69 55 OO 28 OO 03 00 45 44 49 44 .. FF. 7GMST........ ‘p...1U.€...EDID 
0000198 O04 00 73 4f 72 00 44 41 54 41 04 00 80 26 O1 00 47 4d 53 54 le 00 00 00 00 OO 00 OO 26 70 O01 00 1b 469 .sOr.DATA...&..GMST... 2.00. &p... 74 
oooolba 55 00 28 00 02 00 45 44 49 44 Oe 00 73 48 55 44 43 GF Gd 7O Gc 65 74 65 64 OO 44 41 54 41 04 00 83 26 U.(...EDID. . sHUDCompleted. DATA. ..& 
oooolde O1 00 47 4d 53 54 1b 00 00 00 00 00 00 00 25 70 01 00 1b 69 55 00 28 00 O2 O00 45 44 49 44 Ob 00 73 48 ..GMST........ %p...1U.€...EDID..5H 
ooooife 55 44 46 61 69 6c 65 64 00 44 41 54 41 04 00 79 26 O1 00 47 4d 53 54 1c 00 00 00 00 00 00 00 1b 70 OL UDFailed. DATA. .y&..GMST......... p. 
0000220 600 1b 69 55 00 28 OO O2 00 45 44 49 44 Oc 00 73 48 55 44 53 74 61 72 74 65 64 OO 44 41 54 41 04 00 Za -iU.¢€...EDID..SHUDStarted. DATA. .2 
0000242 26 O01 00 47 4d 53 54 2d 00 00 OO 00 00 00 OO df fe 10 00 12 68 58 00 28 00 OO 00 45 44 49 44 1d 00 66 &. .GMST- ee Bb...hx. €...EDID. .F 
0000264 53 70 65 63 69 61 6c 4c 6f GF 74 4d 61 78 Sa 6F Ge 65 dc 65 76 65 6c 4d 75 Ge 74 OO 44 41 54 41 04 OO) SpecialLootmaxZoneLevelMult. DATA. . 
oooo286 00 00 80 Sf 47 4d 53 54 2b 00 00 00 00 00 00 OO de fe 10 00 12 68 58 00 28 OO 00 00 45 44 49 44 1b OO... 7GMST+....... pbh...hx.€...EDID.. 
oooo2a8 66 53 70 65 63 69 61 6c de GF GF 74 4d 69 Ge 50 43 4c 65 76 65 6c 4d 75 Gc 74 OO 44 41 54 41 04 00 Ga FSpecialLootminPcLevelMult. DATA... 
ooood2ca 99 19 3f 47 4d 53 54 2d 00 00 00 00 00 00 OO dd fe 10 00 12 68 58 00 28 OO 00 00 45 44 49 44 1d 00 66 ..7GMST-....... ¥p...hx. €...EDID..F 
ooog2ec 53 70 65 63 69 61 6c 4c 6f GF 74 4d 69 Ge Sa 6F Ge 65 de 65 76 65 6c 4d 75 Ge 74 OO 44 41 54 41 04 OO) SpecialLootminZoneLevelMult. DATA. . 
oooogs0e cd cc cc 38 47 4d 53 54 26 00 00 00 00 00 00 OO de fe 10 00 12 68 58 00 28 OO 00 00 45 44 49 44 16 OO fII>GMsTé....... Up...hx.€...EDID.. 
0000330 66 53 70 65 63 69 61 6c dc Gf GF 74 57 65 69 G7 6B 74 69 Ge 67 00 44 41 54 41 O4 CO 00 00 80 40 47 4d FSpecialLootweighting. DATA..... @GmM 
0000352 53 54 27 00 00 00 OO 00 00 00 c8 fd 10 00 10 68 2b 00 28 00 00 00 45 44 49 44 17 00 66 45 Ge 63 68 61 ST'....... Ey...h+.€...EDID..fEncha 
oooo3s74 «66e 74 6d 65 6e 74 50 GF 69 Ge 74 73 4d 75 GC 74 00 44 41 54 41 04 00 BF c2 F5 3d 47 4d 53 54 2d 00 OO) ntmentPointsmult. DATA... Ad=GMST-.. 
0000396 00 00 00 00 00 c? Fd 10 00 10 68 2b 00 28 00 00 00 45 44 49 44 1d 00 66 45 Ge 63 68 61 Ge 74 6d 65 Ge ..... cy...h+.€...EDID.. fenchantmen 
oooosb8 74 45 66 66 65 63 74 50 6f 69 Ge 74 73 4d 75 Gc 74 OO 44 41 54 41 04 00 00 OO OO 41 47 4d 53 54 23 00 tEFFectPointsmMult.DATA..... AGMST#. 
oood3sda OO 00 00 00 00 00 c3 fd 10 00 10 68 Oa 00 28 00 00 00 45 44 49 44 13 00 66 53 75 Ge 41 6c 70 68 61 4... Ay...h..€...EDID. . FSunAlphaT 
oooosfc 72 61 Ge 73 54 69 Gd 65 OO 44 41 54 41 04 OO 00 00 00 3Ff 47 4d 53 54 25 00 OO 00 00 00 00 00 Oe cO 23 ransTime.DATA..... PGMST%. we ee eee At 
oood4ie O1 Ob 68 2b 00 27 OO 00 00 45 44 49 44 15 00 69 44 61 79 73 54 GF 52 65 73 7O 61 77 Ge 56 65 6e 64 GF  ..HH+.'...EDID.. iDaysToRespawnvendo 
ooodd4o «672 00 44 41 54 41 04 00 02 00 00 00 47 4d 53 54 22 00 00 00 00 00 00 OO Fc ef 10 00:15 68 2b 00 28 OO r.DATA...... GMST".. eee ee a... ht. €. oe 
AAAAALS cata) An Ar AA AN AA AM AAR FF AM Fr FA fe FA FO AA 7A FA rr ora fe PP Frias AN AA aa ra aa AA AN nel ee wearer eee ew Tele ee eee 1. mere ++ 
Offset 8=0k8 Bits=10000001 Unsigned: B:129,W:129.L:129 ANSI / OVR YL Size: 249371467 

Figure 1480 - Default value of the ninth byte. 

Change 81 to O1. 

rE] [C:\Program Files (86)\Stearn\stearnapps\common\Skyrim\Data\Skyrim.esm “] - Frhed ae O x 
File Disk Edit View Options Registry Bookmarks Misc Help 

mM 44 >> DE 

oooo000 3 54 45 34 2c 00 00 OO OM 00 00 00 00 OO 00 00 00 00 00 00 28 00 OO 00 48 45 44 52 Oc 00 d? a3 7O 3fF TES4, an. eee eee (...HEDR..xfp? A 
ooo0d22 78 Oa os oO 92 OF OO 00 43 4e 41 4d Oa 00 Gd 63 61 72 6F 66 61 Ge 6F 00 49 de 54 56 04 CO c5 2601 00 x... -CNAM, “mcarofano. INTV. .Ag.. 
oooodd4 47 52 55 50 25 7a OL 00 47 4d 53 54 00 00 00 00 Oc 4b Oa 00 00 00 00 00 47 4d 53 54 26 00 00 00 00 OO GRUP%2. -GMST..... Kaw sen GMST&..... 
oooo066 00 00 64 Oe 00 00 le 68 2b 00 28 00 00 00 45 44 49 44 16 00 66 42 72 69 62 65 53 7O 65 65 63 68 63 72 .d....h+.€...EDID. NB aa ictal 
oooooss 61 66 74 4d 75 6c 74 00 44 41 54 41 04 00 cd cc cc 3d 47 4d 53 54 1c 00 00 OO OO OO 00 00 63 Oe 00 OO aftmult. DATA..LII=GMST........ c. 
oooddaa le 68 2b 00 28 00 O00 00.45 44 49 44 Oc 00 66 42 72 69 62 65 53 63 61 6c 65 OO 44 41 54 41 04 00 00 OO) w+. C...EDID..fBribescale. DATA. 
oooodocc 00 3f 47 4d 53 54 20 00 00 00 00 00 00 00 62 Oe OO OO 1e 68 2b 00 28 00 OO 00 45 44 49 44 10 00 66 42) .7GMST ....... b....h+.(...EDID. . FB 
oooodee 72 69 62 65 43 6F 73 74.43 75 72 76.65 00 44 41 54 41 O4 00 33 33 b3 3f 47 4d 53 54 2a 00 00 00 00 OO aad a ae DATA. .337 ?7GMST*..... 
0000110 00 00 dé Od 00 00 la 68 2b 00 28 00 00 00 45 44 49 44 1a 00 66 50 69 63 6b 70 6fF 63 6b 65 74 53 6b 69 -h+.€...EDID..FPickpocketski 
0000132 6c 6c 55 73 65 73 43 75 72 76 65 00 44 41 54 41 04 00 cd cc 4c 3f 47 4d 53 54 1c 00 00 00 00 00 00 00 iiusescurve DATA. .LIL?GMST........ 
0000154 e2 73 01 00 19 68 2b OO 28 OO 00 00 45 44 49 44 Oc OO 66 4d 69 Ge 42 75 79 4d 75 Ge 74 00 44 41 54 41 as...ht+.€...EDID.. PMinBuymult. DATA 
Oooo176 O04 00 66 66 86 3Ff 47 4d 53 54 14 00 00 00 00 00 OO 00 27 7O 01 00 1b 69 55 OO 28 O00 03 00 45 44 49 44 .. FF. 7GMST........ ‘p...1U.€...EDID 
0000198 O04 00 73 4f 72 00 44 41 54 41 04 00 80 26 O1 00 47 4d 53 54 le 00 00 00 00 OO O00 OO 26 70 O1 00 1b 69 ..s0r.DATA...& .GMST........ ép... 4 
ooodlba 55 00 28 00 02 00 45 44 49 44 Ce 00 73 48 55 44 43 GF Gd 7O 6c 65 74 65 64 OO 44 41 54 41 04 00 83 26 ULC... EDID..sHUDCompleted. DATA...& 
ooodlde oO1 00 47 4d 53 54 1b 00 00 00 00 00 00 00 25 70 01 OO 1b 69 55 00 28 00 O2 00 45 44 49 44 Ob 00 73 48 ..GMST........ %p...1U.€...EDID..SH 
oooolfe 55 44 46 61 69 6c 65 64 00 44 41 54 41 04 00 79 26 O1 00 47 4d 53 54 1c 00 00 00 00 00 00 00 1b 70 OL UDFailed. DATA. .y&..GMST......... p. 
0000220 600 1b 69 55 00 28 OO O2 00 45 44 49 44 Oc 00 73 48 55 44 53 74 61 72 74 65 64 OO 44 41 54 41 04 00 Fa .1U.€...EDID..SHUDStarted. DATA. .z 
0000242 26 O01 00 47 4d 53 54 2d 00 00 OO 00 00 00 OO df fe 10 00 12 68 58 00 28 00 OO 00 45 44 49 44 1d 00 66 &. .GMST- eens eer Bh...hx. (...EDID. .F 
0000264 53 70 65 63 69 61 6c 4c 6f GF 74 4d 61 78 Sa 6F Ge 65 dc 65 76 65 6c 4d 75 Gc 74 CO 44 41 54 41 04 OO) SpecialLootmaxZoneLevelMult. DATA. . 
ooo0286 O00 00 80 3f 47 4d 53 54 2b 00 00 00 00 00 00 OO de fe 10 00 12 68 58 00 28 OO 00 00 45 44 49 44 1b OO)... 2GMST+....... pbh...hx.(€...EDID.. 
oooo2a8 66 53 70 65 63 69 61 6c de Gf GF 74 4d 69 Ge 50 43 4c 65 76 65 6c 4d 75 Gc 74 OO 44 41 54 41 04 00 Ga FSpecialLootminPcLevelMult. DATA... 
oood2ca 99 19 3f 47 4d 53 54 2d 00 00 00 00 00 00 00 dd fe 10 00 12 68 58 00 28 OO OO 00 45 44 49 44 1d 00 66. ..7GMST-....... ¥p...hx. €...EDID..F 
oooo2ec 53 70 65 63 69 61 6c 4c 6f GF 74 4d 69 Ge Sa 6F Ge 65 dc 65 76 65 6c 4d 75 Ge 74 OO 44 41 54 41 04 OO) SpecialLootminZoneLevelMult. DATA. . 
oooos0e cd cc cc 3e 47 4d 53 54 26 00 00 00 00 00 00 OO de fe 10 00 12 68 58 OO 28 OO 00 00 45 44 49 44 16 OO fII>GMsTé....... Up...hxX.€...EDID.. 
0000330 66 53 70 65 63 69 61 6c dc Gf GF 74 57 65 69 G7 GE 74 69 Ge 67 00 44 41 54 41 O4 C0 00 00 80 40 47 4d FSpecialLootweighting. DATA..... @GmM 
0000352 53 54 27 00 00 00 00 00 00 00 c& fd 10 00 10 68 2b 00 28 00 00 00 45 44 49 44 17 00 66 45 Ge 63 68 61 ST'....... Ey...ht+.€...EDID..fEncha 
oooo374 6e 74 6d 65 6e 74 50 6F 69 Ge 74 73 4d 75 Gc 74 00 44 41 54 41 04 00 BF c2 F5 3d 47 4d 53 54 2d 00 OO) ntmentPointsmMult. DATA... AG=GMST-.. 
0000396 00 00 00 00 00 c? Fd 10 00 10 68 2b 00 28 00 00 00 45 44 49 44 1d 00 66 45 Ge 63 68 61 Ge 74 6d 65 Ge ..... cy...h+.€...EDID.. fenchantmen 
oooosb8 74 45 66 66 65 63 74 50 6f 69 Ge 74 73 4d 75 Gc 74 OO 44 41 54 41 04 00 00 OO OO 41 47 4d 53 54 23 00 =tEFFectPointsmMult.DATA..... AGMST#. 
oood3sda O00 00 00 00 00 00 c3 Fd 10 00 10 68 Oa 00 28 OO OO 00 45 44 49 44 13 00 66 53 75 Ge 41 6c 70 68 61 4... Ay...h..€...EDID.. FSunalphaT 
oooosfc 72 61 6e 73 54 69 Gd 65 OO 44 41 54 41 04 00 00 00 00 ZF 47 4d 53 54 25 00 OO 00 00 00 00 OO Oe cO 23 ransTime.DATA..... PGMST%. wee eee Agt 
oood4ie O1 Ob 68 2b 00 27 OO 00 00 45 44 49 44 15 00 69 44 61 79 73 54 GF 52 65 73 7O 61 77 Ge 56 65 be 64 6F FN elas AO a alba ag li 
ooodd4o0 «672 00 44 41 54 41 04 00 02 00 00 00 47 4d 53 54 22 00 00 00 00 00 00 OO Fc ef 10 00 15 68 2b 00 28 OO r.DATA...... GMST". we eee ht. ¢. ¥ 
AAAMAAL A aa an ar aa an aa an an or an fai re ra o- 7A cnr aa ra 7A ra | a od ra o- box tt ud Pato aA An aa aa ra aa “wa Aan --! -- ener ddl) hel Rae we . 
Offset 8=0k8 Bits=00000001 Unsigned: B:1,W:1,L:1 ANSI / OVR YL Size; 249371467 


Figure 1481 - Changing the value of the ninth byte. 
Go to File > Save. 


Close frehed. 


Important: If you want to play the game, rename the current Skyrim.esm file to Skyrim.esm.hexedited, 
and rename the Skyrim.esm.backup file back to Skyrim.esm. 
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Version control and merging changes 


Copy the Skyrim.esm file from your Skyrim\Data or Skyrim Special Edition\Data folder to your 
Skyrim\Merging\Data or Skyrim Special Edition\Merging\Data folder. 


Overwrite the Skyrim.esm file we copied there previously. 
Launch the Creation Kit. 


Click OK to the Perforce Interface warning. 


Perforce Interface 


Unable to initialize perforce, check your logs for more 
information, 





Figure 14582 - Perforce Interface warning. 
Things will look a bit different. 


@e= [DLC] Creation Kit *** EDITOR UPDATE AVAILABLE *** = x 
File Edit View World NavMesh Character Gameplay Help 











ea| cb | eS?| <2) | | ad | onl] OY, mal OD) BK) e|e9|@|(0| 69] 08| G| 1) Fl] ll pe] %| 2 || ©| || @| Time of day, —— }—— 10.00 


Render Window 





LEditoID Form ID Count | Users | 
bey CelWaterCurrentMarker 00000061 
a COCMarkerHeading 00000032 

+) Actor _———— 

Actor Action Se CollisionMarker 00000021 
BodyPartData BF DivineMarker poo00005 
-LeveledCharacter |i, DootMarker coooo001 
Perk a FurnitureMarker01 oo000064 
TalkingActivator o FurnitureMarker02 00000065 
+] Audio a FurnitureMarker03 OO000066 
=]. Character tod FurnitureMarker04 oo000067 
Association Type a FurnitureMarker05 oo000068 


o 
Oo 








=| Actors 






































Class j 00000012 
Equip Slot : 00000010 
Faction 00000015 
HeadPart ooooo003 
Movement Type ooo00017 
Anne d 00000020 

o000001F 


ee ooooo006 
Relationship 
oo000002 


SM Event Node 
VoiceType BF WaterCurentMarker oooo0062 


=) Items a WeaterCurrentZoneMarker ooo000C4 
+). Magic BE xMarker o0000038 
Miscellaneous xm arkerHeading 00000034 











ooo ololololo;|ololiololol oo oo oo; oo oe 
oioioio ono oo ooo oo ooooo oo oo aa 














+) SpecialE ffect 

+). WorldD ata 

=| WorldObjects 
- Activator 

+). Container 
Door 
Flora 
Furniture 
Grass 
Light 
MovableStatic 



































» Static 
Static Collection 
Tree 
=All 





Cc e lV levy 
World Space | Interiors . | No Cell Selected 
x Y Go 


Tl Loaded at top 


jEdtoiD | Name | L| Comds | bow. | | Editor Form Type. 

















Figure 1483 - Creation Kit with Version Control enabled. 


Go to File > Data. 
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Version control and merging changes 


Tick your master file in the Plugin/Master Files list. 
Click OK to begin loading. 


Data 


PluginMaster Files Created By Parent Masters 


Bethesda Game Studios Filename 


LI Call Follower.esp Plugin File SK yrirn esr 


S Urry eos 
LO Wioyrmetooth-largerlandl.. Plugin File pdatle.esm 


LJ tacotronzamples - Cop... Plugin File 


LI tacotronsamples.esp Plugin File 


CO Extended Encounters -... Plugin File 
CO Extended Encounters... Plugin File 
LO AelaTestCell esp Plugin File 
LJ Oeclusion.esp Plugin File 
asl Wioyrmetooth, esp Master File 


= Created On: = 10/21 /20205:11 PM File Version; = 1. 7000 
LI tezannwyn.esp Plugin File 


“Last Moditted 3/12/4021 11:45 PM Curent 1.7000 


Details... | | OF. | Cancel | 


Figure 1484 - Loading your master file. 





Click “Yes To AIP to all the warning pop-ups. 


MASTERFILE: Badly formatted message string an message 
‘Help FavoritesConsole (OOIOFC3S 2), 


“Wes To all’ will disable all Ywarnings for this context, 


Mo | Yes to all | 


Figure 1485 - Ignore the warnings. 
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Version control and merging changes 


Go back to File > Data. 


Data a 


PluginMaster Files Created B ee —___— Parent Masters 


Bethesda Game Studios = Game Studias Filename | 
| ash SK Wrirn. &S0ri Master File Summary 
asl Update. esm Master File 
LI Cawnguard.esmi Master File 
| LI HearthFires.esmi Master File 
LJ Cragonborn.esm Master File 
LI Unofficial Skyrin Lege... Master File 
asl Wioyrmetooth, esp Master File 
| OO Wyrmetooth-originalesp = Master File 


CO TiminglsEverthing.esp = Plugin File 

ae Created On: 11/7/2020 1:26 PM File Version.  U.9400 
LO SkyUlesp Plugin File = 
v1 One tite-rld ka ee OL a=. Cil- ‘f Last Modified: hs | 9/2021 6:56 PH Curent 1 OOo 


set as Active File | Details... | Upload to Steam 'Workehop | Cancel | 


Figure 1486 - Plugin list. 





Highlight Skyrim.esm and click on the Details button. 
Click Yes to the “Empty List?’ pop-up. 


Ernprty List? 


Do you warntto Use an empty list to save memoryr 





Figure 1487 - ‘Empty Liste’ popup. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1117 


Version control and merging changes 


You should see a blank File Details list. 


OB File Details 


More Info | 


Figure 1488 - Blank File Details. 





The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1118 


Version control and merging changes 


Press CTRL + Shift + B. 


Click Yes to the “Confirm Bit Array File Update’ pop-up. 


Contirn Bit Array File Update. 


You have chosen to create‘Update the bit array files for the current file, 
This operation cannot be Undone and may take a long time to 
complete, 


Do vou wish to continue? 





Figure 1489 - Confirm Bit Array File Update pop-up. 
Now click Close to the File Details list. 


You should now see the following files in your Skyrim\Merging\Data or Skyrim Special 
Edition \Merging\ Data folder: Skyrim.fid, Skyrim.fud, Skyrim.fvd. 


F Bm = C:\Program Files (<86)\Steam\steamapps\commoan\Skyrim\Merging\Data 


€<¢ > vf F This PC Local Disk (C:) Program Files (x86) Steam steamapps common Skyrim Merging Data 


Name Date modified Type Size 


wm Quick access 
Skyrim.esm 19/09/2021 6:58 PM The Elder Scrolls C... 243,527 KB 

Fa Deskto p B - 
ae Bi Skyrim.fid 19/09/2021 8:16 PM FID File 2,048 KB 
¥ Download BW Skyrirn.fud 19/09/2021 8:16 PM FUD File 49,152 KB 
Bi Skyrim.fvd FVD File 24,576 KB 
Pictures B Update.esm ?/ 2 The Elder § C 1,484 KB 


BB Documents 


Data Bi Wyrmstooth.esp 2/08/2021 11:45 PM The Elder § 
Bm Skyrirn 

® Skyrim New Lands h 

wine 


@& OneDrive 


MM This PC 
MM Desktop 
5 Documents 
j@ Local Disk (C:) 


am Local Disk (D:) 
em Local Disk (D:) 


¥ Network 





6items | 3 items selected 73.9MB | State: BA Shared | 


Figure 1490 - Skyrim.fid, Skyrim.fud, Skyrim.fod files created. 
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Version control and merging changes 


Next, with Data still open, highlight your mod and repeat these steps to create a set of .fid, .fud, 
and .fvd files for your mod. 


Data 


Plugin.Master Files Created By Parent Masters 


Bethesda Game Studias Filename 


Fi Sky rine. G80 Master File Summary Skyrin. srr 
Fl Update. esm Master File Update. esr 
L) Dawnguard.esm Master File Version: 1.75.5 

LI HearthFires.esmi Master File 


LJ OCragonborn.esrn Master File 


= eelislulet. Skyrin Lege... Master File 


oO ir adiasiieatianalesh Master File 


CO TiminglsEvernthing.esp = Plugin File . . 
= Created Ure 10/27 220205:71 PM File Version: = 1. 000 
CO SkvUlesp _ File 


a ee eee eee hint Eile Last Modited 8/12/2021 11:45 PM ume: 7 slulutu 
Set at Active File | Details... | Upload to Stearn Workshop | | OK | Cancel | 


Figure 1491 - Generating the .fid, .fud and .fud files for our mod. 





ff Mm = | C:\Program Files ¢ team\steamapps\common\Skyrim\Merging\Data 


| File Home Share View 


ee a a eee Local Disk (C:) Program Files (86) Steam steamapps common Skyrim Merging Data 


Name Date modified Type 
ew Quick access 
MM Desktop EB Skyrim.esm of 6:58 Ply The Elder Scrolls C.., 
B Skyrimfid of M FID File 
$ Downloads ia Skyrim.fud of 9:95 Ply FLID File 
Documents B Skyrim.fvd oy M FVD File 
& Pictures B Update.esrn 7 8 PN The Elder Scrolls C... 


B® Data B wWyrmstooth.esp 

BB Skyrim lial VWyrmstooth.fid 

F Skyrimn New Lands B Wyrm stooth.fud 

wi & Wyrmstooth. fd 
wine 


@& OneDrive 


MM This PC 
MM Desktop 
is] Documents 


jj Local Disk (C:) 


= Local Disk (D:} 
@ Local Disk (D:) 


- Network 


2/08/2021 11:45 PM The Elder Scrolls C.., 
19/09/2021 8:26 PM FID File 
19/09/2021 8:26 PM FUD File 49,152 KB 
19/09/2021 8:26 PM FVD File 24,576 KB 


9items | 3 items selected 73.9MB | State: BA Shared | 


Figure 1492 - fid, .fud, .fud files have been created. 
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Version control and merging changes 


Important: Close and re-open the Creation Kit. If we don’t do that at this stage, the Creation Kit may 
crash. 


Also, if the file extension of your master file is .esp, you’ll need to change it at this point to .esm in both 
yout Skyrim\Data or Skyrim Special Edition\Data and Skyrim\Merging\Data or Skyrim Special 
Edition \ Merging \ Data folders. 


Once again, tick your master file in the Plugin/Master Files list. 
Click OK to begin loading. 
Data 


PluginMaster Files Created By Parent Masters 


Bethesda Game Studias Filename 
LO Skyrinn.esmn Master File Summary =summ.eam 
LI Update. esm Master File pose eel 
LI Cawnguard.esmi Master File 
LI HearthFires.esmi Masher File 
LO OCraganborn.esrn Master File 
LJ Unofficial Skyrin Lege... Master File 


OO Wwrmstooth-originalesp Master File 


ew yrmstooth, esr Master File 


CO TiminglsEvernthing.ezp = Plugin File 
es Created Or 9 202027 5:35 PM File Version; = 1. 000 
LO SkyUlesp oo File 


TT Denar titerdd kde Lia wate. Cle Last Modited: 6812/2021 11:45 PM Summer: 4) slut 


Set as Active File | Details... | | | OK Cancel | 


Figure 1493 - Loading your master file. 





Right, now we should be ready to merge changes. But before we can do that, we need to make 
some changes to merge. 
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Version control and merging changes 


Just for the sake of this example, ’'m going to add a barrel to an existing cell just to create a new 
recotd that we can merge into our master file. 





WyrmstoothTombOfVulom [Free camera, perspective] - M#: 28.54% (45.28 MB / 157.00 MB) 


, Ya x » 
— ia =< 
, ~ ~~. 
7 = 





Figure 1494 - New barrel. 


Go to File > Save. 
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Version control and merging changes 


Set the name of the .esp file. In my example, I just called it ‘testmerge’. 


Next we’re going to merge this testmerge.esp file into our master. 


steamapps common Skyy FLT 


Organize ¥ New folder 


Mame - Date modified Type 


Quick access 


| Backup 28/06/4027 6:15 PM File folder 

OneDrive BD checkinBackup 19/09/2021 5:06 PM File folder 

ME This PC EB Dialoqueiews Oe? 46 AM File folder 

= =e Bh fomod 1407/2015 7:37 PM File folder 
3D Objects ; et : nae 

BD interface 11/01/2021 944 AM File folder 

ee BE Losettings 6/09/2021 12:59 PM Silke Gale zy 

ES Documents SDats 7/11/2020 4:40 PM File folder 

Downloads Weshes 11/09/77027 6:50 PM File folder 

winste lusi 10/08/2021 9:51 4AM File folder 

ES Pictures | Readmes 2FfOF/2015 3:30 PM File folder 

B scripts 9/09/2021 6:49 PM File folder 

F shaderstx FATT /2020 4:40 Ph File folder 

1207/2017 5:02 4M File folder 

ae Oe W Sound 1/08/2021 8:00 PM File folder 

= Lo cal BE (D 4 Fr Stri nq a Hise | Lf? 2 0 A765 p hi File fald [lr 


— ee 1 = 1 2 fa es a Ci -b of Lai} 


Bu vt mS 
™ Wideos 
iat 


sl Local Disk (3) 


oe 


File narne: testmerge ie 


Save as type: | TES Plugin Files (*.esp) 


# Hide Folders 





Figure 1495 - Saving a new plugin file to merge with our master file. 


Click on the Version Control button at the top-left. 


@= [DLC] Creation Kit - [testmerge.esp] *** EDITOR UPDATE AVAILABLE “** _- x 
File Edit View World NavMesh Character Gameplay Help 


a5 | co] | eS] <a] c=) ae] | | Oly. m! S| |) ala) || a)t| 0) || S| || a\@| Ola O|m|a\e Time of day —— }—— 10.00 























































































































c] 
Filter Editor ID Users | ta 
E ‘Actors GF 1stPersondkaviiKatana O0034EB8 0 7 \ 
ear $B 1stPersondxe ooo2zF2FS «= 102 
Actor Action $3), s!PersontxeofY soramor OO0E 3749 0 4 \ 
+]. BodyPartD ata @F 1stPersonBasicF ork 0001F25D 0 2 ( 
)- LeveledCharacter QF 1 stPersonBasicKnite 0001F25C 0 a f 
Perk & 1stPersonBladeofwoe OOOCAFSC OQ 3 \ 
+) TalkingActivator $F 1stPersonBoundS word OOO6SCE4 0 4 \ 
+) Audio $F 1 stPersonCeremonialBlade OO0C5BES 0 1 ‘ 
=). Character @ 1 stPersonDA1 0MaceofMolagB al 000998D1 0 1 ‘ 
Association Type @ 1stPersonDAt ORustyM aceofMolagB al 00055772 0 1 \ 
Class ey 1stPersonD aedricB attleAxe Oo0C8C7B i) 4 
Equip Slot $F 1 stPersonD aedricBow o000D7533 «oO 320 
| 1stPersonD aedricD agger 
Faction 1stP' DaedricD 00084D0B 0 40 3 
H spline . @ 1stPersonDaedricGreatSword 00092505 0 44°04 
ovement Type 19 1 stPersonDaedticMace aoocec7A oo 44 
BI cane G8 1stPersonDaedhicSword OOOSFF33 0 86428 
+ 
noe 1 stPersonDaedricWardxe aoocec7c oo 404 
Race 
Relationship S 1stPersonD aedric\W arhammer ooocec73 i) 4 ON 
SM Event Node GF 1 stPersonDawnbreaker oo07C664 i) 1 \ 
VoiceType Pe 1stPersonDragonPriestD agger 0001C1FD 0 2 ‘ 
Gl: Items GF 1 stPersonDragonPriestStaff 00010200 0 214 
i) Magic @F 1 stPersonDraugBattleAxe O001CBE3 0 12 {3 
+] Miscellaneous @F 1stPersonDraugBow 000302C9 0 93 ‘ 
+) SpecialE ffect |, 1stPersonDraugrGreatsword 00023644 0 10 8 
pi 
&)- WorldData GF 1stPersonDraugHandAxe o002C671 0 10 ‘ 
=) WorldObjects @ 1stPersonDraugMMagicBattledxe 0010E 735 0 1 \ 
f+: Activator @ 1stPersonDraugMagicBow 0010E734 Oo 1 \ 








Figure 1496 - Version control button. 
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Version control and merging changes 


Click on the Select All button, then click on Check Out. 











































































































Version Control x 
~Master File Forms Papyrus Scripts 
Type | File | CurrentUser_ | LastUser | Date Script Name 
"WyrmstoothTombOf¥ulo,.. CELL Wyrmstoo... 12/0)... <Perforce Disabled> 
Static "- Ref to 'Barrel02... REFR None JonxOr 9/20)... 
ee 4 Pending Check Select ail 
@ Altered all Checked Out lerdal baci ee 
My Owned = © All Check In | Check Out | Undo Check Out | Check In Undo Check Out 
[ Remove Forms From Current ESM on Check In 
Close | 
Figure 1497 - Checking out selected changes. 
Click on the Select All button again, then click on Check In. 
Version Control x 
Master File Forms Papyrus Scripts 
|D.[EditorID Type ile | Current User Last User Script Name 
"WyrmstoothTombOf¥ulom' - ( Interior } CELL Wyrmstooth.esp UNKNOWN USER <Perforce Disabled> 
D Static " - Ref to 'Barrel02Static' (O010CO0E3) REFR None UNKNOWN USER 
Static " - Ref to 'Barrel02Static' (0010C0E3) REFR None UNKNOWN USER 
< > 
a 4 Pending Check lect all | Select Al 
ie Shkered (Al Checked Out End Pending Check In Select 4 Select 4 
© My Owned = All i F Check Out | Undo Check Out | Check In | Undo Check Out 
[ Remove Forms From Current ESM on Check In 
Close | 








Figure 1498 - Checking in selected changes. 
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Version control and merging changes 


Enter a check in comment if you want to then click OK. 


Enter Check In Comment 





Figure 1499 - Check In comment, something to describe the changes. 


Select the master file to merge these changes to. 


sd F Network Jor Or-PC Merging Dati 
Organize ¥ New folder 
we Onenrive Mame - Date modified Type 


| Skeyerirn.esmn of0977027 6:58 Phy ve Elder Scrolls C... 245 52 7 KB 

mee B Skyrim.esm 1yog"2021 E The Elder Scrolls t Have 

~ _ ia Updateesm FATT #2020 2:25 PM The Elder Scrolls C.., 1,464 KB 

BP 3D Objects Bf wWyrnstooth.esrn 12/08/2021 11.45 PM The Elder Scrolls ¢... 27.676 KB 
MY Desktop 


B Documents 
t Downloads 
b Music 


Pictures 


Hs Videos 


im, Local Disk (C2) 
am, Local Disk (Du) 


= Local Disk (Ds) 


Network 
= 


File name: | Wyrmstooth.esm 


Save as type: | TES Master Files (*.esrm) 


& Hide Folders 





Figure 1500 - Selecting the master file to merge changes to. 
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Version control and merging changes 


Click No to the “Remap FormIDs’ pop-up. 


Click Close. 


Remap Forrnlbs? 


Do you wish to sélect a Check In Data file to use for assign forms new 


IOs on check in? 





Figure 1507 - ‘Remap FormIDs?’ popup. 





Version Control 





Master File Forms — 


[D.| EdtoriD Type | File | Current User | LastUser | Date 











View 
(* Altered 
( My Owned 


all Checked Out End Pending Check Ir Select All | 


C all 





Check In | Check Out | Undo Check Out | 








[ Remove Forms From Current ESM on Check In 








Papyrus Scripts —— —— 





Script Name 
<Perforce Disabled> 











Close 


Figure 1502 - Version control after changes merged. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 


1126 





Version control and merging changes 


To test the merge, copy your master file from your Skyrim\Merging\Data or Skyrim Special 
Edition \Merging\ Data folder to your Skyrim\Data or Skyrim Special Edition\Data folder. 


Overwrite the existing file. 
Ss Replace or Skip Files 


Copying 1 ttem from Data to Data 


The destination already has a file named 
"Wyrmstooth.esm" 


~” Replace the file in the destination 


ry Skip this file 


a4 Compare info for both files 


Fewer details 





Figure 1503 - Overwrite existing master file. 
Go to File > Data. 
Tick your master file in the Plugin/Master Files list. 
Ensure the merge plugin you created earlier isn’t ticked. 


Click OK. 


Data 


Plugin’ Master Files Created By Parent Masters 


Bethesda Game Studias Filename 
CO Skurirn.eem Master File Sk yrin. em 
LI Update. esm Master File Update. esr 
LJ Cawnguard.esm Master File 
LI HearthFires.esmi Masher File 


SLIM mary 


LO Oragoanborn.esnn Master File 
LJ Unofficial Skyrin Lege... Master File 
LO Wwrmstooth-originalesp Master File 

ew yrmstooth, esr Master File 


CO TiminglsEvernthing.esp = Plugin File . . 
7! Created Ur 202027 5:35 PM File Version: = 1. 000) 
LO SkyUlesp at File 


fel Beate idee 1s wane. Cile Last Modified: 9/20/2021 5:48 PM Sumas 1 slulutu 
Set at Active File | Details... | Upload to Stearn Workshop | | OK | Cancel | 


Figure 1504 - Plugin and master files. 
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Version control and merging changes 


And there’s the barrel we added earlier, now part of the master file. 








Figure 1505 - The barrel merged with the master file. 
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Cleaning your mod in xEdit 


CLEANING YOUR MOD IN XEDIT 


Cleaning will remove temporary records from your mod that are created as you edit cells, and 
will reduce the file size of your mod. First, go ahead and download a copy of TES5Edit or 
SSEF dit from Nexusmods and extract it from the .zip archive. 


Launch TES5EditQuickAutoClean.exe/SSEEditQuickAutoClean.exe. 

















ee Please check or double click the module that you want to Quick Auto Clean O x 
Filter: 
Filename File Order # ESM Load Order FormlD Prefix 


eC Updates Update 


[|] Dawnguard.esm [ESM] [Plugins.txt:2][LoadOrder.txt:2] ESM 
}({_] HearthFires.esm [ESM][Plugins.txt:3][LoadOrder.txt:3] = ESM 
{_] Dragonborn.esm [ESM] [Plugins.txt:4][LoadOrder.txt:4] ESM 
{| Unofficial Skyrim Legendary Edition Patch.esp [ESM] [Plugins.txt:5][LoadOrder.txt:5] ESM 


[_] SkyUlesp 
[_] HighResTexturePackO1.esp 


[_] HighResTexturePackO2.esp 
[_] HighResTexturePack03.esp 
HY) Wyrmstooth.esp 
4 (_] TiminglsEverything.esp 
4 ({_] Extended Encounters.esp 


[Plugins.txt:6] 

[Plugins.txt: ?][LoadOrder.txt:6] 
[Plugins.txt:8][LoadOrder.txt:?] 
[Plugins.txt:9][LoadOrder.txt:5] 
[Plugins.txt:10][LoadOrder.txt:9] 
[Plugins.txt:11] 
[Plugins.txt:12][LoadOrder.txt:10] 


02 


4 (_] Open Cities Skyrim.esp [LoadOrder.txt:11] 
#}[_] tacotronsamples.esp [LoadOrder.txt:12] 
[| Call Follower.esp [Plugins.txt:13] 
+ ({_] ArcheryTrickshotesp [Plugins.txt:14][LoadOrder.txt:13] 
4 (_] AelaTestCell.esp [Plugins.txt:15] 


+ [_] Paper World Map - Lighting Edit.esp 
+] Paper World Map - Wyrmstooth.esp 
+ ({_] Wyrmstooth-largerlandlod.esp 


[Time:201 7-06-19 10:51:40] 
[Time:201 7-06-19 10:51:44] 
[Time:2021-03-05 19:10:55] 
[Tirme:202 1-04-24 22:37:48] 
[Tirne:2021-06-30 20:14:49] 


+) (_] tacotronsamples - Copy.esp 





#{_] Extended Encounters - Orig.esp 


OK 








Figure 1506 - TESS Edit Ouick Auto Clean module selection. 


Select your mod then click OK. 
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Cleaning your mod in xEdit 


Once it’s done, click on the burger menu at the top-left and select Save or press CTRL + S just 
to make sure the changes have been saved before closing the application. 




















& TESSEdit 4.0.3 (Quick Auto Clean) = O x 
= | [02] Wyrrnstooth.esp (BA3A8FES) K > Lak Help @ Videos 3 NexusMods 4 GitHub @®) Discord (®) Patreon © Ko-Fi P PayPal 
FormlD | Editor ID Po [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "ARMA" processed 
A filter has been applied. The treeview contents is fossilized and will not adjust cd atte leila beatae Ne? Moe lal ae St Robbo ale Bgecobl piacessee 
structure to changes. Please remove or re-apply the filter if necessary. Helped sarah ue wsiseapertpels ie a pas liane 
: ackground Loader: [Wyrrmstooth.esp op" " processe 
FormID CROW? [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "MUSC" processed 
es hh TT Lee ee [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SMBN" processed 
L Sens [Oe) Wyirnistootiiesps a AASB ES “|| [00:06] Background Loader: [Wyrmstoath.esp] GRUP Top "SMQN" processed 
File Header [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "DLBR" processed 
‘a : [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "MUST" processed 
Activator 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "DLVW" processed 
+ Ingestible [00:06] Background Loader: [\Wyrmstooth.esp] GRUP Top "WOOP" processed 
-- Armor Addon [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SHOU" processed 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "RELA" processed 
#) Armor 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SCEN" processed 
+ Book [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "OTFT" processed 
fe} Cell [00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SNDR" processed 
Ch [00:06] Background Loader: [Wyrmstooth.esp] Building FormlD index 
7 imate [00:06] Background Loader: [Wyrmstooth.esp] FormlD index built 
+ Constructible Object [00:06] Background Loader: [Wyrmstooth.esp] Building EditorlD index 
-- Container [00:06] Background Loader: [Wyrrnstooth.esp] EditorlD index built 
. : [00:06] Background Loader: [Wyrmstooth.esp] Processing completed 
# Dialog Topic [00:06] Start: & . . 
: : Applying Filter 
+) Dialog Branch [00:07] Done: Applying Filter, [Pass 1] Processed Records: 108273, [Pass 2] Processed Recore 
#4 Dialog View [Undeleting and Disabling References done] Processed Records: 104963, Undeleted Record 
3 Door [Removing "Identical to Master" records done] Processed Records: 104963, Rernoved Reco 
# Encounter Zone LOOT Masterlist Entries 
+) Effect Shader ‘0 eaunhasal 
# Object Effect ages ee 
+ Explosion - crc; OkBA3ASFES 
- Faction util: "TESSEdit v4.0,3° 
= FI [00:00] Quick Clean mode finished. 
= [00:08] Background Loader: finished 
+) FormilD List 
+ Furniture re 
Filter by filename: Po View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammun « > 
[00:08] Background Loader: finished 





Figure 1507 - TESS Edit Quick Auto Clean Complete. 
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CHECKING FOR ERRORS IN XEDIT 


The error checking feature in xEdit can be used to check for bad records which may potentially 


cause crashes in-game. 





Launch xEdit. 
& Module Selection oO - 
Filename File Order « ESM Load Order FormlD Prefix 





eE] Skyrim.esmn [GameMaster]] ESM] 0 


+) [m] Update.esm [Update] ESM 1 #01 
+ {_] Dawnguard.esm [ESM][Plugins.txt:2][LoadOrder.txt:2] = ESM 
#}{] HearthFires.esm [ESM)][Plugins.txt:3][LoadOrder.txt:3] = ESM 
#[_] Dragonborn.esm [ESM] [Plugins.txt:4][LoadOrder.txt:4] ESM 
4 [_] Unofficial Skyrim Legendary Edition Patch.esp [ESM] [Plugins.t<t:5][LoadOrder.txt:5] ESM 
[_] SkyUlesp [Plugins.tet:6] 
[_] HighResTexturePackO1l.esp [Plugins. txt: ?][LoadOrder.txt:6] 
[_] HighResTexturePack02.esp [Plugins.txt:8][LoadOrder.txt:?] 
[_] HighResTexturePackO3.esp [Plugins.txt:9][LoadOrder.txt:8] 
+} Wyrmstooth.esp [Plugins.txt:10][LoadOrder.txt:9] 2 O02 


[| TiminglsEverything.esp 
#)(_] Extended Encounters.esp 
+ [_] Open Cities Skyrim.esp 


[Plugins.txt:11] 
[Plugins.txt:12][LoadOrder.txt:10] 
[LoadOrder.txt:11] 


[LoadOrder.txt:12] 
[Plugins.txt:13] 
[Plugins.txt:14][LoadOrder.txt:13] 
[Plugins.txt:15] 

[Tirme:201 7-06-19 10:51:40] 
[Timme:201 7-06-19 10:51:44] 
[Timme:2021-03-05 19:10:55] 
[Timme:2021-04-24 22:37:48] 
[Tirme:2021-06-30 20:14:49] 


#[_] tacotronsamples.esp 

*(_] Call Follower.esp 

#[_] ArcheryTrickshotesp 

H({_] AelaTestCellesp 

+ ({_] Paper World Map - Lighting Edit.esp 
+ (_] Paper World Map - Wyrmstooth.esp 
4 [_] Wyrmstooth-largerlandlod.esp 
+] tacotronsamples - Copy.esp 





+ [_] Extended Encounters - Orig.esp 


OK 








Figure 1508 - TESS Edit Module Selection. 
Make sure yout .esp file is selected and click OK. 
Wait until the background loader has finished. 
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Right-click on your mod and select ‘Check for Errors’. 


@® Tessedit 4.0.3 





=> [03] Wyrrnstooth.esp (E357BDAF) 











FormlD 





FormlID « 





File Header 
Activator 


) 


ef 


Ingestible 
Armor Addon 
Armor 

Book 

Cell 

Climate 


4) 


i ia ccs a 


Constructible 


& 


Container 


Dialog Topic 


Dialog View 


cs i 


Door 


Encounter Zor 
Effect Shader 
Object Effect 
Explosion 


ie = a 


=) 


Faction 


Flora 
FormlD List 
Furniture 
Global 

Idle Marker 


Image Space 


2 


co) 


Ingredient 


=) 


Key 


Keyword 


Location 
Light 
Load Screen 


Leveled Item 


Co a 2 oC 


Message 

Magic Effect 
Misc, Item 
Moveable Static 


3 i ca i 


Music Type 
Music Track 


@ 


Outfit 
Package 


co) 


be cos Co Cc 


Projectile 
Quest 
Race 


Region 


Relationship 





Scene 











Editor ID 








CRC32 
q FROTRNAE 
Compare to... 


Create delta patch using... 


Remove Filter 

Apply Filter 

Apply Filter for Cleaning 
Apply Filter to show Conflicts 


Apply Filter (selected files only) 
Apply Filter for Cleaning (selected files only) 
Apply Filter to show Conflicts (selected files only) 


Dialog Branch man cheekforenon 


Check for Circular Leveled Lists 


Renumber FormlDs from... 


Inject Forms into master... 
Apply Script... 


Undelete and Disable References 


Remove "Identical to Master" records 


Add 
Mark Modified 


Add Masters... 
Sort Masters (to match current load order) 


Clean Masters (= Remove all unused Masters) 
Hidden 


Other 


Navigation Mesh Info Map 
Non-Player Character (Actor) 








Filter by filename: 








[00:26] Background Loader: finished 


Once the process is 


Checking for errors in xEdit 
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Filter by Narne: 











and © by Value: 











Keep L] children []siblings [1] parent's siblings Legend 





=) Record Header 
Signature 
Data Size 
Record Flags 
FormlD 
Version Control Info 1 
Form Version 
Version Control Info 2 
=} HEDR - Header 
Version 
Number of Records 
Next Object ID 
FST - Unknown 
ELE nknowr 
CNAM - Author 
SNA&AM - Description 
(=) Master Files 
= Master File #0 
MAST - FileName 
DATA - Unknown 
> ) Master File #1 
MAST - FileName 
DATA, - Unknown 
=} Master File #2 
MAST - FileName 
DATA - Unknown 


RN creenshot 
INT¥ - Unknown 


Inknowr 





AKA 
NAT verridden Form 


[03] Wyrmstooth.esp 


TES 
159 


NULL - Null Reference [00000000] 
None 

43 

00 00 


1.700000 


110446 
OOC1D1F6 


JonxOr 
Version: 1.19.5 


Skyrim.esm 
00 00 00 00 00 00 00 00 


Update.esm 
00 00 00 00 00 00 00 00 


Dawnguard.esm 
00 00 00 00 00 00 00 00 


01 00 00 00 


View Messages Information Weapon Spreadsheet Armor Spreadsheet Armmunition Spreadsheet What's New 


Figure 1509 - Selecting ‘Check For Errors’, 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 


complete, the output should state “Done: Checking for Errors’. 
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Checking for errors in xEdit 


For good measure, right-click on your mod and select ‘Check for Circular Leveled Lists’ as well. 


@® Tessedit 4.0.3 





=> [03] Wyrrnstooth.esp (E357BDAF) 





























FormiD Editor ID 
FormlD « CRC32 
oa re 
File Header Compare to... 
(4 Activator Create delta patch using... 
a Ingestble Remove Filter 
: Armor Addon Bpphy Filter 
Armor ‘ A 
i Book Apply Filter for Cleaning 
He Cell Apply Filter to show Conflicts 
Climate Apply Filter (selected files only) 
1 Constructible Apply Filter for Cleaning (selected files only) 
#1 Container Apply Filter to show Conflicts (selected files only) 
# Dialog Topic 
2 Dialog Branch Check for Errors 
cs) 
#1 Door Renumber FormlDs from... 
# Encounter Zor : : 
Inject Forms into master... 
}~ Effect Shader 
Object Effect Apply Script... 
#2 Explosion Undelete and Disable References 
p Facaon Remove "Identical to Master" records 
} Flora 
(» FormiD List Add 
Furniture Mark Modified 
yo dl Add Masters... 
4 Idle Marker 
bE Sort Masters (to match current load order) 
Image Space 
Gi Ingredient Clean Masters (= Remove all unused Masters) 
iH Key Hidden 
ia oe Other 
Location 
~ Light 
Load Screen 
Leveled Item 
i Message 
4 Magic Effect 
4 Misc. Iter 
4} Moveable Static 
) Music Type 
} Music Track 
) Navigation Mesh Info Map 
4) Non-Player Character (Actor) 
Outfit 
} Package 
) Projectile 
Quest 
Race 
Region 
4) Relationship 
Scene 











Filter by filename: 
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[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "FLOR" processed 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "FURN" processed 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "WEAP" processed 
[00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "NPC_" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "KEYM" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "ALCH" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "IDLM" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "COB" processed 
00:06] Background Loader: [Wyrrmstooth.esp] GRUP Top "PROJ" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "LVLI" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "WTHR" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "CLMT" processed 
00:06] Background Loader: [Wyrrmstooth.esp] GRUP Top "SPGD" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "REGN" processed 
00:06) Background Loader: [Wyrmstooth.esp] GRUP Top "NAVI" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "CELL" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "WRLD" processed 
00:06] Background Loader: [Wyrrmstooth.esp] GRUP Top "DIAL" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "QUST" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "PACK" processed 


Dialog View Check for Circular Leveled Lists = (008 Background Loader: [Wyrrmstooth.esp] GRUP Top "LSCR" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "WATR" processed 


00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "EFSH" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "EXPL" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "IMGS" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "FLST" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "VTYP" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "ARMA" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "ECZN" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "LCTN" processed 
00:06) Background Loader: [Wyrmstooth.esp] GRUP Top "MESG" processed 
> 00:06] Background Loader: [WWyrmstooth.esp] GRUP Top "MUSC" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SMBN" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SMOQN" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "DLBR" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "MUST" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "DLV" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "WOOP" processed 
00:06) Background Loader: [Wyrmstooth.esp] GRUP Top "SHOU" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "RELA" processed 
00:06] Background Loader: [Wyrrmstooth.esp] GRUP Top "SCEN" processed 
> 00:06] Background Loader: [Wyrmstooth.esp] GRUP Top “OTFT" processed 
00:06] Background Loader: [Wyrmstooth.esp] GRUP Top "SNDR" processed 
[00:06] Background Loader: [Wyrmstooth.esp] Building FormlD index 
[00:06] Background Loader: [Wyrmstooth.esp] FormlD index built 
[00:06] Background Loader: [Wyrmstooth.esp] Building EditorlD index 
[00:06] Background Loader: [Wyrmstooth.esp] EditorlD index built 
[00:06] Background Loader: [Wyrmstooth.esp] Processing completed 
[00:06] Background Loader: [Skyrim.esmm] Start loading or building reference info, 
[00:06] Background Loader: [TESV.exe] Start loading or building reference info. 
[00:06] Background Loader: [Update.esrm] Start loading or building reference info. 
[00:06] Background Loader: [Dawnquard.esmm] Start loading or building reference info. 
[00:06] Background Loader: [TESV.exe] Done building reference info, 
[00:06] Background Loader: [Wyrmstooth.esp] Start loading or building reference info, 
[00:06] Background Loader: [Update.esrn] Done loading reference info, 
[00:10] Background Loader: [Skyrim.esrm] Done loading reference info. 
[00:20] Background Loader: still building references... 
[00:24] Background Loader: [Wyrmstooth.esp] Done building and saving reference info. 
[00:26] Background Loader: [Dawnquard.esm] Done building and saving reference info. 
[00:26] Background Loader: finished 
[00:00] Start: Checking for Errors 
[00:00] Checking for Errors in [03] Wyrmstooth.esp 
[00:10] still checking for Errors in [03] Wyrmnstooth.esp 
[00:20] still checking for Errors in [03] Wyrmstooth.esp 
[00:30] still checking for Errors in [03] Wyrmstooth.esp 
CUES one: Checking for Errors, Proc d Records: 101705, Errors found: 0, Elapsed Time: 00:33 














View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition Spreadsheet What's New 


[00:33] Done: Checking for Errors, Processed Records: 101705, Errors found: 0, Elapsed Time: 00:33 


Click on the Burger Menu and select Save, or press CTRL + S to save any changes. 


Figure 1510 - Check for Circular Levelled Lists. 
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ESM-ifying your mod in xEdit 


ESM-IFYING YOUR MOD IN XEDIT 


Skyrim’s DLC (Dawnguard, Hearthfire, Dragonborn) contain an “esm’ flag. This flag allows 
other mods to treat the DLC as master files, so you can use content from them in your mods. 
You can add the ‘esm’ flag to your own mod to allow other mods to build upon it in the same 
mannet. 

















Launch xEdit. 
@® Module Selection O x 
Filter: | ] Preset: | | Load Save Delete 
Filename File Order # ESM Load Order = FormlD Prefix 
ee Skyrim.esm [GarmeMaster] | ESM] sO 
+ (mg) Update.esm [Update] ESM 1 


+ ({_] Dawnguard.esm 
+) (_] HearthFires.esm 
4 [_] Dragonborn.esm 
4 [_] Unofficial Skyrim Legendary Edition Patch.esp 
[_] SkyUlesp 
[_] HighResTexturePackO1.esp 
[_] HighResTexturePackO2.esp 
[_] HighResTexturePackO3.esp 


[ESM] [Plugins.txti2][LoadOrder.txt:2] = ESM 
[ESM] [Plugins.txt:3][LoadOrder.txt:3] ESM 
[ESM] [Plugins.txt:4][LoadOrder.txt:4] ESM 
[ESM] [Plugins.txt:5][LoadOrder.txt:5] = ESM 
[Plugins.txt:6] 
[Plugins. txt: ?][LoadOrder.txt:6] 
[Plugins.txt:8][LoadOrder.txt: 7] 
[Plugins.txt:9][LoadOrder.txt:8] 





HY) Wyrmstooth.esp 

4 (_] TiminglsEverything.esp 
#(_] Extended Encounters.esp 
4 [_] Open Cities Skyrim.esp 


[Plugins.txt:10][LoadOrder.txt:9] 2 02 


[Plugins.txt:11] 
[Plugins.txt:12][LoadOrder.txt:10] 
[LoadOrder.txt:11] 


[LoadOrder.txt:12] 
[Plugins.txt:13] 
[Plugins.txt:14][LoadOrder.txt:13] 
[Plugins.txt:15] 

[Timme:201 7-06-19 10:51:40] 
[Timme:201 7-06-19 10:51:44] 
[Timme:2021-03-05 19:10:55] 
[Timme:2021-04-24 22:37:48] 
[Tirme:2021-06-30 20;14;49] 


+){_] tacotronsamples.esp 

+ (_] Call Follower.esp 

4 ([_] ArcheryTrickshotesp 

(| AelaTestCellesp 

+ [_] Paper World Map - Lighting Edit.esp 
+ (_] Paper World Map - Wyrmstooth.esp 
4 [_] Wyrmstooth-largerlandlod.esp 

+ [_] tacotronsamples - Copy.esp 





4 [_] Extended Encounters - Orig.esp 


OK 








Figure 1511 - TESS Edit Module Selection. 
Make sure yout .esp file is selected and click OK. 
Wait until the background loader has finished. 
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ESM-ifying your mod in xEdit 


Right-click on the column to the right of Record Flags and select Edit. 















































@® TESSEdit 4.0.3 — oO x 
= [02] Wyrmstooth.esp (BA3A5FE8) \ File Header < > Lo \ Help @ Videos (3 NexusMods ® GitHub GB Discord (@) Patreon ©) Ko-Fi PB PayPal 
FormlD Editor ID ; 
Filter by Name: | | and =~ by Value: Legend 
oa cere ame | | Keep [| children (_]siblings [_] parent's siblings 
=} [02] Wyrmstooth.esp BA3SABFES A 
aa ELAS i ee UN mE [02] Wyrmstooth.esp 
Activator = Record Header = 
4 Ingestible Signature TES 
+ Armor Addon Data Size 125 
SS arenae re cea 
8 Book FarmiD NULL Edit 
+} Cell 
iin Version Control Info 1 None Hide no conflict and empty rows 
4H Climate Form Version 43 
+ . . Stick to > 
+) Constructible Object Version Control Info 2 00 00 
BS Gontsiner aoe ode Column Widths > 
+) Dialog Topic Version 1.7000 pladoroups : 
+) Dialog Branch Number of Records 10827" Only Master and Leafs : 
+) Dialog View Next Object ID 00C16DC7 
+ Door 
+ Encounter Zone 
4} Effect Shader CNAM - Author JonxOr 
4} Object Effect SNAM - Description Version: 1.19.5 
+ Explosion =} Master Files 
+ Faction =} Master File #0 
+)» Flora MAST - FileName Skyrim.esm 
4 FormilD List DATA, - Unknown 00 00 00 00 00 00 00 00 
+ Furniture =) Master File #1 v 
#-- Global Ville >[ 
Filter by filenarne: | View Messages Information Weapon Spreadsheet Armor Spreadsheet Ammunition: «> 
[00:19] Background Loader: finished 





Figure 1512 - TESS Edit. 


You'll see a warning about editing a module file. Click “Yes ’m absolutely sure’. 


Warning]! 
You are about to edit a module file, 


If vou have the slightest doubt apout 
what the implications of your change 
are you shouldn't be doing it. 





Are you absolutely sure you want to 
continue: 


* Hr... lek ne think about ik some more © Yes Tm absolutely sure 





Figure 1513 - TESS Edit change warning. 
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Tick the ‘ESM’ tick box then click OK. 





@® Edit Value 


Search 
eee 


O x 




















| Localized 














C Ignored 









































OK 








ESM-ifying your mod in xEdit 


Figure 1514 - TESS Edit Edit Value. 


Go to the burger menu and select Save, or press CTRL + S to save this change. Optionally, you 
can also change the file extension of your mod from .esp to .esm. 





@® TESsEdit 4.0.3 





| [02] Wyrmstooth.esp (BA3SASFES) \ File Header 


Localization 








Swe CtrleS Editor Name 

Options ——IRRTTTEEerreeeerneneTn aes . _— beatae! i 
SER ase las Sadlscnt ns ASR OEE CE ROCA TONE TRE UENO 

Activator = Record Header 
+ Ingestible Signature 
4) Armor Addon Data Size 
4 Armor =} Record Flags (sorted) 
+ Book ESM 
+} Cell FormlD 
+) Climate Version Control Info 1 
} Constructible Object Form Version 
+} Container Version Control Info 2 
+ Dialog Topic =} HEDR - Header 
Dialog Branch Version 
* Dialog View Number of Records 
# Door Next Object ID 
+) Encounter Zone FST - Unknowr 
4 Effect Shader DELE - Unknow 
4} Object Effect CNAM - Author 
+ Explosion SNAM - Description 
Faction = Master Files 
+} Flora =) Master File #0 
+} FormlD List MAST - FileName 
} Furniture DATA, - Unknown 
Global Vill< 

filterbyfilenames| | View Messages 


[00:19] Background Loader: finished 


Figure 1515 - TESS Edit Save. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 


Information Weapon Spreadsheet Armor Spreadsheet Ammunition: « 


O x 


> L i‘ \ Help @ Videos 3 NexusMods ® GitHub @®) Discord (® Patreon © Ko-Fi PB PayPal 


Filter by Name: fs and =~ by Value: 
f Keep LJ] children (_]siblings [_] parent's siblings 





[02] Wyrmstooth.esp 


NULL - Null Reference [00000000] 
None 

43 

00 00 


1.700000 
108271 
ooC16DC? 


JonxOr 
Version: 1.19.5 


Skyrim.esm 
00 00 00 00 00 00 00 00 


> 


i> 
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Generating papyrus debugging trace 


GENERATING PAPYRUS DEBUGGING TRACE 


Before packaging your mod, you should do a playtest with papyrus debugging enabled. Papyrus 
debugging will help identify issues with any of your scripts. 


You can enable papyrus debugging in your Skyrim.ini file under the [Papyrus] section. 


The Skyrim.ini file is located under C:\Users\<YourUsername>\Documents\my 
games \Skyrim for Skyrim and C:\Users\<YourUsername>\Documents\my games \Skyrim 
Special Edition for Skyrim Special Edition. 


Set bEnableLogging to 1 and bEnableTrace to 1 as per the screenshot below. 


If these entries don’t exist, add them in. 





| Skyrim.INI - Notepad _ oO x 


File Edit Format View Help 

bAllowLoadGrass=6 A 
fGrassMaxStartFadeDistance=7600. 9800 

fGrassMinStartFadeDistance=6. 0068 


[Decals ] 
uMaxSkinDecalPerActor=66 


[ LightingShader ] 
fDecal LODFadeStart=6.45 
fDecal LODFadeEnd=6.5 


[Imagespace ] 
iRadialBlurLevel=2 


[GeneralWarnings ] 
SGeneralMasterMismatchWarning=One or more plugins could not find the correct versions of the master files they depend on. Errors may occur during load or 


[Archive ] 

sResourceArchiveList=Skyrim - Misc.bsa, Skyrim - Shaders.bsa, Skyrim - Interface.bsa, Skyrim - Animations.bsa, Skyrim - Meshes@.bsa, Skyrim - Meshesl.bsa, 
sResourceArchiveList2=Skyrim - VWoices_en@.bsa, Skyrim - Textures@.bsa, Skyrim - Texturesl.bsa, Skyrim - Textures2.bsa, Skyrim - Textures3.bsa, Skyrim - Te 
bLoad&4rchiveInMemory=1 

sArchiveToLoadInMemoryList=Skyrim - Animations.bsa 


[Combat] 
fMagnetismStrafeHeadingMult=8.6 
fMagnetismLookingMult=6.6 


[Actor ] 
bUs eNavMeshForMovement=6 


[Papyrus ] 
fPostLoadUpdateTimeMS=566.6 
bEnableLogging=1 





bLoadDebugI nf ormation=6 


< > 
Ln 62, Col 1 100% Windows (CRLF) UTF-8 








Figure 1516 - Enabling papyrus debugging in the Skyrim.ini file. 
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Generating papyrus debugging trace 


When you launch the game, a Logs\Script folder will be created containing a Papyrus.#-.log file. 
Each time you launch the game, a new .log file is created, up to a total of four log files. 


F BM = CAUsers\Vonx0r\Documents\my games\Skyrim Special Edition\Logs\Script 


€ - - 4 E JonxOr Jocuments my games Skyrim Special Edition Logs Script 


Date modified 
> © Quick access 
lapyrus.0.log 2/09/2021 6:39 Pl ext Document 
@& OneDrive petals 
v MB This Pc lapyrus.2.log i ™ pagal 
r Pevercie {09/202 ext Document 
MM Desktop ; 
is] Documents 
jm Local Disk (C:) 
am Local Disk (D:) 


@m, Local Disk (D:) 


@ Network 


4items | 





Figure 1517 - Log files. 


Before each release, I do a full play-through of the main quest in Wyrmstooth and any side- 
quests that changed since the last update, then check the log file for warnings or errors. 
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Generating papyrus debugging trace 


Hach log file contains the papyrus trace. 





©) Papyrus.0.log - Notepad _ O x 
File Edit Format View Help 
[99/12/2021 - 66:37:45PM] Papyrus log opened (PC) A 
[69/12/2621 - 66:37:45PM] Update budget: 1.26006@ms (Extra tasklet budget: 1.26006@ms, Load screen budget: 566. 90006Gms } 
[99/12/2621 - 66:37:45PM] Memory page: 128 (min) 512 (max) 153686 (max total) 
[89/12/2621 - 66:37:48PM] Cannot open store for class “DLC1TestPhilAtronach", missing file? 
[69/12/2621 - 66:38:69PM] [ski_activeeffectswidget <SKI_ActiveEffectswWidgetInstance (@7600822)>] INITIALIZED 
[99/12/2621 - 66:38:69PM] [ski_activeeffectswidget <SKI_ActiveEffectswWidgetInstance (@7600822)>]: Updating to script version 2 
[99/12/2621 - 66:38:69PM] Error: File “Unofficial Skyrim Legendary Edition Patch.esp" does not exist or is not currently Loaded. 
stack: 
<unknown self>.Game.GetFormFromFile(} - “<native>" Line ? 
[USLEEPYersionTracking (@566F458)].USLEEP_VersionTrackingScript.ProcessRetroScripts () - “USLEEP_VersionTrackingScript.psc"” Line ? 
[USLEEPYersionTracking (@566F458)].USLEEP_VersionTrackingScript.OnInit(}) - “USLEEP_VYersionTrackingScript.psc" Line ? 
[99/12/2621 - 66:38:69PM] Error: File “Unofficial Skyrim Patch.esp" does not exist or is not currently loaded. 
stack: 
<unknown self>.Game.GetFormFromFile()} - “<native>" Line ? 
[USLEEPYersionTracking (@566F458)].USLEEP_VersionTrackingScript.ProcessRetroScripts () - “USLEEP_VersionTrackingScript.psc" Line ? 
[USLEEP¥ersionTracking (8596F458)].USLEEP_VersionTrackingScript.OnInit() - “USLEEP_VersionTrackingScript.psc" Line ? 
[99/12/2621 - 66:38:69PM] Error: File “Unofficial Dawnguard Patch.esp" does not exist or is not currently Loaded. 
stack: 
<unknown self>.Game.GetFormFromFile(}) - “<native>" Line ? 
[USLEEPYersionTracking (@566F458)].USLEEP_VersionTrackingScript.ProcessRetroScripts () - “USLEEP_VersionTrackingScript.psc" Line ? 
[USLEEP¥ersionTracking (8596F458)].USLEEP_VersionTrackingScript.OnInit() - “USLEEP_VersionTrackingScript.psc" Line ? 
[99/12/2621 - 66:38:69PM] Error: File “Unofficial Hearthfire Patch.esp" does not exist or is not currently loaded. 
stack: 
<unknown self>.Game.GetFormFromFile() - “<native>" Line ? 
[USLEEP¥ersionTracking (8566F458)].USLEEP_VersionTrackingScript.ProcessRetroScripts(} - “USLEEP_VersionTrackingScript.psc" Line ? 
[USLEEPYersionTracking (@5@6F458)].USLEEP_VersionTrackingScript.OnInit() - “USLEEP_VersionTrackingScript.psc" Line ? 
[99/12/2621 - 66:38:69PM] Error: File “Unofficial Dragonborn Patch.esp™ does not exist or is not currently loaded. 
stack: 
<unknown self>.Game.GetFormFromFile() - “<native>" Line ? 
[USLEEP¥ersionTracking (8566F458)].USLEEP_VersionTrackingScript.ProcessRetroScripts()} - “USLEEP_VersionTrackingScript.psc" Line ? 
[USLEEPYersionTracking (@5@6F458)].USLEEP_VersionTrackingScript.OnInit() - “USLEEP_VersionTrackingScript.psc" Line ? 
[99/12/2621 - 66:38:69PM] PATCH 1.9 QUEST HAS STARTED 
[99/12/2621 - 66:38:69PM] DLC1: Starting DLC1 Initialization quest. 
[99/12/2621 - 66:38:69PM] [DLC2_ OF DLC? MQe4_62616E62 <DLC2Init (64616E62)>] DLC2Init quest START 
[99/12/2621 - @6:38:10PM] [SKI_ConfigMenu <SKI_ConfigMenuInstance (@7@@0826)>] INITIALIZED 
[99/12/2621 - 66:38:1EPM] [SKI_ConfigMenu <SKI_ConfigMenuInstance (87@0682@)>]: Updating to script version 2 


Taa #19 49a AG+29.414A0M1 TOV T CAnfiatlanin: £OWT CanfiatlaniutTnctanen fATAAARIANSAT © lnAntind ta cenint vancian 2 ~ 





Ln 1, Col 1 100% Unix (LF) UTF-8 





Figure 1518 - Papyrus debug. 
Most of the trace will come from the base game, DLCs, and other mods you have loaded. 


All my scripts for Wyrmstooth are prefixed with “WT” so I search for that prefix to look for 
warnings or errors that are relevant to my mod. 


When yow’re done testing your papyrus scripts, don’t forget to set bEnableLogging and 
bEnableTrace back to 0. 
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Creating a .bik video file 


CREATING A .BIK VIDEO FILE 


This section will cover the steps required to compress an .avi video in the .bik format so that it 


can be played in-game. 
In order to do this, we'll need a copy of RAD Game Tools. 


For this example, Pll be working with a video I put together in Adobe After Effects. This video 
is used in Wyrmstooth and plays when the player travels to the island for the first time. 





w Adobe After Effects - Wyrmstooth Title.aep 


File Edit Composition Layer Effect Animation View Window Help 
° Workspace: Standard 


Composition: Wwyrmstooth Title w 


Wiyrmstooth Title 


ee | a ad Be | 


Character * 


Duration 


Name 


* _title card 1.pnq As. 


iA 
AV 


— 


* title card 2.png 
& WT_Titl...d.way Wy 40:00 
= x Stroke Over Fill 


E,.8 


33 23 0:00:09:10 wy (Quarter) ow I Active Camera (ow (1 View ow & [¢!] I 


4 
Il 


=e 
et 
a 

wo 
a 

a 
aa 


Wiyrmstooth Title 


il 
meel 


2 ill 


aa *® - Bie @ L~ ) oO ™ F 03:00F 03: 15F wl ga 04: 15F sald OS: 15F 
i ' J 


a 


| 
My 


22 ii 


¢ Source Name 7-3. fx HO QG@ Parent 
ia S WT_Titl..und.way  -+- © | Wone ¥ 
aA 
im 


i=) 


* tithe card 2.png F © !Wone = 
* title card 1.png oF @® one 





Figure 1519 - The video to convert to .bik. 
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Creating a .bik video file 


The first thing we’ll need to do is render an .avi file at lossless quality. 


As per the screenshot below, I set Render Settings to Best Settings and Output Module to 
Lossless. 





UG Adobe After Effects - Wyrmstooth Title.aep * _ Oo x 
File Edit Composition Layer Effect Animation View Window Help 
ee DC | 3 ES or mm 8 ‘7 Sf x a , Workspace: | Standard 


Project Effect Controls: (none) ’ Wyrmstooth Title ow 


Wyrmstooth Title 7 
= 1.007 


00) 
0, 30.00 Fps 


| a | a od De 


Character * 


ame g¢ Type Size Duration 
’ title card i.png MM PNG file 40 KB _ 
’ title card2.png MM PNG file 53 KB 
©. WT_Titl.dway HW ean | 


GB Wyrmsto...tle | Composition 


v “2 0:00:09:10 ty (Quarter) ow I Active Camera ow 


Render Queue 


i] 
Q 
a 

1 
oO 

a 
aa 


null 


>» Current Render Elapsed: Est. Remain: Render 


‘ 


MM 


il 

ei 

0 vd 
=] 


Render @ # Comp Name 
il Wyrmstooth Ti 

» Render Settings: Be = 

Output Module: ct AM Output To: 
30/03/2021, 2:56:10 PM 

» Render Settings: je igs Log: 

Output Module: Custom: 44 Output To: 
v 3 Wyrmstooth Titl 

» Render Settings: | ¥ Log: 

Output Module: | ¥ + Output To: 





Message: - Renders Started: Total Time Elapsed: Most Recent Error: 


Figure 1520 - Rendering from After Effects. 
Important: This will result in a very large file, so make sure you have enough disk space to work with! 


Once the .avi file has rendered, open RAD Video Tools. 
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Select the .avi file and press the “Bink it!’ button. 


@ RAD Video Tools 


Look, ir: | Lf Videos 7| 


Quick access 


Desktop 


Libraries 


‘ewer 


RaD Video Tools: 


a 


Plarne 


Me title.nsd 
Me title.p 


Me twitter.ang 


& Voice Acting in The Elder scrolls Vo Skyrim VWyrenstoot.,, 


4 WT_Tithe-sound.way 

A WTatro way 

4 Wyrenistooth Theme FxX2.imnp3 
4 Wyrenistooth Tithe_1.mpeé 

4 Wyrristooth Tithe_4. avi 

A Wyrrnstooth Title_4.bik 


Me yrrmstooth.png 
< 


File Herne: 


Files of type: 


Advanced play | Analyze file | Batch | 


= Mix in sound | List files... | File inte | 
Bink. it! ec Convert a file | New version? | System info | 


Figure 1521 - Binking the .avz file rendered from After Effects. 
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Creating a .bik video file 


Voce Acting 


Wyrenistooth 
VWyrrnistooth 
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Creating a .bik video file 


Ensure “Compress audio’ ts ticked. Set the ‘Compress level’ to 0 and ‘Convert to rate’ to 44050. 
For ‘Convert to what sound format’, tick ’16-bit/stereo’. 


kd Bink Cormipressor - WWT_Titheavi.. 


Qutput file tro: 
\wT_Title. bik Browse... | | Automatic overwrite? 


Compression sethngs: 
File format: {* Lise Bink 1 [the Bink 2 encoder installs with the Bink 2SDK), Hint entry - Start, end, rate, peak. key, 


ret, emt, blck,, brght, , dencise: 
Overall data rate settings: CISL, Stn, DICK, DION, Qmimna, Eros 


f Automatic [based on input file] Key frame control: 


{° Compress to a data rate [bytes!: | Abs. changed: | 
{° Compress to 4% of the original | Key at least every: | 


Keep peak data rate under a Scaling compression: 


f roultiple of the overall data rate: |3.0 
No scaling * | 
{" specific data rate [bytes | 


How many frames to preview during bandwidth allocation (2-64): E 


| Compress video as grayscale [| Use alpha plane from input file 


Input video settings: 
Frame rate control [fractional frame rates ok): Frame range: Frame size (cropping): scaling type... | 


Force [no adding or removing] to: | Start: | Lett: | Width: | Width: | 
Adjust [adds/removes frames] bo: | End: | Top: | Height: | Height: | 


Contrast - 0 [none] to 127 [mart | De-noie:! De-intelace:! Blended €° Evenlines €° Odd lines 


Smooth 2 - 0 [mone] to 100 [riav): | Brightness 22 - fram O (dark) to 100 [ho change] and up (bright): | 


Black clamp - 0 [hone] to 255 [all): | Gamma correct - from 0 [dark] to 1.0 [ho change) and up [Bright]: | 


i? Compress audio: 
Compress level (O=perceptually lossless, 4=barely lossy, S9=very lossy: 0 Convert to rate (11025, etc): 44050 


Convert to what sound format ¢° 8-bit'mona € 8-bit/stereo €° 16-bit’mono {* 16-bitstereo 





Figure 1522 - Bink settings. 


Click Bink to begin compressing the video. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1143 


Creating a .bik video file 


Once it’s done, confirm you have a .bik file in the same directory as the .avi file. 


@ RAD Video Tools 


Look, ir: | Videos | 


a, 
Plarne 


MWe title.psd 

Me twitter.png 

r¥ Vorce Acting in The Elder scrolls V¥ Skyrim Wyrrnistoot,,, 
Desktop Me wt.jp 4 

& WT_Tithe. ave 


Quick access 


Libraries 4 WT_Tithe-sound. wav 


A WT intro sway Weyrrnistooth 
4 Wyrmnstooth Theme FZ mp3 Wyrmstooth 


4 Wyrrnistooth Tithe_1.roipet 
2 VWAyremstooth Tithe_4.avi 
Netmark 2 Wéyrrnistooth Tithe_4. bik 
Me errstooth.ena 
< 


File Hearne: 


Files of type: 


Advanced play | Analyze file | Batch | 
nd = Mix in sound | List files... | File info | 
Bink it! Smack it! Convert a file | New version? | System info | 


Figure 1523 - .bik file created. 


RaD Video Tools: 





Now we can add it to our mod. 


Note: .bik videos cannot be packed into .bsa archives. I include my .bik video in my mod as a loose file. 
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Creating a .bik video file 


Copy the .bik file to your Skyrim\Data\ Video or Skyrim Special Edition \Data\ Video folder. 


F B= | CAProgram Files ¢ \Stearmsteamapps\common\Skyrim\Data\Video 
| File Home Share 


€<€ > v~f FF This PC Local Disk (C:) Program Files (x86) Steam steammapps 


common Skyrim Data 
Name Date modified 

»® Quic 

mi & BGS_Logo.bik 

Je5 
& ‘WT_Title.bik 


BS Pictures 


@& OneDrive - Personal 
ME This PC 

MM Desktop 

& Documents 

jj Local Disk (C:) 


em Local Disk (D:) 


Network 


Z2items | 





Figure 1524 - .bik file copied to Skyrim directory. 
To play a .bik video, use the following papyrus command: 


Game. PlayBink ("WE Title.bDik”;, false, true, true; crue) 


For more information on the k command, see the article on the Creation Kit wiki. 





Quest: WTBarrowOfThe Wyrm 


Quest Data |} Quest Stages Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts | 








[ StartUp Stage [ ShutDownStage [ Keep Instance Data From Here On 


Log Entry Conditions 





We've arrived at Wyrmstooth. | should ... 


Log Entry 


Papyrus Fragment Advanced 






We've arived at Wyrmstooth. | should follow Lurius to the Imperial mining 


settlement Stonehollow. kmyQuest | NONE 7 


Alias_StaticRedWave. getReferencef). disablefFalse) 





} Start moving the boat. 
BoatIntroMusic. Add()} 
WTLuriusBoatIntroDialoque. Start} 











¥ 
«< > 
Compile | Properties Edit 
. Complete Quest Next quest 
[Fail Quest 
Conditions 
Target Function Name Function Info 
<<] | >> New 
OK 








Figure 1525 - Papyrus to play a .bik video. 
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CHAPTER 12: PACKAGING 
THE MOD FOR RELEASE 
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Porting your mod to Skyrim Special Edition 


PORTING YOUR MOD TO SKYRIM SPECIAL 
EDITION 


If you developed your mod for the original version of Skyrim and would like to port it to Special 
Edition, this section will guide you through that process. 


The first thing you need to do is copy the .esp file from your Skyrim Data folder to your Skyrim 
Special Edition Data folder. 


r Mm > C:\Program File Steam \steamapps\common\sSkyrim Special Edition\Data 


€ - 4 & 5 (x86) Steam steamapps common » Skyrim Special Edition » Data 


Date modified Type 
we Quick access ee Gs 30/04/2018 7:06 


& OneDrive 

ME This PC 
MM Desktop 
is] Documents 
jm Local Disk (C:) 
@m Local Disk (D:) 


a, Local Disk (D:) 


a Network 


510,806 KB 
164,641 KB 
805,056 KB 
File 7K 
BSA, File 1,765,596 KB 
The Elder Scrolls C... 243,900 KB 
BSA, File 1,206 KB 
The Elder Scrolls C... 
The Elder Scrolls C... 
BSA, File 
BSA File 
The Elder Scrolls C... 
23/10/2016 5:25 Al Configuration sett... 
21/10/2020 9:31 PM The Elder Scrolls C... 
i Wiyrmstooth.esp 13/08/2021 12:05 4M The Elder Scrolls C.., 24,339 KB 
‘al Wyrmstooth-skyrimclimate.esp 17/04/2021 2:58 PM The Elder Scrolls C... 44 KB 





73 items | 1 item selected 23.7 MB | State: BA Shared | 


Figure 1526 - Copying the .esp to the Skyrim Special Edition data folder. 
Launch the Skyrim Special Edition Creation Kit. 


Go to File > Data. 











@> Creation Kit 64-bit - x 
File Edit View World NavMesh Character Gameplay Help 
Data... ’ @am OO KR PHD OODHOODAERMS ~a®@ ODOMD®e Time of day 10.00 
Save 
Save and Push Plugin to PC 
ae if Form ID Count Users Model 
Preferences.., gooo001B 0 0 
Validate Loaded Data oo000022 0 0 


Create Archive 


Upload Plugin and Archive to Bethesda.net > 


Compact Active File Forrn IDs 


Convert Active File to Light Master 


Login to Bethesda.net.., 
Logout 


Exit 

HeadPart 
Movement Type 
Package 
Quest 
Race 
Relationship 
SM Event Node 
VoiceT ype 

(4 Items 











Figure 1527 - The Special Edition Creation Kit. 
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Porting your mod to Skyrim Special Edition 


Tick your mod in the Plugin/Master Files list, click ‘Set as Active File’ and click OK. 


Note: If you used xEdit to set the ESM flag in your mod already, you'll need to remove it first, convert 
your mod using the following steps, and then you can add it back. 


Data 


PluginMaster Files Created By Parent Masters 


Filename Shatus Filenarie 


CO HearthFires.esmi Master File SLIM marly SKIN. BM 

LJ Cragonborn.esmn Master iis Version: 1.14.5 Update. esm 

OO ectsvsse001-backpac... Master File Dawwinguard. esr 
LO Unofficial Skyrin Spec... Master File 


ew yrmstooth, esp Active File 
LO Provincial Courier Serv... Plugin File 
LO SkyUl SE.esp Plugin File 
LO Run For ‘our Lives.eep = Plugin File 
CO Cutting Room Flooresp Plugin File Created Or: 6/28/2027 9:44 PM 
U Open Cities Skyrimesp Plugin File Last Modified: 9/11/2021 7:00 PM 


Set as Active File Details... Cancel 





Figure 1528 - Loading your mod. 


Let the Creation Kut load your mod. 


Loading... 


Loading Files... 





Figure 1529 - Loading progress. 


Click “Yes to AIP to the countless warning pop-ups. 


Waring 


, DISLOGUE: Info QO1OFS179 in Topic OGCrimeForcegreetlopic 
(OOO2Z6F DE] in Quest DialoqueCrimeGuards (QO0267EB) passes 
for voice type WT voiceType (03668 BO6) but the shared info 
DialoqgueGSenericFriendDiedShared4 (QOOES650) trom which it 
drauws its response data does not, 


“Yes to all’ will disable all Warnings for this context, 


Yes fo all 





Figure 1530 - Load warnings. 
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Porting your mod to Skyrim Special Edition 


Once the mod loads, take note of the warnings that appear. Most of the time they'll be related to 
issues in the dependencies. 


Some warnings can be ignored, like the one highlighted in the screenshot below. 


©) Warnings 


Cell contains more than one water current marker: vvild 
4utomatic door "WRShackboorMinUsedl' (0006767F) [¢ 
4utomatic door GuboloadDoordi' (00017 79F) [125 unil 
Sutomatic door "ShipTrapdoordiMinUseHidden’ (O0099% 
Unable to Find athach ref 02006718, Sthach ref data wi 
Unable to Find athach ref 02006718, Sthach ref data wi 
Unable to Find atkach ref 02006718, Stkach ref data wi 
Reference atkached to wrong cell For its location: "W'yrir 
4utomatic door ‘dundaitPortalboorO1' (O003DC3F) [25 
4utomatic door AukoloadDoorOi' (00015012) [30% uni 
Sutomatic door 'HelgenkeeptoExteriorOl1 REF’ (OO0SDF¢ 
4utomatic door 'HelgenkeepOibtoExteriorREF' (000905 
Cicclusion box has < 16.0 half-extent and should be sv, 
Cicclusion box has < 16.0 half-extent and should be sv, 
Cell contains more than one COC marker: 'testFalmer'’ (0 
Cell contains more than one COC marker: 'bestGiant’ (Dz 
Quest WTRandomEncsé (03540428) has not been add 
Property Collision on script DLC1VampireLordBlockerS ck 
Info OO10F519 in Topic bSCrimeForcegreetTopic (0002 


< > 


Total Warnings: 28 


























Figure 1531 - Warnings. 


Click on the Save button to save your mod. 


@ Creation Kit 64-bit - [Wyrmstooth.esp] - x 
File Edit View World NavMesh Character Gameplay Help 











shee 22 BL4@ OLN Cam OK DGHOUDHOHRERS ~a®@ ODOMDE Time of day g 10.00 









" Save Plugin (Ctrl+S) F 














Editor ID 








=|): WorldObjects 


|) Activator 











Figure 1532 - Saving the mod. 
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Porting your mod to Skyrim Special Edition 


Now we need to regenerate the facegen data. 


You can do this by selecting your NPCs in the Object Window under Actors > Actor, then press 
CTRL + F4. 


@ Creation Kit 64-bit - [Wyrmstooth.esp] = ol 
File Edit View World NavMesh Character Gameplay Help 





shee 22 BLM ORM Cam OK DGRHOUDHOHFREHS ~@ ODOMDE Time of day u 10.00 | 






Render Window 





B§ Object Window 























































Filter | wt Editor ID Form ID Count Users Name % 
=) Actors a || Bi wAdventurer 03279740 4* 2 Adventure 
| @-Actor Bwtaira 0327435 «= 1* = 10 jira 
i i - Actor Action | | WTAlberthor 0307B242 1 30 Alberthor 
|) BodyPartData | WTAlberthorF almer 0338FE08 yitte 15 Alberthor 
|  LeveledCharact: Bwtdka O385CFD2 Ss 1* 17 Alka 
_~» Perk Bi wrdnduiil O34FDEEB 0 — Anduri 
_ & TalkingActivator |) BI WTANKEE, Contiren 2 Anke Ebo 
(Audio Gi wrBabiir O Babli 
a Character . Bi wrealmir 14 Balmir 
PoP acess Typ: Bi wrBazto Export face gen data for all selected NPCs? 2 Miner 
Emp stot too en 
_ (@: HeadPart es L_No | . ag 
_  -» Movement Type : 
| Package Bi wrBulak 03220693 itis 2 Bulak 
|B Quest SB wiCagedRabbit Os5FAQ?7, = 1* = 0s Rabbit 
/ i Race Bi wriCatHorset O30E80CD ae 0 Horse 
|. Relationship Bi wiCartHorse2 0311061D = 0 Horse 
_  - SM Event Node Bh wi ComseCenkTheYounger 03272487 i 0 Cenk the’ 
“. YoiceType Bi WTDBSanctuayssassin 03525834 1 ies it} Assassin 
(4) Items Bl wtDockmasterCorpse 03842DB9 ifs it} Dockmas! 
=) Magic Bi wDonnarCompse O3840CD5 1" 0 — Donnar 
_ Dual Cast Data B wiDragonClawMarauder O397ABAE 1 * O = Marauder 
_ ~~ Enchantment Bi wDragonFire o349e51F = 1* O — Nehfringe 
| 7 caveietapes B wrdragonFrost 03498621 = 1* = 0 Nehkrahq 
| ir eee Eten B wr ragonPtiestSuleyk O3F2EIC = 1* = 1 Suleyk 
| _ Asie Bi wiDrauarClericOverlord 03497491 * 1 Draugr Ce 
i oi Bl wDraugrControlled O30FSFCB i tes 1 Draugr 
bo Shout MB Wierinvcceoaeboorieccdeed rates 4x 4 Pees Ut 





Figure 1533 - Regenerating facegen data. 
Click Yes to the confirmation pop-up. 


Next we need to convert our .nif files to the SSE format. Before doing this, copy your mod’s 
files from your Skyrim\Data folder to your Skyrim Special Edition \Data folder. 


We convert the .nifs automatically using the SSE NIF Optimizer tool available on Nexusmods. 
Run SSE NIF Optimizer.exe. 


BE) SSE NIF Optimizer 3.0.14 O 4 


Ds\Projects\Madding\Skyrinn'wl4yrmisto oth \Utili ] Sub Directories 


Options 
L] Head Parts Only Clean skinning 
("| Calculate Bounds ("] Remove Parallax 


Extras - don't blindly use for everything 


[_] Smooth Normals Max. Degrees 60 = 


Smooth Seam Morrmrals 


[] Write Log (@) SSE ()LE 


eS 


Ready! 





Figure 1534 - SSE NIF Optimizer. 


Click on Browse. 
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Porting your mod to Skyrim Special Edition 


Navigate to your Skyrim Special Edition\Data\Meshes folder. 


F B= | CAProgram Files &86)\Stearn\stearnapps\common\Skyrim Special Edition\Data\Meshes 
File Home Share i 
< Pe = Cut = Ti p is New item + e. =: Metra BS select all 
. M8 Copy path . ral Easy access ¥ A Edit —t Select none 


Pinto Quick Copy Paste Move Copy Delete Rename New Properties 


access f Paste shortcut folder Fz History 4A Invert selection 


Clipboard Organize New Open Select 
a a This PC Local Disk (C:) Program Files (x86) Steam stearmapps common Skyrim Special Edition Data Meshes 


Name Date modified 


oads 
Documents 


GS Pictures 


OneDrive - Personal 
ee 
MR Desktop 
Documents 
jm, Local Disk (C:) 


em Local Disk (D:) 


a » Network 


B® AARS 

B® actors 

B® architecture 
© armor 
Bx 

B® cameras 

B® clothes 

B® clutter 

B® critters 

BB dungeons 
BD effects 

BD landscape 
WD joadscreenart 
Bop 


BH plants 
B sky 
| Bene 


F weapons 





18 items | 


Figure 1535 - Skyrim Special Edition meshes folder. 


I would recommend selecting one folder at a time, rather than selecting the entire meshes folder 
and running the conversion process on all subfolders. 


Important: The .nif files under the Skyrim Special 
Edition \Data\ Meshes \ Actors \Character \FaceGenData\FaceGeom\<YourModName>.esp folder 


shouldn’t be converted using this tool. 


There are also no .nif files under Skyrim Special Edition\Data\Meshes\Terrain to convert, so 
you don’t need to run the SSE NIF Optimizer for that folder. 
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Click Optimize. 


@ SSE NIF Optimizer v3.0,14 


Options 
[| Head Parts Only 
Calculate Bounds 


Extras - don't blindly use for everthing 


[|] Smooth Normals 


Smooth Seam Morrmrals 


Scan lextures 


Ready! 





Porting your mod to Skyrim Special Edition 


O a 


Browse SUb Directories 


[| Clean Skinning 
[w"] Remove Parallax 


Max, Degrees 9 Gl) 


("| Write Log (@) SSE 


Optimize 


Figure 1536 - Optimizing. 


Now you can go ahead and Package your mod for Skyrim Special Edition. 
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Packaging your mod for Legendary Edition 


PACKAGING YOUR MOD FOR LEGENDARY 
EDITION 


This section will cover packaging your mod using Bethesda’s archive utility. 


You can find archive.exe in your Skyrim folder. 


fF —CcLEE C:\Program Files earmsteamapps\commor 
File Home Share Views Application Tools 


- v > F This PC Local Disk (Cs) Program Files } Steam steamapps common Skyrim 


wm Quick access 
& OneDrive 
MM This PC 
MM Desktop 
BB Docurnents 
j= Local Disk (C:) 
@m Local Disk (D:) 


@m, Local Disk (D:) 


_ Network 


Name 


Backup 


DirectX10 
DotNetFx 
lex 

Logs 


Papyrus Compiler 


_§ f Ff § Ff § Ff Ff 


B® VCRedist 

ch Archive.exe 

& atirngpud.dll 

B binkw32.dll 

=] ControlMap_Custom.txt 


Pl DataFiles txt 

= dialoqueExport - Copy.txt 
4B dialogueExport.csy 
A dialogueExport.txt 
B EditorWarnin gs.txt 
B flowchart<32.dll 
 high.ini 

‘all installscriptwdf 

Bs low,ini 

A medium.ini 

=| readme.txt 

EB Rendererinfn.tet 


45 items | 1 itemselected 418KB | State: B& Shared | 


Date modified 


21/08/2021 5:23 PM 


11/09/2021 7:00 PM 


7/11/2020 4:40 PM 
#1172020 4:26 PM 
24/05/2015 10:55 AM 
7/11/2020 4:26 PM 


7/11/2020 4:40 PM 
13/09/2021 9:38 4M 


£20217 12:13 PM 


7/11/2020 3:57 PM 


7/11/2020 4:05 PM 


Type 


File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
Application 418 KB 
Application tker 162 KB 
Application exten... 209 KB 
Text Document 
lication 

ext Document 

ext Document 

Microsoft Excel C..,, 

ext Document 

ext Document 

ication exten... 

Configuration sett... 
VDF File 
Configuration sett... 
Configuration sett... 
Text Document 


Text Dacument 


Figure 1537 - Bethesda's archive utility. 
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Packaging your mod for Legendary Edition 


Launch archive.exe. 


ay TES rchive : Untitled. bsa 
File Edit View Help 


Orchive Staks = 
Directories: O Files: 0 7 
Names: O bytes Names: 0 bytes Compress archive [— 
Total Size: 0 bytes | Retain Directory Names 
| Meshes | Sounds | Trees | Rekain File Names 


| Textures | Voices | Fonts | Retain File Name Offsets 

: | Rekain Strings During Startup 
| Menus | Shaders | Misc  YBexe 360 darchive 
| Embed File Narnes 


Rook Dir: | Dake el 
Restrict: | 


Progress 


Static 


Figure 1538 - TES Archive. 
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Packaging your mod for Legendary Edition 


Go to Edit > Add Directory. 























ay TESSrchive : Untitled. bsa , 
File Edit Wiew Help 




















Archive Stats IY Include Directory Names 
SINEGUGTEEY It Teh I Include File Names 
Maries: 0 bybe Hames: U byte eramieece fuecbinis Shem Codec 
Total Size: | Browse For Folder 
[ Meshes 


[ Textured Select Directory to Add 


bu 
[ | Menus P | 


“ [| VWyrrnistooth | 
> Archrved 
| Backups 
Ww [ | Data 
[i Grass 


[| Interface 








lodsettings 
Fi Meshes 
[| Music 

[| acripts 

[| 3eq 

a ae 


Root Dirt) oar r - EI 


Restrict: 


Iw Recurse Directories 
Progress 


S 
Beatie 


Figure 1539 - Adding your mod assets folder. 























Select your mod assets folder. This folder should be named Data and should contain all the 
assets relating to your mod and ONLY the assets relating to your mod. 


Click OK. 
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Packaging your mod for Legendary Edition 


Go to Edit > Check All Items to select all assets. 


fy TESS rchive : “Untitled. bsa 
File Edit View Help 


‘ifr Add Directory — ee 
ia Jocloide Mirectory hanes 
ae Finke Fle hanee 
Delete Checked Iterns sO bytes = [~ compress archive [Mem Codec 
eneee All lterns [ Retain Directory Names 
| Retain File Names 
Uiinetneishs EU Ieee [ Retain File Name Offsets 
Invert Check [ Retain Strings During Startup 


| “Box S60 Archive 
[Embed File Warnes 











grass (755 Files) and (71967640 bytes) 

interFacewwyrmstooth (1 Files) and (446896 bytes) 

lodsettings (2 Files) and (32 bytes) 

meshes aars ingrediantswallart (16 Files) and (133728 bytes) 

meshes actors character FacegendatalFacegeomiwyrmstooth.esp (41 Files) and (11207: 
meshes actorsidragon (1 Files) and (1104585 bytes} 

meshes actorsimudcrabi character assets (1 files) and (3113510 bytes) 
meshestactorsivulom (1 Files) and (671364 bytes) 
meshes actors \wyrmstooth (3 files) and (893364 bytes) 

meshes architecturelfalmer hut (1 Files) and (127117 bytes) 

meshes architectureltents (1 files) and {155091 bytes) 

meshes armoridragonpriesthelms (5 files) and (236545 bytes) 
meshes armor wkathirarnor (2 Files) and (1238290 bytes) 

meshes armor wkdaentitarmor (2 Files) and (1085826 bytes) 

meshes armor whelmeraarmor (2 files) and (1132634 bytes) 


HOD 
HOD 
HOD 
H OD 
HOD 
HOD 
H OD 
H OD 
HOD 
HOD 
H OD 
HOD 
H OD 
HOD 
H OD 





> 
Root Dir: Data | 
Restrict: | 

Progress 

Removing empty directory projects modding skyrinniwyrmstooth data From archive, | 


ae 








Figure 1540 - Selecting all assets to package. 
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Packaging your mod for Legendary Edition 


Under Archive Stats, tick the boxes relating to assets included in your mod. Wyrmstooth, for 
example, includes Meshes, Textures, Sounds, Voices and some other Misc assets, so I ticked 
those boxes. 


Ga TES rchive : “Untitled. bsa 
Edit View Help 


File 


Archive Skaks 
Direckories: 85 Files: S271 7 


i 


Names: 


> 


2245 bybes Names: 155030 bytes = j— Compress archive [_ 


i Meshes i Sounds | Trees | Rekain File Names 


| Menus | Shaders 


| Retain Strings During Startup 
| XBox 360 Archive 
| Embed File Narnes 


grass (755 Files) and (71967640 bytes) 
interFacewwyrmstooth (1 Files) and (446896 bytes) 
lodsettings (2 Files) and (32 bytes) 
meshes aarsingredientswallart (16 Files) and (133728 bytes) 
meshes actors | character FacegendatalFacegeamiwyrmstooth.esp (41 Files) and (11207: 
meshes actorsidragon (1 Files) and (1104585 bytes} 
meshes actorsimudcrabi character assets (1 files) and (311310 bytes) 
meshestactorsivulom (1 Files) and (671364 bytes) 
meshes actors \wyrmstooth (3 Files) and (893364 bytes) 
meshes architecturelfalmer hut (1 Files) and (127117 bytes) 
meshes architecture tents (1 files) and {155091 bytes) 
meshes armoridragonpriesthelms (5 files) and (236545 bytes} 
meshes armor ywhathirarmnor (2 Files) and (1238290 bytes) 
meshes armor wkdaentitarmor (2 Files) and (1085826 bytes) 
meshes armor whelmeraarmor (2 files) and (1132634 bytes) 
> 


Rook Dir: | Kaka [eal 
Restrict: | 


iw Recurse Directories 


Progress 


Removing empty directory projects modding skyriniwyrmstooth data From archive, 





Figure 1541 - Setting the archive type. 
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Go to File > Save As. 


Make sure the name of your .bsa archive matches the name of your .esp file. 


A, Select Archive File Destination 


¢ >-\E 


Organize ¥ 


i OneDrive 
Me This PC 


/ I0 0 ay ects 


my Desktop 


Eg Blatellaalsale 
4. Downloads 


Projects Modding Skyy Flim 


Name 
ij SOUNGtTrack 


F SOUFCE 

BB Sse Port 

ff strategy Guide 
F suggestions 
EF Textures 

BE Trailer 


Date modified 
Alf TY fue ee to el 


oF 08/2027 1026 AM 
FOR 2021 P25 Ph 
SO/08/20217 10:19 4M 
21/70/2020 6:20 PM 
oF OO%202 1 Brel Pha 
21/10/2020 6:20 PM 
of OO/202 7 bls Pha 


Type 
File Tolder 


File folder 
File folder 
File folder 
File folder 
File folder 
File folder 
File folder 


Packaging your mod for Legendary Edition 


J Music Bh utilities 


i es FE. Video 29/05/2027 a1 Ph File folder 
= Videos F Videos 30/03/2021 3:04 Ph File folder 
: WE voice Acting 25/08/2021 10:00AM File folder 
FF WT Tilesets 21/10/2020 G24 Ph File folder 
F VWeyvrenistooth 10/05/2021 12:42 PM File folder 
EF. VWyrrnstooth_Converted4ndPacked 12/06/2021 3:26 PM File folder 
i Xbox] Port 24/02/2021 3:09 PM File folder 
ia Wevrrmstooth bsa 12/06/2027 11:43 4M res File 366,549 KB 


jm, Local Disk (Cs) 
am, Local Disk (Di) 


= Local Disk (Ds) 


= Network 


File name: | Wyrmstooth.bsa 


save as type: | Archive Files 


# Hide Folders 





Figure 1542 - Setting a location to save the new archive to. 


Click Save to begin packing the archive. 
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Packaging your mod for Legendary Edition 


The current process is done when the current task is left at ‘Renaming temporary archive’. 


fy TES4rchive: CoUsers\JonxOr\Desktop tyrmstooth bsa 
File Edit View Help 


~ archive Stats Eee eee 
Directories: 85 Files: S271 Ml acderieNene 
Names: 2245 bytes Names: 155030 bytes = j— Compress archive [_ 
Total Size: = 375102492 bytes [ Retain Directory Names 
i” Meshes i Sounds | Trees [ Retain File Names 


iW Textures lw Voices [Fonts | Retain File Name Offsets 

7 | Retain Strings During Startup 
| Menus | Shaders [| #Box 360 archive 
| Embed File Narmes 





grass (755 Files) and (71967640 bytes) 

interFacewwyrmstooth (1 Files) and (446896 bytes) 

lodsettings (2 Files) and (32 bytes) 

meshes aars ingrediantswallart (16 Files) and (133728 bytes) 

meshes actors character FacegendatalFacegeomiwyrmstooth.esp (41 Files) and (11207: 
meshes actorsidragon (1 Files) and (1104585 bytes} 

meshes actorsimudcrabi character assets (1 files) and (3113510 bytes) 
meshestactorsivulom (1 Files) and (671364 bytes) 
meshes actors \wyrmstooth (3 files) and (893364 bytes) 

meshes architecturelfalmer hut (1 Files) and (127117 bytes) 

meshes architectureltents (1 files) and {155091 bytes) 

meshes armoridragonpriesthelms (5 files) and (236545 bytes) 
meshes armor wkathirarnor (2 Files) and (1238290 bytes) 

meshes armor wkdaentitarmor (2 Files) and (1085826 bytes) 

meshes armor whelmeraarmor (2 files) and (1132634 bytes) 


Hf] D 
H [] D 
Hf] D 
Hf] D 
Hf] D 
Hf] D 
H -] D 
H Ef] D 
H Ef] DB 
eH -] DB 
H Ef] D 
H Ef] D 
H EF] DB 
H Ef] D 
H EF] DB 


> 


Root Dir: | Data ea 
Restrict: | 


i Recourse Directories 


* 


Progress 
Renaming temporary archive, 


Figure 1543 - Done. 
You should have a new .bsa and .bsl file. 


I usually copy these files to my Skyrim\Data folder as well. 
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Packaging your mod for Special Edition 


PACKAGING YOUR MOD FOR SPECIAL 
EDITION 


This section will cover the packaging your mod in the Skyrim Special Edition version of the 
Creation Kit. 


Before launching the Creation Kit, if you already previously packaged a .bsa archive for your 
mod, you will need to remove it from the Skyrim Special Edition\Data folder first. If you don’t, 
the Creation Kit will hang when trying to make a new archive. 


Launch the Creation Kit. 
Go to File > Data. 


Tick your mod in the Plugin/Master Files list. If your plugin isn’t a master file, click ‘Set as 
Active File’. 


Data 


Plugin/Master Files Created By Parent Masters 


Filenarme Status Bethesda Game studios Filenarie 


LI Cawnguard.esmi Master File SLIM marly SKIN. BM 
LI HearthFires.esmi Master i VoaoTe SEs Update. esm 
LJ Gragonborn.esmn Master File 
LO ectsvsee001-backpac... Master File 
LO Unofficial Skyrin Spec... Master File 
esp Master File 
OO Provincial Courier Serv... Plugin File 
LI SkyUl_ SE esp Plugin File 
LO Run For ‘our Lives.eep = Plugin File Created Or: 9 1021/2000 5:17 PM 


ef) Eine Booman | Pugalik Last Modified: 8/13/2021 12:05AM 


Set as Active File Details... Cancel 





Figure 1544 - Loading your mod. 


Click OK to begin loading your mod. 
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Packaging your mod for Special Edition 


Once the Creation Kit is done loading your mod, go to File > Create Archive. 
If your loaded mod is a master file, this list should appear straight away and should be empty. 


If your loaded mod isn’t a master file, it may take a while for the Creation Kit to search through 
your mod and automatically detect assets. 


If any files are listed here, select them all and remove them as we’ll be adding them in manually. 


Required tiles for altered forms 


ARCHIVE PLATFORM windows 
File Remove 
Export List... 


Iriport List... 


Pack, files Cancel 





Figure 1545 - Asset list. 
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Packaging your mod for Special Edition 


To add in your assets to the archive, drag and drop them in from the Skyrim Special 
Edition \ Data folder. 


You will need to select the files themselves to drag and drop into the Creation Kit, not the 
folders or subfolders. 


Do not drag and drop in files from a separate project directory. These files need to come from 
the Skyrim Special Edition \Data folder. 


Do not include assets that are not part of your mod. 















































@ Creation Kit 64-bit a 
File Edit View World NavMesh Character Gameplay Help 
sec 22 B48 @ORM Cum OK DTHOUDHOHFAERS ~@ OUDOMME Time of day g 10.00 
a’ t Vi 
Filter Editor ID Form ID Count Users Form Ty... 
SM Event Node « 
VoiceT ype 
Item quired files for altered form 
=) Mag 
i ARCHIVE PLATFORM Windows v 
l : 
! File Remove 
HE 
tae § Export List. 
¢ C:\Program Files ¢ Steam\steamapps\common\Skyrim Special Edition\Data\Grass 
a ¢ Import List... 
\ 
w Mis¢ Program Files (x86) Steam steamapps common Skyrim Special Edition Data Grass 
Spe 
a wor ane me Date modified Type Size 
‘ ; a Dimfrost<0000/0000, gid ef AN GID File 
| OneDrive Bi Dimfrost<0000/0001.gid M GID File 
ce E Bi Dimfrost<0000y-001.gid 22/04/2017 1:19 4M GID File 
Bi Dirnfrost<0000)-002.gid ’ GID File 
a4 Bi Dirnfrost0000,-003.gid 1017 1:27 AN GID File 
| Bi Dimfrost<0000y-004.gid 2017 GID File 
a § Bi Dimfrost<0000)-005.gid {04/2017 1:27 Ah GID File 
Local Disk (D:) B Dirnfrost<0000y-006, gid ‘O4/2 2 yi GID File 
: Bi Dimfrost<0000y-007.gid 2017 A GID File 
em Local Disk (D:) 
Bi Dimfrost<0000,-008.gid A GID File 
© Network B Dimfrast<0000/-009, gid GID File 
B Dimfrost<00010000. gid 2/ M GID File 
Bi Dimfrost00010001.gid M GID File 
Bi Dimfrost0001y-001.gid 2017 1:19. AN GID File 
Bi Dimfrost<0001y0002.gid GID File 
Pack files al Bi Dimfrost<0001y-002.gid #04 /201 7 M GID File 
Bi Dimfrost<0001y-003.gid / GID File 
th. effects: im Bi Dirnfrost0001y-004.gid 04/2017 1:27 AM GID File 
(4) Furniture Bi Dimfrost<0001y-005.gid 2 2 M GID File 
i ele Bi Dimfrost0001y-006.gid / GID File 
tis iandecane Bi Dimfrost<0001y-007.gid GID File 
LoadScreendrt Bi Dirmfrost<0001y-008.gid : GID File 
loadscreenart Bi Dimfrostx-001;0000.gid 2/04/2 : GID File 
nae 6 Dimfrostx-001¥-001.gid J M GID File 7 KB 
4) Markers & Dirmfrostx-001y-002.gid AM GID File 19 KB 
MPS Bi Dimfrostx-001y-003.gid GID File 15 KB 
ler Bi Dirnfroste-001u-004.nid AN GIN File 17 KR 
Test d | State: $& Shared | 








Figure 1546 - Dragging in the .gid grass files into the asset List. 
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Packaging your mod for Special Edition 


Assets dragged and dropped into the asset list should appear as per the following screenshot: 


Required files for altered forms 


ARCHIVE PLATFORM Windows 


File Remove 


Grass‘sDimbrosteU001 yOOO1 gid 
Grase‘Dimfrosty0001 y-0011 gid Export List... 
Grass \DintrostsQ001 yOOUS. gid 
Grase\DimrosteU001 y-O02. gid 
Grass‘sDimbrosteU001 y-O03. gid 
Grass \DinmfrosteU001 y-O04. gid 
Grase\DimfrostsU001 y-O05. gid 
Grase\DimfrosteU001 y-O06. gid 
Grass'\DimbrosteU001 y-O0". gid 
Grass\DinmtrostsU001 y-O08. gid 
Grase\Dimrosts-007 yOOOU. gid 
Grase\Dinmfrosts-007 y-001 gid 
Grass \Dinmrosts-001 y-O02. gid 
Grase\Dinmrosts-U01 y-OU'S. gid 
Grase\Dimbrosts-007 y-O04. gid 
Grass'\Dimbroste-001 y-005, gid 
Grass\Dimrosts-U01 y-O06. gid 
Grase\Dimrosts-U01 y-O0. gid 
Grase\Dinmfrosts-007 y-O08. gid 
Grass‘sDimbroste-001 y-009. gid 
Grass \DimrostsUU02yO000. gid 
Grase\DinmtrostsUU02y0001 .gid 
Grase\DimrosteUU02y-001 gid 
Grass‘\DimbrosteU002y0002. gid 
Grass\DimrosteUU02y-002. gid 
Grase\DimrosteUU02y-OU%s. gid 
brass'\Dimtrosty0002y-004. oid 


Iriport List... 


Pack, files Cancel 





Figure 1547 - .gid grass files added to the asset list. 
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Packaging your mod for Special Edition 





To make things easier, I only keep loose files belonging to the current mod ’m working on in 
the Skyrim Special Edition\Data subfolders. 


This is so I can use wildcard search terms like *.* to select all files in all subdirectories at once. 


In the screenshot below, I searched for “*.* in the Skyrim Special Edition\Data\Sound folder to 
select all ambient sounds and voice files at once. 


ia | Simin . - search-ms:displayname=Search%20Results%20in%20Sound&crumb=location:C%34%5C Program%2 Files 


File Home Share View Search 


<€ > - mE Search Results in Sound 


amb C:\Program Files \Stearn\stearmapps\common\Skyrim Special Edition\Data\Sound\f 
Date modified: 3/08/2021 12:13 PM 


Quick access 
OneDrive 


WTPriceles_WTPricelessComm_00C06660_1.fuz Date modified: 8/08/2021 6:52 PM 
This PC C:\Program Files (&86)\Steam\steamapps\common\... Type: FUZ File Size: 55.6 KB 
= WSs Fo 
MR Desktop 


is] Documents 


WTPriceles_ WTPricelessComm_0048F9A0_3.fuz Jate modified; 8/08/2021 6:52 PM 
C:\Program Files Steamapps\common\... Type: FUZ File SI 
WTPriceles -ricelessComm_O048F9A0 2. fuz Date modified: 8/ 


C:\Program Files eam\steamappsicommon\... Type: FUZ File Size: 66.4 KB 


fm Local Disk (C:) 
= Local Disk (D:) 
WTPriceles_ WTPricelessComm_0048F9A0_1.fuz lag a acacia 


em Local Disk (D:) C:\Program Files 


earn\steamapps\common\... Type: FUZ File 
EPA apt - a ve) ee 
@ Network WTPriceles_WTPrice mm_0048F99D_1.fuz Na : 8/08/2021 6:52 PM 
C:\Program Files (xt eam\steamappsicommon\.. Type: FUZ File Si 
WTPriceles_WTPricelessComm_0048F99B_1.fuz Jate modified: 9/09/2021 6:52 PM 
C:\Program Fil misteamapps\common\,.. Type: FUZ File Si 

WTPriceles_ ssComm_0048F999_3. fuz Date modified: 8/08/2021 6:52 PM 
C:\Program Files misteamappsicommon\,.. Type: FUZ File Size: 52.4 KB 
WTPriceles_WTPricelessComm_0048F999 2 fuz Date modified: 2021 6:52 PM 
C:\Program Fil =] 4) \steamapps\common\,.. Type: FUZ File Size: 76.3 KB 

WTPriceles_ mm_0048F999_1,fuz Date modified: 8/08/2021 6:52 PM 
C:\Program Files Steamapps\common\... Type: FUZ File Size: 67,1 KB 
WTPriceles_WTPricelessComm_0048F997_1.fuz Jate modified: 8/08/2021 6:52 PM 
C:\Program Fil misteamapps\common\,.. Type: FUZ File SI ‘ 

WTDialogue_¥ gueldleZ_00C06689_1.fuz Date modified: 8/08/2021 6:52 PM 
C:\Program Files misteamappsicommon\,.. Type: FUZ File Size: 10.4 KB 


M 
a 
a 
a 
ia 
PI 
Pe 
a 
a 
Py 
a 
a 


LALIT ala amin LALIT Rl an er enl ala AAMALEAN 4 Esse nm. 
1,457 items | 1 item selected 55.6KB | 





Figure 1548 - Using wildcard search terms. 
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Packaging your mod for Special Edition 


For texture files, search for “.dds’ to ensure that only .dds files are being added to the list. 


Search Tools [ieMeleeMemett: 0s abe ges eT] aon t Legere 


- 4 &£ Search Results in Textures 


Home 


Quick access 
OneDrive 
This PC 


eskto p 


se] Documents 


jam, Local Disk (C3) 


a=, Local Disk 


a, Local Disk (D:}) 


, » Network 


OO008FA4.dds 


C:\Program Files (<86)\Steam\steamapps\common\... 


0000A049.dds 


C:\Program Files (<86)\Steam\steamapps\commoni... 


00009530.dds 


C:\Program Files («86)\Stearm\steamapps\commoni... 


OOBEB9CD.dds 


C:\Program Files («86)\Steam\steamapps\commoni... 


OO020C4E.dds 


C:\Program Files (<86)\Steam\steamapps\commoni... 


00621612.dds 


C:\Program Files (x86)\Steam\steamapps\common\,.. 


OOBE98DD.dds 


C:\Program Files (86)\Steam\steamapps\commoni.., 


002206A0.dds 


C:\Program Files (86)\Steam\steamapps\commonk.., 


0078D1BC.dds 


C:\Program Files (<86)\Steam\steamapps\commonk.., 


OOBE98DE.dds 


C:\Program Files (<86)\Steam\steamapps\commoni... 


00220693.dds 


C:\Program Files (<86)\Stearm\steamapps\common\... 


OOBES6ES.dds 


C:\Program Files (<86)\Steam\steamapps\common\... 


: Irfanview DDS File 


: Irfanview DDS File 


: IrfanView DDS File 


: IrfanView DDS File 


: IrfanView DDS File 


: IrfanView DDS File 


: Irfanview DDS File 


: IrfanView DDS File 


: Irfanview DDS File 


: Irfanview DDS File 


IrfanView DDS File 


Irfanview DDS File 


Date modified: 
Size: 1.00 MB 


Date modified: 
Size: 1.00 MB 


Date modified: 
Size: 1.00 MB 


Date modified: 


Date modified: 
Size: 1,00 MB 


Date modified: 
Size: 1.00 MB 


Date modified: 
Size: 1,00 MB 


Date modified: 
Size: 1.00 MB 


Figure 1549 - Searching by a specific file extension. 
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13/08/2021 12:03 AM 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 AM 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 


13/08/2021 12:03 4M 
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Packaging your mod for Special Edition 


Once you’ve added all assets to the asset list, click on the ‘Pack files’ button. 
You will be prompted to set the name of your main archive first. 


Ensure the name of your .bsa archive matches the name of your .esp file. 


f= Save main archive as 
ad E common skyrim Special Edition Data 


Organize ¥ New folder 


PETaaTS . Date modified Type 
ew Quick access 


F Backup 12/08/2027 11:34 4M File folder 

&& OneDrive F Dialoque views 24/04/7027 6:04 PM File folder 

ForRnci A10,/201 7 12:59 Phy ile folder 

WE This PC B formod 1102017 12:59 PM File folder 
| 


al arass 


My Desktop r 
In 


A 21/12/2020 2:41 PM File folder 
terface 1 TASTE, SPST lee File folder 
a lodsettings 21/12/2020 2:41 PM File folder 
@m Local Disk (Ci) eshes 12/08/2021 11:34 AM File folder 
am Local Disk (Di) Whusl 20/06/2027 11:04 4M File folder 
12/08/2021 11:34 4M File folder 

20/06/2027 5:52 PM File folder 

= Network B shaderlache 1/05/2018 1:07 4M File folder 
B sound Af08/2021 6:36 PM File folder 

| SOURCE 2171072020 925 Ph File folder 

FE SoEEdit Backups 3/0/2027 12:05 4M File folder 


a seEEdit Cache 5/08/2027 12:05 4M File folder 
| Aenea oe eee 


EB Docurmerrts 


= Local Disk (Ds) 


File name: | Wyrmstooth.bsal 


Save as type: | Bethesda TESV Archive (*.bsa) 


# Hide Folders 





Figure 1550 - Setting the name of the main archive. 


Click Save. 
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Packaging your mod for Special Edition 


If your mod includes textures, you'll need to set the name of the textures archive as well. 


This should match the name of your .esp file with ‘ - Textures’ appended to it. 


common akyrim Special Edition Data 


Organize ¥ New folder 
me Desktop ? Marne - Date modified Type 
IEEE BB Backup 12/08/2021 11:344M File folder 
=| Documents » BD Dislaqueviews 24/04/2021 &04 PM File folder 
a ee 3 E forod a essere File folder 
| err | Bcieer 21/12/2020 2:41 PM File folder 


rq 
WE Skyrirn New Lan BB interface 11/01/2021 5:59 PM File folder 


Fr oo FE lodsettings 21/12/2020 2:41 PM File folder 
a BB Meshes 12/08/2021 11:34AM File folder 

Bh Wyrmstooth B Music 28/06/2021 11:04AM File folder 
® OnreDrive F scripts 1206/4021 11:54 4M File folder 
| Seq 28/06/2021 5:52 PM File folder 
FE shaderCache 1/05/2018 1:07 4M File folder 
Ma Desktop BE Sound 4082021 6:36 PM File folder 
B Documents FE SOUrCe 21/10/2020 9:25 PM File folder 
jm, Local Disk (C4 F seEEdit Backups 3/08/2027 12:05 AM File folder 


= Local Disk (Ds FE eS SEEdit Cache 3/08/4027 12:05 4h File folder 
zz. . ore ae ee ee er 


Me This PC 


Noes Titel all mrath 
File name: | Wyrmstooth - Textures.bsal 


save as type: | Bethesda TESV Archive (*.bsa) 


#@ Hide Folders 





Figure 1551 - Setting the name of the textures archive. 


Click Save. 


The Elder Scrolls V: Skyrim New Lands Mod Tutorial 1167 


Packaging your mod for Special Edition 


Let the conversion and packing process complete. 


Converting Files 


Converting “Sound Fx mus bard Fluke mus wtbardflube_O4 wav"... 





Figure 1552 - Converting files for packing. 


Don’t touch anything, just let it continue automatically. 


ay TES rchive : “Data Wyvrrnistooth.bsa (Not Responding) 
File Edit ‘View Help 


Archive Stats > 
Directories: 5? Files: 3655 a 
Hames: 1491 bytes Hames: 115308 bytes Compress Archive [— 
Total Size; = 206250545 bytes [ Retain Directory Names 
| Meshes | Sunds | Trees | Retain File Names 
| Textures | Voices | Fonts | Retain File Name Offsets 


| Retain Strings Guring Startup 
| Menus | Shaders | Mise Bese 360 farchive 


| Embed File Names 


= 


; grass (755 Files) and (21967640 bytes) 
Dp lodsettings (2 Files) and (32 bytes) 
Dp meshes aarsingredientswallart - copy (16 Files) and (76992 bytes) 
I meshes aarslingredientswallart (16 Files) and (76992 bytes) 
meshes actors character FacegendatalFacegeomiwyrmstooth esp (84 Files) and (20790 
meshes actorsidragon (1 Files) and (863866 bytes) 
meshes actorsimudcrabi character assets (1 Files) and (264110 bytes) 
meshestactorsivulom (1 Files) and (568606 bytes) 
meshes actors\wyrmstooth (3 Files) and (¥53666 bytes) 
meshes architecture Falmer hut (1 Files) and (72295 bytes) 
meshes architecturetents (1 files) and (80629 bytes} 
meshes armoridragonpriesthelms (5 Files) and (196619 bytes} 
meshes armor wkathirarnor (2 Files) and (917014 bytes} 
D meshes armor wtdaentitarmor (2 Files) and (799756 bytes) 
OD meshes armorwtelmeraarmor (2 Files) and (844274 bytes) 


er es ea a ee 
=< Lark. 


ae 
et 


pe oe a et ee 
= 2 Lark. 


er 


AO 
AO 
AO 
AO 
AO 
AO 
AOD 
AOD 
AO 
AO 
AO 
AO 
AO 
AO 


ee es 


r 


> 


Root Dir: | Daka ea 
Restrict: | 


Mw Rlecurse Directories 
Progress 


Processing sound woice wyrmstooth esp iwkyoicetype,., 


Figure 1553 - Packing the archive. 
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Packaging your mod for Special Edition 


When it’s done, your .bsa archive(s) should appear in the Skyrim Special Edition\Data folder. 


F a: 
File Home 


€ - a i 


Quick access 


OneDrive 
This PC 
MR Desktop 
BB Documents 
jam, Local Disk (C:) 
@m Local Disk (D:) 
@m, Local Disk (D:) 


, ‘ Network 


Share 


Local Disk 


C:\Program Files 


am\stearnapps\common\Skyrim Special Edition\Data 


View 


steamapps common 


21/10/2020 9:31 PM 
21/10/2020 9:31 PM 
30/04/2018 7:06 PM 
30/04/2018 7:07 PM 


7:07 PM 


yrim - Sounds.bsa 
yrim - TexturesO.bsa 


B Skyrim - Textures 1.bsa 


extures/.bsa 


im - Voices_enO,bsa 


im.esm 


28/04/2018 6:47 AM 
29/04/2019 6:46 AM 
1/05/2018 1:58 Al 
0/2016 5:25 AM 
B Update.esm 21/10/2020 9:31 PM 
‘al Wyrmistooth - Textures.bsa 13/09/2021 1:29 PM 
BF Wiyrmstooth.bsa 13/09/2021 1:28 PM 


Unofficial Skyrim Special Edition Patch - Textures.bsa 


Unofficial Sk; 
Unofficia 


Unofficial Skyrimn Special Edition Patch.ini 


m Special Edition Patch.bsa 


im Special Edition Patch.esp 


Data 


Type 
BS4 File 
BS4 File 
BS4 File 
ISA, File 
S44, File 


14, File 


BSA, File 

BS4 File 

BSA File 

BSA File 

BSA, File 

BSA, File 

BSA, File 

The Elder Scrolls C.., 
BSA, File 

The Elder Scrolls C 
The Elder Scrolls C... 
4, File 

BSA, File 

The Elder Scrolls C... 
Configuration sett... 
The Elder Scrolls C... 
BS4 File 

ee 

The Elder Scrolls C... 


834 KB 


243,900 KB 


1,206 KB 


54,376 KB 
201,590 Kk’ 


Bi Wyrrnstooth.esp 13/08/2021 12:05 AM 
2 The Elder Scrolls C... 


75 items | 2 items selected 249 MB 





| State: BA Shared | 


Figure 1554 - The .bsa archives are ready. 
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Packaging your mod for Nintendo Switch 


PACKAGING YOUR MOD FOR NINTENDO 
SWITCH 


This section will cover packaging your mod using the <it which is available on 
Nexusmods. 


Download the NX Toolkit and extract it to a new folder. 


Create a new folder in your projects directory and name it NX Port. Copy the .bsa archives and 
the .esp/.esm file from the SSE version of your mod into this folder. 


If you created a .bik video, create a new folder called Video and copy the .bik video into it. 


Fr B® = | D:\Projects\Modding\Skyrim\Wyrmstooth\NXx Port 


<€ > vf r This PC Local Disk (D:) Projects Modding Skyrim Wiyrmistooth NX Port 


Name Date modified Type 
w Quick access 


MM Desktop 

; ia Wyrestooth - Textures.bsa 24, y BSA File a one 
$ Downloads B ity | 
i] Documents 
i es 


BB video 2 2 a2 Phy File folder 


stooth.bsa 27/10/20 vi BSA, File 198, 


‘al Wiyrmistooth.esp 26/10/2021 10:15 PM The Elder Scrolls C.., 


& OneDrive 

MM This PC 
MM Desktop 
BB Docurnents 
jm Local Disk (C:) 
em, Local Disk (D:) 


a Network 





4items | 


Figure 1555- NX Port folder. 
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Open a command prompt and navigate to the folder you extracted the NX Toolkit to. 


es.] Command Prompt 


Microsoft Windows [Version 16.9.19643.1165] 
(c) Microsoft Corporation. All rights reserved. 


C:\Users\Jonx@r>d: 
D:\>cd D:\Projects \Modding\Sk yrim\wWyrmstooth\Utilities\NX Toolkit 


D:\Projects \Modding\Sk yrim\Wwyrmstooth\Utilities\NX Toolkit» 





Figure 1556 - Folder containing the NX Toolkit. 
Run the following command: CONVERT_MOD.BAT "<PathToYourNXPortFolder>" 
For example: CONVERT_MOD.BAT "D:\Projects\Modding\Skyrim\Wyrmstooth\NX Port" 


es.] Command Prompt - CONVERT_MOD.BAT "D:\Projects\Modding\Skyrim\wWyrmstooth\Nx Port" 
ee 
Starting up... 
toolkit.exe is set at “D:\Projects\Modding\Sk yrim\wyrmstooth\Utilities\NX Toolkit\Scripts\dist\toolkit.exe” 
ffmpeg.exe was found 
nvddsinfo.exe was found 
Skyrim-NX-Toolkit v2.7.8, sys.argyv <[°D:\\Projects\\Modding\\Sk yrim\\Wyrmstooth\\Utilities\\NX Toolkit\\Scripts\\dist\\t 
oolkit.exe*, ‘convert_mod*, ‘D:\\Projects\\Modding\\Skyrim\\Wyrmstooth\\NX Port’, “D:\\Projects\\Modding\\Sk yrim\\Wwyrmst 
ooth\\NX Port_ConvertedAndPacked’, *‘]> 
<D:\Projects \Modding\Sk yrim\wyrmstooth\NxX Port> 
Logger Initialised D:\Projects\Modding\Sk yrim\Wyrmstooth\NxX Port.log 
[Info]Checking if settings.ini should be updated. 
[Info]¥Version:ToolkitVersion is v2.7.8 Currrent Version is v2.7.8 
Timer Started 2621-11-62 11:27:48 
Sk yrim-NX-Toolkit v2.7.8 - convert_mod 
Convert Mod, ToolkitPath is D:\Projects\Modding\Sk yrim\Wyrmstooth\Utilities\NX Toolkit 
Convert Mod, create empty folder at target 
CreateTarget(D:\Projects \Modding\Sk yrim\Wyrmstooth\NxX Port_ConvertedAndPacked) 
Unpacking NX Port 
Found 2 BSAs & 2 loose files 
Unpack BSA Wyrmstooth - Textures.bsa 
Unpack BSA Wyrmstooth.bsa 
Copied 2/2 (8) 
Convert Path 
1677 dds files to convert 
@ 32-bit hkx files that won‘t convert as Havoc utility wasnt found. 
8 64-bit hkx files to convert 
@ txt files to convert 
1961 sound files to convert 
272 mesh files to convert 





Figure 1557 - Starting up the conversion process. 


The converted files for you to distribute will appear under a folder called 
‘NX Port_ConvertedAndPacked’. 
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This process may take a while to complete. Just let it run until it’s finished. 


ics.) Command Prom pt 


Found 1483 sound files to convert 

Found 212 mesh files to convert 

DDS Processing Complete: 1634/1634 (1634/6) success/failure. 
Sounds Processing Complete: ( Ss 
Meshes Processing Complete: 212/212 (212/96) 

Pack fod 


= 1686/1686 Folders 9/9 
Cleanup old folders 
=] pi ee Oe 
Prepared 1114/1114 
Run bsarch.exe 
Clean Up 
Marking <wyrmstooth.esp> for deletion. 
Build File List 
Prepared 1641/1641 
Run bsarch.exe 
Clean Up 
Marking <wyrmstooth.esp> for deletion. 
Build File List 


Clean Up 

Marking <wyrmstooth.esp> for deletion. 
Build File List 

Prepared 1592/1592 

Run bsarch.exe 

Clean Up 

Total Time Taken 1:24:16.946845 





D:\Projects \Modding\Sk yrim\Wyrmstooth\Utilities\NX Toolkit>. 
Figure 1558 - Conversion complete. 


The NX Port_ConvertedAndPacked folder should contain new .bsa archives and your .esp/.esm 
file ready for upload. 


F —CrLE \ 
| File Home View 


€¢ > »~ EB > Thispc Local Disk (D:) Projects Modding Skyrim > Wyrrnstooth NX Port_Converted4ndPacked 
Name . Date modified Type Size 
m#® Quick access 
MH Desktop 
4 Downloads 


A Wyrrnstooth - Meshes.bsa 27/10/2021 10:01 PM 53,240 KB 
ial Wéyrrnstooth - Textures.bsa 2 2021 10:01 PM S4, File 162,210 KB 
tan Wyrrmnstooth - Voices.bsa 2 2021 10:01 PM 34, File 61,897 KB 
BB Documents , B Wiyrmstooth.bsa 27/10/2021 10:01 PM BSA File : 
Pictures B Wyrmstooth.esp 26/10/2021 10:18 PM The Elder Scrolls C.., 24,255 KB 


& OneDrive 


MM This PC 
MM Desktop 
iS] Documents 


jm Local Disk (C:) 
am Local Disk (D:) 


a Network 


5items | 





Figure 1559 - Converted and packed for switch. 





If you need to port your mod from Legendary Edition first, see the section on 
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SpeedT ree, 831, 832, 834, 839, 840, 841, 842 

SSE NIF Optimizer, 1149, 1150 

SSEEdit, 776, 782, 819, 1128 
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Wyrmstooth, 2, 8, 12, 45, 128, 184, 192, 225, 
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